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Intro 

Using  This  Catalog. .  . . . .,2 

What  do  the  icons  mean?  How  can  1  order  bitz 
separately?  Find  your  answers  here! 

Chaos  Creatures _ _ 12 

Chaos  creatures  from  both  the 
Warhammer  40,000  and  Warhammer  ranges.. 


Warhammer  40,000 


Warhammer  40,000 ....... _ _  30 

In  the  grim  darkness  of  the  far  future, 
there  is  only  war. 

Chaos  Space  Marines....  . 34 

Dark  Eldar. ......... _ 70 

I  cl  r. ....... ....a...,..,.. ............. ......  ^3*81 

Imperial  Guard  _ _ 110 

Inquisition . . . .  1 38 

Daemonhunters  &  Witch  Hunters 

Necrons . . .  . . . .  1 64 

Orks . . . . . . 176 

Space  Marines . . . . 196 

Tau . . . 258 

Tyranids. . . . .............  272 


Warhammer 

Warhammer .  288 

Take  command  of  rank  after  rank  of  battle-hardened 
warriors  and  maneuver  them  to  victory. 

Beasts  of  Chaos. . 292 

Bretonnians ......... - - - -  * . ..312 

Dark  Elves. . . 332 

Dogs  of  War _ _ _ 354 

Dwarfs - - -  - .  — - ....  -  372 

Empire . . 390 

High  Elves  ... . ...418 

Hordes  of  Chaos . . .  ......  438 


warhammer  (Gont'ti) 

Lizardmen . 

Ogre  Kingdoms _ 

Ores  &  Goblins . 

Skaven . . . 

Tomb  Kings  .. 

Vampire  Counts _ 

Wood  Elves. _ _ _ 

Warhammer  Siege.. 


. .  460 
.478 
.498 
..526 
..544 
562 
.586 
-.606 


The  Lord  of  The  Rings 

The  Lord  of  The  Rings 

Strategy  Battle  Game . 61 0 

The  battle  between  Good  and  Evil  rages  from  your 
tabletop  to  the  ends  of  Middte-earth, 


Other  Great  Staff! 


Specialist  Games.. . . . .644 

Battlefteet  Gothic,  Blood  Bowl,  Epic,  Inquisitor, 
Mardheim,  Necromunda,  and  Warmaster! 

Hobby  Supplies  _ _  652 

Paints,  brushes,  and  glue,  oh  my! 

Direct  Services  . . 662 

Mail  Order,  Customer  Services,  and  the 
Online  Store! 


Games  Workshop  Hobby  Centers ..  664 

Get  anything  from  our  entire  line  of  current 
products  or  stop  by  to  game  or  learn  to  paint! 


Rogue  Trader  Stores . . .  . 666 

Purchase  your  miniatures  or  find  new  opponents 
at  these  independent  retail  shops. 

Games  Day _ _ _ _ 667 


Our  celebration  of  the  hobby  at  four  locations 
across  the  US 

White  Dwarf  Subscriptions . 668 

Our  monthly  hobby  magazine 

Games  Workshop  Online  . 669 

Locate  stores,  see  the  newest  reteases,  and 
check  out  Black  Gobbor  our  bi-weekly  E-zine! 


What  You'll  Find  Inside 

The  mighty  tome  you  now  hold  in  your 
hands.  The  Complete  Games  Workshop 
Catalog  and  Hobby  Reference  (2005- 
2006  Edition),  is  jammed  with  photos 
of  Citadel  Miniatures  and  of  all  the 
products  (games,  rulebooks,  paints, 
terrain,  and  more)  that  are  available  from 
Games  Workshop, 

Because  there  are  so  many  product 
codes  and  different  ways  to  buy  GW 
products,  this  section  provides  all 
the  information  you  need  to  get  your 
hands  (or  claws,  talons,  powerfists,  or 
tentacles)  on  all  that  great  Games 
Workshop  merchandise. 

The  Miniatures 

While  you II  find  games,  rulebooks,  and 

hobby  supplies,  it  is  the  matchless  Citadel 
Miniatures  that  rule  the  catalog.  Each 
available  model  will  be  listed  as  follows 

In  All  Their  Forms 

Games  Workshop  sells  its  models  in  boxed 
sets,  in  blister  packs,  and  as  component 
parts.  Throughout  the  catalog,  models  are 
shown  assembled,  painted,  and  on  their 
appropriate  bases.  Each  catalog  entry 
specifies  whether  it  is  a  boxed  set,  a  blister 
pack,  or  an  individual  part  (hereafter 
referred  to  as  a  "bit"  or  “bite").  For  each 
boxed  set  of  plastic  miniatures,  the  catalog 
wilf  show  assembled  and  painted  models 
as  well  as  the  plastic  "sprues"  so  that 
hobbyists  can  see  the  variety  of  pieces  that 
make  up  the  models. 

Most  gamers,  painters,  and  collectors  will 
want  to  buy  whole  models,  but  some 
hobbyists  wilt  want  to  purchase  the 
separate  parts  for  conversion  and 
modeling  purposes,  Thus,  every 
individual  piece  that  is  available  for  sale  is 
shown,  coded,  and  listed  on  the  separate 
price  list 
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Codes  and  Price  lists 

Codes  identify  each  product,  and  these  codes  will  match  up  with  the 
Price  List.  All  blisters,  boxes,  bitzH  and  sprues  shown  in  each  section  will 
have  their  prices  listed  in  the  appropriate  section  of  the  price  list. 

Where  Is  This  Stuff  Available? 

All  of  the  products  in  the  catalog  are  available  from  participating 
Independent  Retail  shops  (often  called  Rogue  Traders],  Games 
Workshop  Hobby  Centers,  and  the  GW  Mai!  Order  Service  at: 

1 -800-394-GAME 

and  the  Online  Store  at: 

http://store.us.games-workshop.com 


This  point  is  so  important  that  we  had  to  emphasize  it  below.  If  your  local 
shop  carries  ANY  Games  Workshop  products,  then  it  has  access 
to  EVERYTHING  m  this  enormous  Catalog,  Ask  the  staff  of  your  local 
shop  today! 


All  the  models  in  this  catalog  can  be 
purchased  from  Independent  Retailers, 
Games  Workshop  Hobby  Centers,  as 
well  as  Games  Workshop  Mail  Order 
and  the  Games  Workshop  web  site. 


Safety  First 

Citadel  Miniatures  are  fine-scale  models  designed  for  gamers  and 
collectors.  Due  to  the  small  and  pointed  components  of  Citadel 
Miniatures,  they  are  NOT  RECOMMENDED  FOR  CHILDREN  UNDER 
THE  AGE  OF  12, 

Hobbyists  of  any  age  should  be  careful  when  modeling.  Hobby  knives, 
files,  clippers,  and  more  can  cause  bodily  harm  if  used  incorrectly. 
Always  be  sure  to  read  and  follow  the  instructions  on  the  packaging 
when  using  any  type  ol  glue  or  spray  primer.  By  having  a  thorough 
understanding  of  the  product  and  following  the  proper  procedures,  any 
modeler  can  enjoy  the  Games  Workshop  hobby  in  complete  safety, 


Citadel  Miniatures  are  not  recommended 
for  children  under  the  age  of  12. 


New  Models  Replace  Old 

Over  the  years.  Games  Workshop  has  made  many  fantastic  models,  and 
we  have  no  plans  of  stopping!  During  that  time,  entire  ranges  of  Citadel 
Miniatures  nave  been  replaced  with  newer,  better  models.  However,  no 
matter  how  much  better  the  new  miniatures  are.  the  older  versions  were 
always  somebody’s  favorite!  Therefore,  whenever  possible,  we  continue 
to  sell  these  "Classic"  models.  While  the  majority  of  these  models  are  not 
pictured  in  this  catalog,  many  of  them  are  still  available.  Contact  Direct 
Services  or  visit  our  web  site  or  one  of  our  Hobby  Centers  to  check 
on  availability. 
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Necromunda,  War  master,  and  Epic  40,000 
games.  These  games  are  well  supported  with 
great  miniature  lines  available  through  the 
Online  Store  and  Direct  Services. 

Classic  and 
Collector’s  Range  / 

The  icon  to  the  right  / 
denotes  ifems  that  are  I  N 

Special  Offers.  You  won't  l  U 

normally  find  these  items  \  ^ 

on  the  shelves  in  your  focal  \& 

Independent  Retailer  or  GW 
Hobby  Center.  You  can  pi  ace  a 
special  order  for  these  items  at  your 
local  GW  Hobby  Center  and  most 
Independent  Retailers.  All  Special  Offer  items 
found  in  this  catalog  will  be  marked  with  the 
Special  Offer  Icon.  . . 


Guard  trooper  is  supplied  with  a  25-mrn 
round  base,  while  an  Ogre  will  come  with  a 
40-mm  square  base. 


unassembled  and  unpainted.  The 
painted  and  assembled  models  are 
shown  to  provide  both  a  clear  * 


The  size  of  Citadel  Miniatures  can  be  very 
different,  Some  are  huge  (like  a  Giant  or 
Carnifex),  while  some  are  relatively  small 
(Gnoblars).  Where  possible,  models  are 
shown  at  ACTUAL  SIZE  in  the  catalog.  In 
some  cases,  the  models  are  shown  a  bit 
smaller,  and  this  fact  is  noted  where 
relevant  throughout  the  catalog. 


On  occasion.  Games  Workshop  produces  a 
few  Promotional  models  for  events  such  as 
major  Battle  Tours,  Games  Days,  or  A 
perhaps  a  new  game  launch.  4B 

These  models  are  limited  ri  W 

■  r  i_F 

editions,  as  they  are  ■IjT 
ONLY  for  sale  at  „ TE. 

the  event  and  are 
nol  otherwise  available. 

We  have  included  some  of 
these  models  in  this 

catalog,  but  they  will  NOT 
have  codes,  nor  may  they  B 
be  ordered  through  any  of 
our  sales  channels 


Above:  This  pmniariomd  Witch  Httnh-r 
Inquisitor  n'f/.s  tivmkihfc  af  Warlords 


While  GW  tries  not  to  run  out  of  stock  of  any 
products,  there  are  occasionally  forces 
beyond  our  control.  Even  if  we  do  run  out  of 
stock  on  a  few  items,  our  improved 
manufacturing  system  will  have  the  items 
back  in  stock  in  no  time.  However,  there  may 
be  exceptions. 

Models  from  older  ranges  may  suffer  when 
their  molds  become  worn  out.  If  we  cannot 
repair  or  replace  the  molds,  then  we  will  retire 
the  model  from  the  available  range  rather 
than  sell  poorly  cast  figures. 

If  any  models  have  dropped  from  availability, 
updates  will  be  sent  to  Rogue  Traders, 
Games  Workshop  Hobby  Centers,  and  our 
Mai!  Order  Division  and  will  also  be  noted  on 
our  web  site.  Again,  we  do  not  anticipate  ary 
such  incidents,  but  over  the  years,  we’ve 
learned  that  it  happens  on  occasion. 


Specialist  Range 

The  Specialisi  Range  is  made  up  of  all  the 
available  Specialist  Games  and  their  model 
ranges,  including  [hose  for  the  Battlefleet 
Gothic,  Blood  Bowl,  Inquisitor,  Morcfheim, 


Unassembled  &  Unpainted 

In  this  catalog,  models  and  bitz  are  shown  in 
a  variety  of  ways  -  painted,  unpainted,  in 
preces,  and  fully  assembled.  Games 
Workshop  models  are  always  sold  as 


picture  of  the  finished  product  and  an 
inspiration  to  the  modeler  and  painter. 

Full  models  (not  bitz)  are  sold  with  the 
appropriate  plastic  base  that  is  specified  by 
the  game  rules.  For  instance,,  an  Imperial 
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All  models  are  supplied  unpainted: 
Models,  bitz,  and  plastic  sprues  are  shown 
at  actual  size  unless  otherwise  noted. 


How  the  Catalog  Is  Organized 

When  you  start  to  flip  through  something  as 
massive  as  The  Complete  Games  Workshop 
Catalog  and  Hobby  Reference  (2005-2006 
Edition),  it  is  best  If  you  have  an  idea  of  how 
things  are  laid  out  and  what  you  can  expect  to 
find  in  each  section. 

Organized  by  Game 

The  catalog  is  organized  by  Game  System. 
The  first  part  ol  any  section  will  cover  the 
game,  what  it  is,  how  to  get  started,  and  the 
core  products:  rulebooks,  annuals,  and 
supplements.  Next,  the  armies,  warbands, 
fleets,  or  teams  for  that  game  wilt  be  covered. 

Army  Organization 

War  hammer  40,000  and  War  hammer  armies 
are  displayed  in  basically  the  same  way. 

Introduction.  A  bit  of  background  on  the 
army  and  a  brief  synopsis  on  its  fighting  style. 

Getting  Started.  The  relevant  Codex/Army 
books  and  any  Battle  Force  or  Battalion 
starter  force  boxes, 

By  Codex  or  Army  Book.  The  models  for 
the  armies  are  then  organized  per  their 
Codex  or  Army  books.  Thus,  for  Warhammer 
40,000  armies,  HQ  choices  are  first  and  are 
followed  by  Elites,  Troops,  Fast  Attack,  and 


Heavy  Support.  For  Warhammer  armies, 
Lords  &  Heroes  are  listed  first  and  are 
followed  by  Core,  Special,  and  Rare  choices. 

Hobby  Stun 

Colors  of  War.  The  Colors  of  War  sections 
show  off  a  lot  of  different  color  schemes  that 
can  be  used  to  paint  the  models ,  These 
sections  can  help  hobbyists  choose  a  color 
scheme  for  their  own  army  or  perhaps  inspire 
them  io  create  their  own  unique  version 

Showcase.  At  the  end  of  each  army,  we 
spotlight  models  in  a  showcase.  These 
awesome  and  eye-catching  armies  are  often 
painted  by  Grand  Tournament  contestants 
from  around  the  world  and  will  give  the  reader 
an  inspirational  rendition  of  the  featured 
army.  There  are  plenty  of  ideas  to  be  found  in 
the  showcase  With  the  plethora  of  a  bitz  to 
be  found  on  these  pages,  you  should  have  no 
trouble  in  finding  ideas  to  make  you  own 
miniature  masterpieces. 

Hobby  Material.  Throughout  each  section 
are  hobby  tips,  step- by-steps,  and  as  many 
great  examples  as  we  could  pack  in.  We  have 
included  showcases  of  completed  armies  and 
converted  models.  Terrain  has  not  been  not 
overlooked,  and  we  showcase  battlefields  or 
terrain  pieces  for  almost  every  army. 


Alternate  Models.  In  the  Showcase  section, 
we  include  a  few  converted  models  and  list 
the  bitz  and  a  difficulty  rating  for  those 
hobbyists  interested  in  trying  their  hand  at  a 

conversion.  Included  here  are  component 
codes  as  well  as  any  Special  Offer  Bitz  that 
are  not  shown  elsewhere  in  the  Catalog.  If 
you’re  looking  for  a  unique  addition  to  your 
force,  this  section  is  for  you! 


COMPUKITY  BATING 


Tactics  & 
Countertactics 


At  the  end  of  each 
section,  tactics  for  the 
army  are  given  to  help  if 
you  are  starting  the 

army  and  need  help  in 

getting  a  feel  for  how  it 
works.  In  case  you  are 


having  trouble  with  a  parti cuiar 

army,  counts rtactics  give  you  ideas  on  how  to 
defeat  your  opponent.  Within  each  section, 
there  may  be  units  that  have  tactics  that  are 
particularly  suited  to  them.  When  the  icon 
above  right  appears  next  to  a  unit  or  troop 
type,  look  for  an  associated  strategic  tip  later 
on  in  the  section. 


Exceptions 

Of  course,  with  a  catalog  of  this  size,  there 
are  bound  to  be  exceptions  to  the  rules.  For 
example,  the  Chaos  Creatures  section 
includes  models  that  can  be  used  in  both  the 
Warhammer  40,000  and  Warhammer. 


/GAME  SYSTEM 

This  small  icon  lets  you  know  quickly 
which  section  of  the  catalog  you  arc 
flipping  through- 


HEADER  FOR  SECTION 

Each  army  for  Warhammer  40,000  or 
Warhammer  is  labeled  with  these 
headers  to  let  you  know  what  you  are 
looking  at. 


HOBBY  PROJECTS 

In  addition  to  showing  off  the  amazing 
models  and  bitz.  the  catalog  has  worked 
in  lots  of  hobby  tips,  painting  step- by¬ 
steps,  advice1  and  examples. 
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How  1$  II  Packaged? 

The  many  models  shown  In  this  catalog  are 
packaged  and  sold  in  a  wide  variety  of  ways. 
To  ensure  that  the  hob  by  i  si  can  find  and 
receive  exactly  what  he/she  is  looking  for,  we 
define  here  what  each  label  means.  The  goal 
of  this  section  is  lo  point  out  how  to  read  the 
labels  and  clarify  what  is  meant  by  each  of 
the  packaging  terms.  Models  are  available  in 
the  following  packages, 

Box  or  Boxed  Set.  These  terms  denote  the 
packaging  of  either  a  set  of  models  or  a  larger 
multiple- piece  model  that  is  sold  in  a  box.  If 
the  description  says  "Random,"  then  the  mix 
of  models  in  the  box  may  differ  slightly. 


Bolt  Thrower  Box  (1  Boft  Thrower  A  2  Crew) 

99120210006 


Blister  Packs,  This  term  refers  to  a 
particular  type  or  packaging,  a  plastic 
bubble  that  holds  models  to  a  piece  of 
card  If  you  were  lo  order  a  Blister  Pack 
code  that  said  "Random.' "  you  would 
receive  a  random  variation  of  the 
available  models  from  that  code. 

Mote  that  the  catalog  does  not  show  the 
blister  pack  but  instead  shows  the 
assembled  models  that  are  enclosed. 


Ogre  Maneater  Blister  {Random  1) 

99 060213007 


PAYMASTER  MAN  EATER 
RIGHT  ARM 

994702 1 300709 


PIRATE  MAN  EATER  GUTPLATE 

9947021300713 


PIRATE  MANEATER  HEAD 

39470213007 1 1 


PAYMASTER  M  A  ME  ATE  R 
SPRUE 

9947021 300705 


PAYMASTER  MAN  EATER 
GUTPLATE 

S94702 1 30D7DS 


PAYMASTER  MANEATER  BODY 

9947021 300707 


PIRATE  MANEATER  BODY 

9947021300712 


PIRATE  MANEATER  ARMS 

9947021300714 
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Farseer  Blister  (1) 
990601 0406B 


Bitz.  This  term  refers  to  a  component 
piece  that  makes  up  a  complete  model 
I  hat  would  normally  be  sold  in  a  Blister 
Pack  or  Box,  8itz  have  longer  12- digit 
codes  and  are  shown  unpainted.  No 
additional  plastic  parts,  such  as 
miniature  bases,  plastic  shields,  or 
mounts  (like  horses  or  wolves)  are 
included  with  bit;  sates. 

Some  singie-piece  models  may  be  given 
both  a  blister  and  a  bitz  code.  Where  this 
is  the  case,  each  code  will  be  labeled 
clearly  so  that  customers  can  ascertain 
whether  they  are  getting  the  blister 
(complete  with  all  necessary  plastics, 
bases,  etc.)  or  the  bit. 


Eldrad  Ulthran,  Farseer 
of  Ulthwe  Blister  (1) 

99060104027 

SIT  NAME:  elorad  ulthran 

B  IT  CODE.  9947D1M027Q1 


USJHQ.TmS_CAIALflG 


FARSEER  BODY  FARSEER  SPEAR 

9*947010406801  9947Q10-10&B02 


V 


Plastic  Sprues.  "Sprue"  describes  the 
plastic  "Frames”  of  plastic  models  or 
pieces.  Each  sprue  comes  with  detailed 
component  parts  that  must  be  cut  out  and 
assembled.  There  are  boxed  sets  of 
many  plastic  sprues  (to  build  an  entire 
squad  or  unit),  and  most  sprues  are  also 
available  as  independent  bitz. 

Some  plastic  sprues  are  accessories, 
like  plastic  shields  or  plastic  Space 
Marine  backpacks.  Other  plastic  sprues 
are  used  to  make  up  complete  plastic 
Citadel  Miniatures.  In  the  case  of 
complete  plastic  models,  there  are 
countless  ways  to  assemble  the  plastic 
components,  so  we  always  try  to  show  a 
.  few  finished  examples  so 

V  fhat  ri eaders  will  know 

^  *;  what  the  finished  product 
^  r  looks  like. 

^  ■  Shown  here  are  a  plastic  sprue 

,  j  labeled  as  a  bit.  a  boxed  regiment 

full  of  plastic  sprues,  and  some  of 
I  the  fantastic  models  that  can  be 
I  assembled  from  those  pieces. 


OGRE  BULLS  SPRUE  {SHOWN  50%  ACTUAL  SIZE) 
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Multiple  options 


Ai  times,  there  are  multiple  ways  to  buy  the  same  figure.  Here,  the  Chaos 
Knights  from  the  Warhammer  Chaos  army  will  serve  as  our  example. 

OPTION  1*  If  you  want  to  buy  only  a  single  model,  look  lor  a  label  similar  to 
the  one  below. 

Knights  of  Chaos  Blister  (Random  1) 

99060201129 

The  label  of  "Random  1"  means  that,  if  you  order  the  code  99060201129,  you 
will  receive  one  of  the  Chaos  Knights.  As  there  are  multiple  models  with  the 
same  code,  the  blister  is  packed  randomly,  If  you  are  at  a  Rogue  Trader  shop 
or  Games  Workshop  Hobby  Center,  you  can  shuffle  through  the  blisters  and 
pick  exactly  which  one  you  want. 

OPTION  2=  Tho  next  option  is  under  the  color  picture  that  shows  all  the 
available  models  painted  and  reads  something  like  the  caption  below. 

Knights  of  Chaos  Regiment  Box  (5) 

99110201126 

This  label  does  NOT  say  "Random.1'  Thus,  the  models  pictured  are  the  ones 
that  come  in  the  box.  This  option  is  perfect  if  you’re  looking  to  build  a  unit  of 
Chaos  Knights. 

OPTION  3.  The  third  way  you  may  purchase  a  Chaos  Knight  is  as  individual 
bitz.  Each  of  the  separate  parts  thal  make  up  the  complete  models  you  find 
in  the  box  are  broken  down  and  coded  for  sale  as  Individual  pieces.  Bitz  are 
a  great  option  for  serious  hobbyists  looking  for  exact  pieces,  but  they  will 
have  to  be  special  ordered  and  are  sold  at  a  premium  price.  II  is  slightly 
cheaper  to  order  the  random  blister  o!  one  Chaos  Knight  than  to  order  the 
specific  component  bitz  that  will  make  up  the  model. 

WHERE?  Better  stores  should  stock  options  1  and  2.  To  get  option  3  [the 
bitz),  you  can  ask  your  favorite  shop  to  place  an  order  for  you  or  try  our 
Online  Store  or  Mail  Order  Service, 
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Random  or  Not? 


Remember,  the  only  time  you  will  receive 
random  miniatures  is  when  you  order  a  code 
that  has  "Random11  marked  next  to  it. 

Random  packaging  is  done  when  there  are  a 
multitude  of  models  that  have  exactly  the 
same  code.  If  purchasing  a  particular  modet 
is  important  to  you,  the  best  routes  to  take  are 
either  to  gel  to  a  sic  re  that  carries  a  wide 
selection  of  Games  Workshop  products  and 
find  the  variant  on  the  shelves  or  to  place  a 
special  order  and  order  the  exact  model  you 
want  as  bitz. 

Will  This  Catalog 
Ever  Be  out  of  Date? 

The  bad  news  Is  that,  yes,  The  Complete 
Games  Workshop  Catalog  and  Noddy 
Reference  will  be  out  of  date  at  some  point. 
The  good  news  is  I  hat  it  will  be  oul  of  date 
because  there  are  new  Games  Workshop 
models,  accessories,  games,  and  more 
coming  out  all  the  time.. 

Hobbyists  can  keep  up  to  date  with  the  latest 
releases  by  checking  out  White  Dwarf 
magazine  and  by  visiting  the  Games 
Workshop  web  site. 


Striking  Scorpions  Blister  (Random  2) 

990601 04076 


There  are  three  variants  Of  models  in  the  99060104076  Eldar  Striking  Scorpion  Blister 
main  range  code.  It  is  a  randomly  packed  blister  that  will  contain  any  two  different  Eldar 
l  Striking  Scorpions  of  the  three  models  available  in  the  code. 


If  is  also  possible  thal.,  during  the  course  of 
the  ongoing  year.  Games  Workshop  may 
have  to  drop  a  few  codes  of  miniatures  due  to 
mold  deterioration  When  codes  are  lost,  for 


any  reason,  updates  will  be  posted  on 
our  web  site  as  well  as  sent  out  to  all 
Rogue  Trader  shops  and  Games  Workshop 
Hobby  Centers, 
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How  Do  I  Purchase  Items 
Shown  in  This  Catalog? 

If  you  are  looking  to  purchase  Special  Offer 
models  or  if  you  are  after  individual  bite  or 
pieces  then  you  can  place  a  special  order 
straight  from  your  favorite  store.  Just  ask  a 
Staff  member  to  place  a  special  order  for 
Games  Workshop. 

While  it  Is  true  that  our  products  are  easier  to 
find  than  they  were  years  ago,  you  may  still 
live  far  away  from  any  shops  that  carry 
Games  Workshop  merchandise,  Or  it  could 
be,  for  some  reason,  that  your  local  store 
does  rot  want  to  participate  in  our  special 


ordering  program.  Games  Workshop  has  a 
roll-free  Mail  Order  Service  that  is  fast  and 
efficient  as  well  as  a  fantastic  Online  Store. 

Finding  a  Store  Near  You 

Every  other  month,  we  print  a  Retailer  List  in 
White  Dwarf  magazine  that  groups  all  the 
Independent  Rogue  Trader  stores  and 
Games  Workshop  Hobby  Centers  by  State  or 
Province.  On  our  web  site,  under  Shopping, 
you  can  also  run  a  search  to  find  the  store 
nearest  you,  You  can  also  place  a  call 
toll-free  ET-3GG-3  94-GAME)  to  our  Malt  Order 
Staff  who  will  happily  assist  you  in  finding  a 
local  shop. 


How  Can  I  Get  Catalog  Help? 

We  have  done  our  best  to  design  this  catalog 
in  an  easy- to -follow  method  so  that  hobbyists 
can  find  what  they  want.  However,  if  you  have 

a  question  that  just  doesn't  seem  to  be 
answered  in  this  catalog,  we  are  happy  to 
answer  all  questions.  The  besi  way  to  get  in 
touch  with  us  is  to  call  us  at: 

1-800-394-4263  {GAME) 

This  number  is  our  Mail  Order  line  crewed  by 
Hobby  Specialists  who  know  the  catalog,  the 
Games  Workshop  range,  and  the  Hobby.  So 
whether  your  question  is  about  basics  and 
getting  started  or  bite  variants  for  incredibly 
complex  conversions,  just  give  us  a  call. 
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Above:  The  front  of  the  Games  Workshop  web  site.  Going  online  is 
a  great  way  to  get  caught  up  on  all  the  new  releases. 

Right:  Games  Workshop's  monthly  magazine  is  White  Dwarf,  which 
features  pages  of  new  releases  in  every  issue. 
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Defective  Parts 

Games  Workshop  strives  for  100%  Customer 
Satisfaction,  and  we  win  replace  defective  or 
damaged  parts  of  any  of  our  games  or  models. 

If  you  have  a  damaged  item,  keep  the  original 
packaging  and  do  the  following: 

*  Take  the  defective  item  back  to  the  store 
from  which  you  purchased  it.  Most  stores 
will  gladly  replace  the  damaged  piece, 

*  If.  for  any  reason,  the  store  In  question 
cannot  make  the  exchange,  give  our  Marl 
Order  number  a  calf  (number  be  tow), 

•ft  you  purchased  the  defective  item  from 
Games  Workshop  Mail  Order  or  our  Online 
Store,  just  give  us  a  call  at: 

1-800-394-4263  (GAME) 

Coding  a  Prices 

Games  Workshop  reserves  the  right  to  correct 
errors  and  modify  prices  as  they  appear  in  this 
catalog.  All  prices  in  The  Complete  Games 
Workshop  Catalog  and  Hobby  Reference 
(2005-2006  Edition)  are  subject  to  change, 
Price  updates,  if  any,  will  be  sent  to 
Independent  Retailers  and  our  Hobby  Centers 
as  well  as  posted  on  our  web  site. 

Returns 

It  is  conceivable  that  you  may  find  yourself 
with  an  undamaged  Games  Workshop  item 
that  you  do  not  want.  Perhaps  a  well  meaning 
relative  or  friend  purchased  a  duplicate  item 
for  your  army,  or  rnaybe  you  just  picked 
up  the  wrong  box  and  didn’t  notice  until 
you  got  home,  If  you  can't  fit  it  into  your 
army /collection /painting  plans,  then  you  will 
want  to  make  a  return. 

Independent  Retailors  set  their  own  policies 
for  returns,  refunds,  store  credit,  and 
exchanges.  We  suggest  you  ask  about  the 


siore  policy  before  purchasing  major  items, 
as  some  shops  may  be  unable  or  unwilling  to 
accept  returns, 

Games  Workshop's 
Return  Policies 

*  Games  Workshop  Hobby  Centers  accept 
returns  for  exchange  on  packaged,  current 
range  products  only.  The  boxed  set,  blister 
pack,  book,  or  game  must  be  in  saleable 
condition,  i.e.,  unopened  and  undamaged. 
Refunds  are  also  available  on  returns  but 
only  within  30  days  of  purchase  and  when 
accompanied  by  the  original  sales  receipt, 
Some  limitations  and  exceptions  may  apply. 
Please  see  the  individual  Hobby  Center 
manager  for  more  details. 

*  Games  Workshop  Direct  Services  (Mail 
Order  and  the  Online  Store)  accept  returns 
for  exchange  on  packaged,  current  range 
products  only.  The  boxed  set,  blister  pack, 
book,  or  game  must  be  in  saleable 
condition,  i.e..  unopened  and  undamaged, 
Refunds  are  available  only  to  customers  of 
Direct  Services  within  60  days  of  purchase. 
Some  limitations  and  exceptions  may  apply. 
Please  contact  Direct  Services  at  1-800- 
394-4263  (GAME)  to  obtain  a  return 
authorization  before  sending  any  products. 

*  Games  Workshop  CANNOT  accept  returns 
on  bite  so  be  very  careful  when  writing  down 
codes  and  numbers  to  ensure  you  are 
getting  the  models  you  want. 

If  you  have  an  item  that  you  would  like  to 
return  to  Games  Workshop,  give  us  a  call 
(1-80 0*394 -GAME)  and  we  will  be  glad  to 
help  you  out. 

Please  note  these  Return  Policies  are  for 
customers.  Independent  Retailers  should 
contact  their  Sales  Representative  to  discuss 
replacement  products  or  returns. 


Games  Workshop  strives  for  100%  Customer  Satisfaction. 
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Special  Note  to 
Independent  Retailers 

It  is  obviously  impractical  for  any  store  to 
attempt  to  carry  every  game,  model,  and  bitlhat 
Games  Workshop  makes,  However,  The 
Complete  Games  Workshop  Catalog  and 
Hobby  Reference  (2005-2006  Edition)  makes 
sure  that  any  store  stocking  any  Games 
Workshop  products  can  special  order  even  (he 
most  obscure  and  unusual  bit  in  our  entire 
product  line.  This  voluminous  book  is  a  gateway 
to  vast  amount  of  models,  bitz,  and  more, 

Games  Workshop  has  produced  a  small 
packet  of  materials  that  can  help  any 
Independent  Retailer  understand  the  Special 
Order  process  and  also  help  Retailers 
advertise  to  their  customers  that  their  store  is 
the  place  to  order  all  bitz  and  other  special 
needs.  If  you  Ye  an  Independem  Retailer  and 
have  not  yet  received  a  catalog  and  a 
retailer’s  guide,  please  contact  your  Sales 
Representative  right  away. 


An  Invaluable  Resource 

Army  builders,  painters,  collectors,  modelers, 
and  terrain  builders  will  find  The  Complete 
Games  Workshop  Catalog  and  Hobby 
Reference  (2005-2006  Edition)  to  he  an 
invaluable  resource  and  inspiration  for  any  of 
their  projects,  On  this  page,  weVe  tried  to 
gather  some  tips,  tricks,  ideas,  and 
suggestion  to  help  you  get  the  most  out  of 
this  Catalog, 

1U  DUES  WUHOffP'CATALUG - 


Tactics  &  Counieriactics 

While  the  main  thrust  of  this  catalog  Is  toward 
the  painting  and  converting  aspect  of  the 
hobby,  the  gaming  aspect  is  not  entirely  left 
out  in  the  cold.  After  all,  after  spending  hours 
crafting  and  painting  your  latest  unit,  it  isn’t 
any  fun  at  all  for  it  to  be  wiped  out  on  the  1st 
turn  oft he  game.  To  help  you  get  the  most  out 
of  your  hobby,  Tactics  and  Countertactics  can 
be  found  at  the  end  of  each  section. 


Conversions 

Converting  models  is  the  art  of  altering  a 
model  from  its  normal  appearance.  There  are 
countless  ways  to  convert  a  model,  like  using 
modeling  putty  to  add  extra  features  or 
swapping  bite  and  pieces  from  other  models. 
From  simple  additions  like  a  few  skulls 
around  a  hero's  base  to  wild  changes  like 
tentacles  or  mutations,  a  conversion  can 
really  make  a  model  unique  and  characterful. 
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For  conversion  fans,  this  complete  catalog  is 
like  finding  the  fabled  Golden  City  of  Et 
Dorado.  All  the  available  bftz,  plastic  sprues, 
and  individual  models  are  shown  on  page 
after  page.  So  whether  you  are  looking  at 
finding  some  thematic  metal  shoulder  pads 
for  your  Space  Marine  army  or  looking  for 
some  severed  heads  to  adorn  your  Ork 
Warlord's  trophy  rack,  you’ve  come  to  the 
right  place. 

Explore  Ranges 

When  planning  tor  conversions,  don't  just 
took  for  bite  to  use  in  your  own  army  section, 
Branch  out  and  try  other  games  entirely. 
Use  Warhammer  40,000  models  in  your 


Warhammer  force  or  Warhammer  bitz  to  hetp 

detail  your  Warhammer  40,000  vehicles. 

Below  are  some  ideas. 

*  Check  out  the  range  of  metal  and  plastic 
shields  for  each  of  the  Warhammer  armies. 

*  Bite  can  make  for  great  campaign  markers 
and  really  bong  a  map  to  life! 

*  Scavenged  Ork  weapons  can  be  pulled 
from  any  army! 

*  Chaos  mutations  know  no  bounds! 

•A  few  models  from  your  favorite  opponent's 
range  make  for  nice  prisoners  or  casualties.. 

#Try  using  Empire  or  Bretonnian  banners  for 
Space  Marines  or  Imperial  Guard, 


When  you  sit  down  to  start  a  new  painting 
project,  it  is  often  useful  to  have  a  reference. 
What  could  be  better  then  hundreds  of  pages 
of  painted  miniatures? 

With  this  catalog,  you  will  no  longer  be 
subjected  to  hasty  last-minute  scrambles  to 
find  a  painted  picture  in  an  old  issue  of  White 
Dwarf  or  have  to  go  online  to  scour  the 
Games  Workshop  web  site,  In  addition  to 
models  from  the  incomparable  'Eavy  Metal 
team,  there  are  Ions  of  pictures  ol  Golden- 
Demon- winning  models,  armies  from  Grand 
Tournament  champions,  and  a  host  of  variant 
schemes  in  the  Colors  of  War  sections. 
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The  Complete  Games  Workshop  Catalog 
and  Hobby  Reference  is  enormous.  There  is 
no  denying  that  Ihis  project  would  never  have 
gotten  off  the  ground  without  the  help  of 
many,  many  people,  and  we’d  like  to  lake  this 
space  to  thank  as  many  of  them  as  we  can. 

First  off,  thanks  to  the  matchless  talents  of  (he 
Games  Workshop  Citadel  Miniatures 
sculptors  and  'Eavy  Meral  Team  painters, 
These  models  are  not  mere  htoy  soldiers"  but 
instead  are  tiny  works  of  art  that  will  continue 
lo  bring  the  exciting  worlds  of  Games 
Workshop  to  life  for  so  many  of  us, 


Second,  thanks  to  all  the  fans  and  hobbyists 
out  there  who  we  have  seen  at  Games  Day, 
Golden  Demon  painting  competitions.  Grand 
Tournaments,  Rogue  Trader  events,  and 
more.  Without  your  skills  and  enthusiasm, 
there  would  be  no  Games  Workshop. 

Special  thanks  go  out  lo  all  the  hobbyists 
whoso  work  appears  in  Ihis  catalog.  These 
full-color  examples  of  some  of  the  most 
splendid  paint  jobs,  conversions,  and  armies 
on  this  planet  would  not  have  been  possible 
without  your  work.  We  have  Iried  to  give  credit 
lo  all  the  artists  who  are  shown  ,  but  with  over 


600  pages,  we're  sure  we  missed  a  few. 
Please  get  in  touch  with  us,  and  we'li  be  sure 
to  add  your  name  to  the  next  edition. 

And  last  but  not  least,  l hanks  to  the  Games 
Workshop  U.S  staff,  especially  William 
Stilwell,  Stu  Spongier,  Nicole  Showchuk, 
Drew  Will,  Sean  Forbes,  and  Jeff  Cauley.  who 
slaved  under  the  weighty  responsibility  of 
showing  off  all  of  the  Games  Workshop 
products  with  as  much  care,  sweat,  and  skill 
as  with  which  they  were  originally  made  and 
pa  in  led.  Special  mention  goes  out  lo  those 
who  fell  along  the  way.  Thanks  again! 
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The  skies  grew  blacker  still  until  the  darkness 
became  an  ominous  pressure.  None 
knew  if  the  defenses  could  hold , 
when  o  forking  tongue  of 
lightning  cracked  the  skies, 
the  battlefield  was 
illuminated  for  a  brief 
hut  damning  moment. 

Hordes  of  snarling 
creatures  with  bestial 
manes  and  wicked  axes 
were  revealed.  But  what 
stopped  the  blood  from  flowing  from 
our  hearts  was  the  to  wering  figure  rising 
above  the  daemonic  throngs.  We  clapped  our 
hands  to  our  faces  and  covered  our  eyes  and 
ears  as  the  creature  bellowed  its  own  savage 
answer  to  the  earth-shaking  thunderclap. 

A  Bloodthirstcr  had  come *  and  out- 
doom  was  sealed. 


Chaos  Creatures  are  otherworldly,  powerful, 
and  inherently  evil.  They  are  also  unique  in 
that  the  majority  of  models  and  troop  types 
may  be  used  for  both  Warhammer  40.000 
and  Warhammer  games. 

There  are  four  major  powers  of  Chaos. 
Khorne,  the  Blood  God,  governs  the  realm  of 
rage  and  battle,  Tzeentch  is  the  Changer  of 
Ways  and  the  Master  ol  magic  and  the 
Weave  of  Time.  Nurgle  is  the  Lord  of  Decay, 
whose  realm  is  plagues,  disease,  and 
pestilence.  Slaanesh  is  the  Dark  Prince  who 
Is  neither  man  nor  woman  and  whose  realm 
Is  pleasure  and  decadence. 

in  warhammer  40,000 

In  the  far  future,  the  Warp  is  mankind's 
greatest  hope  and  also  its  greatest  threat.  As 
the  Warp  allows  for  travel  between 
unimaginable  distances,  entire  systems  can 
be  crossed  in  a  span  of  hours,  days,  or  weeks 
as  opposed  to  ‘he  years,  decades,  and  even 
millennia  that  conventional  I  rave  I  would 
require.  However,  the  Warp  is  rife  wiih  peril. 

The  ebb  and  flow  of  the  Warp  tide  is 
unpredictable  and  subject  to  vast  slnrms  that 
affect  space,  time,  and  most  of  all,  the  sanity 
of  any  who  dare  to  enter.  The  Warp  is  home 
to  countless  horrible  creatures  and  most 
notably  the  lour  Chaos  Powers:  Khorne, 
Nurgle,  Tzeentch,  and  Slaanesh. 

Dn  the  battlefields  of  the  41st  millennium,  the 
Daemons  of  Chaos  may  be  summoned  to  aid 


the  fight  of 
Chaos  Space 
Marines.  Greater 
Daemons  may 
enter  the  fray  by 
possession,  that  is,  by 
erupting  from  the  body  of 
a  friendly  host. 

As  manifesting  physical 
form  into  the  real  world  requires  a 
lot  of  energy  and  a  deep  belief  in  the 
Chaos  power,  the  Daemons  can  rarely  stay 
materialized  for  long  and  thus  are  subject  to 
Instability  Still,  for  the  short  Time  they  may 
appear  on  the  battlefield,  the  Daemons  are 
brutal  and  potentially  game- winning  units. 

As  Daemons  are  summoned  onto  the 
battlefield,  they  can  often  materialize  right 
where  they  are  needed  most.  All  Daemons, 
whether  Packs  .  Nurglings.  or  Beasts  have  an 
invulnerable  save.  However,  appearing  on 
the  battlefield  where  they  are  summoned 
means  that  otten  Daemons  are  on  top  of  their 
victims  before  loo  many  shots  may  be  fired. 

Khorne's  Bloodletters  and  Flesh  Hounds 
excel  in  close  combat.  Horrors  of  Tzeentch 
hurl  sorcerous  bolts  to  defeat  the  foe.  and 
Plaguebearers  use  their  horrible  Nurgle 's  Rot 
and  oozing  venom  to  lake  ou!  even  the 
toughest  of  enemy  fighters.  Slaanesh 
Daemonettes  use  their  Warp  Scream  to 
slow  down  the  enemy  and  make  them  ripe 
for  destruction. 
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in  warhammer 

In  the  world  or  Warhammer.  Daemons  exist  in 
the  Realm  of  Chaos  and  other  magically 
saturated  lands.  During  times  of  great 
upheaval.  Daemons  may  also  be  summoned 
to  the  mortal  lands  to  wreak  untold  havoc. 

Daemons  may  be  fielded  in  several  wfays  in 
Warhammer.  They  may  be  a  part  of  a  Chaos 
army  under  Ihe  command  of  a  mortal  or 
beasts  General,  be  it  a  Chaos  Lord,  Exalted 
Sorcerer.  Beast  Lord,  or  Doom  bulk 
Alternatively  a  player  can  choose  to  field  an 
entire  army  of  Daemons  led  by  a  Greater 
Daemon  or  Daemon  Prince. 

On  the  battlefield,  all  Daemons  are  a  force  to 
be  reckoned  with.  Blocks  of  Bloodletters  or 
Plaguebearers  are  capable  of  taking  out  the 
enemy’s  best  elite  units  in  close  combat. 
Flesh  Hounds  of  Khorne  are  excellent  fast 
flanking  troops,  and  Screamers  of  Tzeentch 
and  Chaos  Furies  can  fly  to  hit  the  enemy 


Elite  units.  Dragons,  Giants,  and  more  will 
pale  before  the  powers  of  Greeter  Daemons, 
Greater  Daemons  and  Daemon  Princes  are 
colossal  embodiments  of  Chaos  and  feave 
onfy  destruction  and  terror  in  their  wake. 


The  Nature  of  the  Beast 


Whether  you  ere  building  a  unit  for 
Warhammer  40,000  or  Warhammer, 
Daemons  are  both  colorful  and  hard-hitting. 
By  their  very  nature,  Chaos  creatures  provide 
a  fantastic  opportunity  for  creative  modelers 
and  conversion-fans  to  really  go  to  town.  On 
the  following  pages,  you  will  find  examples  of 
Golden  Demon  winners  and  eye-catching 
Grand  Tournament  armies.  Many  of  these 
examples  are  converted,  that  is,  they  have 
mixed  and  matched  body  parts,  weapons, 
tentacles,  mutations,  and  even  extra  putty  to 
make  them  unique  (and  often  quite  hideous) 

Use  these  examples,  as  well  as  all  the 
pictured  bitz  and  pieces,  to  spark  your 
own  imagination  and  help  you 
come  up  with  your  own  twisted 
mutations  of  Chaos.  So  what 
are  you  wafting  for?  Grab 
your  hobby  knife  and 
gel  converting!!! 


Brian  Hutm'ee  wtm  fits!  pirn  c  at 
the  2004  Chkatfo  Games  Day 

1  Dtftnan  PuiMiift* 

Compel ishm  with  Gorthrax* 
Greater  Daemon  iff  Kfoarne, 


almost  anywhere  on  the  battlefield.  Horrors  of 
Tzeentch  can  mass  in  units  and  cast 
devastating  spells,  while  units  that  get  too 
close  can  be  assailed  by  accompanying 
Flamers  who  cast  magical  fire  bo  Its  within  B". 
Slaanesh  Daemonettes  produce  an  aura 
that  distracts  and  disables  the  foe. 


About  the  Chaos  Creatures  Section 


This  section  contains  models  that  are  for  use  in  armies  in  both  Warhammer  and 
War  hammer  40,000.  Unless  otherwise  noted,  all  of  the  boxed  sets  and  blister  packs 
in  (he  Chaos  Creatures  section  come  packaged  with  both  Warhammer  and  a 
Warhammer  40,000  game -appropriate  bases  where  applicable. 


Aimw:  Although  liu  Clients  farms  are  shrm'll  or  f  their  btiX  cover  m/r/j  J «jtttirc  Zomtlt  foises/ttl  ^orfootirnef, 
(hey  c ome  packaged  with  forth  t foist’  imses  mid  tl ir  2$ -mm  round  Imses  for  me  itt  Wnrimmmer  fJ. 


WMiammer  A«m:  I  locks  »f  flu™,  has  «/  the 
rates  for  (hr  majority  of  the  Daemons  in  this  section  r  ns 
wit  os  Kps  on  oaf  lectin  n  and  Jictdiny  a  Chaos  [foe toon 
unity.  W;jrhmimier:  Suirm  iif  cmitnins  rrr'w  troop 

types  jor  Chaos  and  p  fonts  of  fon  kftmtmd  iu formation 
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Warhammer  Armies: 
Hordes  of  Chaos 

60030201 002 


Warhammer  Armies: 
Storm  of  Chaos 

60030201004 
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BLOODTHIRSTER 
HEAD  1  RIGHT  HORN 

0947991600510 


BLOODTHIRSTER  HEAD  I 

9&4i799l5D0511 


BLOODTHIRSTER 
HEAD  1  LEFT  HORN 

9947991 5DQ51 2 


BLOODTHIRSTER  LEGS 

9947020106403 


BLOODTHIRSTER  TORSO  1 

0947091 50Q5T2 


BLOODTHIRSTER 
WHIP  HAND 

99470E0JGG4Q7 


BLOODTHIRSTER 

TABARD 

9947020106405 


BLOODTHIRSTER  AXE 

9947020 196406 


BLOODTHIRSTER  WHIP 

99470201 06404 


fhcM  ttthrihitv  hit:  fur  tin 
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BLOODTHIRSTER 
RIGHT  WING 

9947020100409 


BLOODTHIRSTER 
LEFT  WING 

9&470201064CS 


BLOODTHIRSTER 
HEAD  2 

9347020106401 


BLOODTHIRSTER  TORSO  2 

9947020106402 
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great  unclean  one  head 

9947901500310 


GREAT  UNCLEAN  ONE  UPPER  BODY 

9947020103101 


Great  Unclean  One, 
Greater  Daemon  of  Nurgle  Box  (1) 

99119915008 


GREAT  UNCLEAN  ONE 
LEFT  LEG 

99470201 031 0S 


GREAT  UNCLEAN  ONE 
LEFT  ARM 

9047020103107 


GREAT  UNCLEAN  ONE 
RIGHT  LEG 

9947020103106 


GHEAT  UNCLEAN  ONE 
LOWER  BODY 

9947020103102 


GREAT  UNCLEAN  ONE  HEAD  2 

9947020103103 


GREAT  UNCLEAN  ONE 
RIGHT  AR  M 
9947020103104 


The  Greta  Untie  ait  One  at&o  comes  iWf/i  ftiw  rmitlmn 
\'nrt;fiati  hif~  shown  Infer  \tt  this  xeclimt 


GREAT  UNCLEAN 

ONE  H E AD  2  G R EAT  UNCLEAN  ONE 

TON G  U£  TIP  HEAD  2  TONGUE 

99470201 031 1 1  99470ft)  103110 


These  nitenmle  hitz  far  the 
Great  Undent r  One  an ■  mtk 
avttihthle  rnr  Sjtecint  Often 


GREAT  UNCLEAN  ONE 
CHAIN  &  SKULLS 

9947020103109 


GREAT  UNCLEAN  ONE 
LEFT  HAND  &  CHAIN 

99470ft  1 031  OS 


PAINTING  UNCLEAN  ONE  FUSH 

Here,  well  snow  you  a  few  techniques  and 
1  ricks  you  can  use  to  paint  Ihe  areas  of  rotting 
flesh  on  your  Great  Unclean  One.  These 
techniques  are  simple  to  do  and  when 
properly  executed,  will  yield  a  stunning 
Greater  Daemon. 


Undercoat  your  Greater  Daemon  with  Chaos 
Black  spray  and  paint  any  areas  of  poor 
coverage  with 
thinned  Chaos 
Black  paint  Paint 
ihe  flesh  areas  of 
ihe  Daemon  with 
a  baseooat  mix  of 
Dark  Angels 
Green  and  Vomit 
Brown.  Add  a  little 
Bleached  Bone  to 
the  hasecoat  and 

highlight  (he 
raised  areas, 


Highlight  the  Daemon's  pustules  again  after 
adding  more  Bleached  Bone  to  the  Dark 
Angels  Green  and  Vomit  Brown  haseCOal  mix 
Paint  the  maggots 
in  a  50/50  mix  of 
Bubonic  Brown 
and  Bleached 
Bone.  Highlight 
alter  adding  more 
Bleached  Bene  to 
Ihe  mix. 


Paint  the  intestines  and  gaping  flesh  with  a 
mix  of  Bubonic  Brown  and  Chaos  Black 
Highlight  these 
areas  after  adding 
Bleached  Bone  to 
the  initial  paint 
mix.  To  finish  off, 
wash  these  areas 
with  a  shin  coat  of 
Brown  Fnk. 


Paint  the  exposed  bone  areas  of  the  Greater 
Daemon  with  a  50/50  mix  ol  Bubonic  Brown 
and  Chaos  Black.  Add  Bleached  Bone  to  this 
mix  for  a  series  of  successive  of  highlights. 
Finish  off  with  a 
final  highlight  of 
Bleached 
Bone. To  finish  off 
ihe  rotting  flesh 
areas,  apply 
several  glazes  of 
Purple,  Green 
and  Brown  Inks 
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PAINTING  SIAANESH  DAEMONS 

Daemons  of  Slaanesh  have  a  pale,  almost 
pastel  hue  to  their  skin  We  have  detailed  a 
tew  of  the  techniques  we  used  to  paint  our 
Greater  Daemon  at  Sfaane$h  below 


Undercoat  the  Greater  Daemon  with  a  thin 
layer  of  Chaos  Black.  Paint  the  skin  with  a 


basecoat  of  Dwarf 
Flesh.  Add  increasing 
amounts  of  Elf  Flesh  to 
Dwarf  Flesh  and  paml  a 
series  of  successive 
highlights.  Finish  with 
Elf  Flesh  on  its  own. 


Add  Skull  White  to  Elf  Flesh  and  paint  anolhpr 
highlight.  Finally,  apply  very  delicate  highlights 
of  Skull  While  10  the  model 


To  add  some  deli  nil  ion  in  your  Daemon,  apply 
a  Shin  layer  of  Blue  Ink  to  some  of  the  deeper 
recesses  ol  the  model. 

Paint  a  dasecoat 
of  four  parts 
Liche  Purple  to 
one  part  Chaos 
Black  on  ihe 
claws  and 
horns.  Highlight 
first  with  Liche 
Purple  and  then 
with  successive 
layers  of  Liche  Purple  with  Skull  White  added. 
Wash  these  sections  with  Purple  ink 

Painl  the  longue 

with  a  basecoat  of 

Shadow  Groy.  Add 
in  a  small  quantity 
of  Dwarf  Flesh  for 
the  highlights  on 
ihe  longue. 


Paint  ihe  Daemon’s 
black  andoskeleton, 
tatons,  and  straps 

with  a  hasecoal  of 

Chaos  Black  and 
then  highlight  wilh 

Codex  Grey. 

Paint  the  gold 
areas  with  a 
basecoat  ol  Dwarf 
Bronze.  Highlight 
Wilh  3 tn rung  Gold 
and  Ihen  add  Mifhril 
Silver  to  the 
Shining  Gold  lor 
edging  highPights. 


If  you  have  a 
steady  hand, 
you  might  want 
lo  try  painting 
some  taitoos 
on  the  model  in 
Chaos  Black 
paint  like  Ihe 
one  shown  on 
right. 


KEEPER  OF  SECRETS  CLAW  1 

994 70201 fCB09 


KEEPER  OF  SECRETS  CLAW  2 

9947030110010 


KEEPER  OF  SECRETS 

head  i  right  horns 

994799150H13 


Keeper  of  Secrets, 

Greater  Daemon  of  Slaanesh  Box  (1) 

99119915011 


KEEPER  OF  SECRETS 
HEAD  1  LEFT  HORNS 

9947991 501 1 15 


KEEPER  OF 
SECRETS 
HEAD  1 

9947991 50 11 td 


KEEPER  OF  SECRETS 
LEFT  ARM 

9947G20T 10807 


KEEPER  OF 
SECRETS  RIGHT  LEG 

9947020110804 


KEEPER  OF 
SECRETS  LEFT  LEG 

994702011000-3 


KEEPER  OF 
SECRETS  BODY 

994703011D302 


'{'hr sr  ittlft  thUi-  hifz  for  ihr 
kci'ptT  nfSi-t  irts  aiv  only 
MYttihlbit'  vht  Srn-int!  Offer. 


KEEPER  OF  SECRETS 
SWORD  ARM 

9947820110000 


SECRETS 
LOINCLOTH  2 

9947995501111 


SECRETS 
LOINCLOTH  3 

9047991SO1112 


LOINCLOTH  TAILPIECE 

&947020HQ805  3047023110906 


KEEPER  OF  SECFtETE  HEAD  2 

99470201 10B01 


LORD  OF  CHANGE 
RIGHT  WENG 

9947020103614 


LORO  OF  CHANGE 
HEAP  1 

394-7991 501318 


LORO  OF  CHANGE 
LEFT  WING 

93-1 70201 03$  1 3 


Lord  of  Change,  Greater  Daemon  of  Tzeentch  Box  (1) 

99119915013 


LORD  OF  CHANGE 
CLAWS 

99470201 03612 


LORD  OF  CHANGE 
NECK  A 

BB47B91501317 


tiifcnniit'  Nr. 

ftu‘  I./tnl  iff  ( 'hiirivrL 
arc  uvaUtihit  mlv  via 
Spec  inf  Offer, 


LORD  OF 
CHANGE  BODY 

9947020103601 


LORD  OF  CHANGE 
STAFF  TOP  A 

09-47991501316 


LORD  OF  CHANGE 
HEAD  2 

9947020 t 03603 


LORD  OF  CHANGE 
FRONT  TABARD 

9047020109609 


LORD  OF  CHANGE 
REAR  TABARD 

9947090103610 


LORD  OF  CHANGE 
STAFF  TOP  2 

9947020103004 


LORD  OF  CHANGE 
NECK  2 

9947020103002 


LORD  OF  CHANGE 
STAFF  2 

994 70201 D3&0S 


LORD  OF  CHANGE 
STAFF  1 

9947991601315 


LORD  OF  CHANGE 
SLEEVE 

994702010360? 


LORD  OF  CHANGE 
RIGHT  ARM 

9547020*03606 


LORD  OF  CHANGE 
LEFT  LEG 

5947020103611 


LORD  OF  CHANGE 
RIGHT  LEG 

9947020103605 
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Daemon  Prince  Blister  (Random  1) 


V'ftt-  Daemon  Prim-*  tili.stei  wmain.\  nWi  fritz  f<>  buiftt  tnw  rtf  three  types  of  Daemon  Prune.  Tin ■  mn  amtefo  shown  above  on  (he  left  an-  examples  at 
u  fitn  ( an  be  built  from  tin-  hit:,  shto n  n  on  this  pane.  Hie  mot/el  or  the  right  is  (he  one  shot  am  he  hutii  fnnn  dm  hit:  or  the  lop  of  the  opposite  pane. 


DAEMON 
PRINCE  HEAD  1 

9947030104305 


DAEMON  PRINCE 
HEAD  1  HAIR 

9947023 1fl.i5C5 


DAEMON 
PRINCE  HEAD  2 

9947020104007 


DAEMON  PRINCE 
RIGHT  ARM  t 

9947020104312 


DAEMON 
PRINCE 
LEFT  ARM  1 


DAEMON 
PRINCE 
LEFT  ARM  2 


DAEMON 
PRINCE  BODY  t 

$947020104803 


DAEMON 
PRINCE  BODY  £ 

994702a 104304 


DAEMON  PRINCE  AXE 

99470301 W10 


DAEMON  PRINCE  SWORD 

9947020 104 011 


DAEMON  PRINCE  TAIL  2 

934 70291049 15 


DAEMON  PRINCE  RIGHT  ARM  2 

9347C2O1C4013 


9947020 1 040O0  S04  702U 1 04009 


DAEMON  PRINCE 
LEGS  1 

9947020 104891 


DAEMON  PRINCE 
LEGS  2 

09470301 0.1802 


DAEMON  PRINCE 
RIGHT  WING 

$947020104316 


DAEMON  PRINCE 
LEFT  WING 

99470201  M3 17 
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DAEMON  PRINCE 
AZAZEL  HEAD 

99 47 020 107  B0 1 


DAEMON 
PRINCE  AZAZEL 
SWORD 

93470201 07S06 


DAEMON  PRINCE 
AZAZEL  BODY 

9947020 107BQ2 


DAEMON  PRINCE 
AZAZEL  CLAW 

99470201070011 


DAEMON  PRINCE 
AZAZEL  LEFT  LEO 

$£47020107803 


DAEMON 
PRINCE  AZAZEL 
RIGHT  LEG 

9047020107804 


DAEMON  PRINCE  AZAZEL  RIGHT  WING 

994 7D2D1 £7808 


DAEMON  PRINCE  AZAZEL  TAIL 

9947020107897 


DAEMON  PRINCE  AZAZEL  LEFT  WING 

9947020107007 


Ctiaos  Furies  Box  (10) 

99119915012 


CHAOS  FURY 


CHAOS  FURY  1 

994 799 ISO 1201 


CHAOS  FURY  2 

9947991501202 


CHAOS  FURY  3 

9947991501203 


CHAOS  FURY  4 

9947991501204 


RIGHT  WING 

9947991 50 12M 


CHAOS  FURY 
LEFT  WING 

3947991501205 
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LESSER  DAEMONS 


BLOODLETTER  AXE  1 

9947991 50D3O2 


BLOODLETTER  AXE  2 

9947091500304 


BLOODLETTER  AXE  5 

0917091 5003 10 


BLOODLETTER  AXE  4 

9947991500303 


BLOODLETTER  AXE  3 

9047991 5WH6 


BLOODLETTER  AXE  6 

9947991500312 


Bloodletters  of  Bloodletter 

Khorne  Box  (10)  Champion  Blister  (1) 

99 1 1 991 5003  9906991 5006 


Bloodletter  Musician  & 
Standard  Blister  (2) 

99069915004 
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BLOODLETTER 
BODY  1 

9947091 5DQ30 1 


BLOODLETTER 
CHAMPION  BODY 

9947091500601 


BLOODLETTER 
BODY  4 

9917991500307 


BLOODLETTER 
CHAMPION  AXE 

9917991 500002 


BLOODLETTER 
BODY  2 

904799 1 5003 03 


BLOODLETTER 
BODY  5 

0947991509390 


BLOODLETTER 
BODY  3 

0347991 5QD3D5 


BLOODLETTER 
BODY  3 

994 7991 5003 11 


BLOODLETTER  STANDARD 
BEAHER  BODY 


BLOODLETTER 

STANDARD 


BLOODLETTER  BLOODLETTER 

MUSICIAN  BODY  MUSICIAN  AXE 


994799 1 50C4G3 


994799 15EM404 


9947901500401 


9947991500402 


AN  rnw-mfrp  fvii-'PttH  ip,  fcr  waS  ma  i»t  jj9  ihr-in  irfiril  »rriivkii  -*1^'  ^ipc  phytaI  i  «» 


iTup  i  1,1 1  Ifi'l'  I  ffcm'i  l3  ■  ’  ifti'""*. 


IL 

4A  i  ■  ^3 

^■■1  lj  ■  ii. 

V- ' 

dT 

lr 

e— *«,  , 

j *  _ 

f  1 

JS-h,  ""a 

Mp  J 

Flesh  Hounds  of  Khorne  Bo?t  (5) 

99119915002 


FLESH  HOUNDS 
HEAD  1 

9947 391 500209 


FLESH  HOUNDS 
HEAD  2. 


FLESH  HOUNDS 
HEAD  3 


$947331500210 


9947391500211 


FLESH  HOUNDS 
HEAD  41 

904739: 50021 2 


FLESH  HOUNDS 
LESS  1 

9947931500202 


FLESH  HOUNDS 
LEGS  2 

9947991 $00204 


FLESH  HOUNDS 
LEGS  9 

094  799 1 500206 


FLESH  HOUNDS 
LEGS  4 


0947991500200 


FLESH  HOUNDS  BODY  1 

$347991500201 


FLESH  HOUNDS  BODY  2 

9047991500203 


FLESH  HOUNDS  BODY  3 

994799 1500205 


FLESH  HOUNDS  BODY  4 

9947991500207 


7%**  ieg-s  and  htxlie*  for  the  Flesh  Hounds  shown  inim  IwnwuMe.  tjr^x  l  iriiA  Ihkh  L  ami  so  on. 
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Daemonettes  of  Slaanesh  Box  (10} 

99119915010 


DAEMQNETTE  1 

9^479915.01001 


DAEMQNETTE 2  DAEMQNETTE  3  DAEMQNETTE  4  DAEMQNETTE  7  DAEMQNETTE  6 

9947951501002  9347391501003  9547391501007  3&47991 50 1 0 1 0  9947391501009 


DAEMONETTE  5 

9547391501005 


DAEMQNETTE 
ARM  1 

994795 1 50 1 004 


DAEMQNETTE 
ARM  3 

9947991 5-0 1 006 


DAEMON  ETTE 
ARM  5 

3947351 £0 1 0 1 2 


DAEMQNETTE 
ARM  2 

0347991501005 


DAEMQNETTE 
ARM  4 

9347391501011 


DAEMQNETTE 
ARM  6 

9947391501013 
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LESSER  DAEMONS 


Daemonettes  on  Steeds  of  Slaanesh  Blister  (Random  1) 

9906991 501 S 
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MOUNTED  DAEMON  ETTE 
SPRUE  1 


MOUNTED 
DAEMONGTTE  1 


99479^1501602 


awTO&isoieot 


MOUNTED 
DAEMON  ETTE  2 

9-947931  so^eoa 


MOUNTED  DAEMGNETTE 

epbi  ip  -> 

9947991501304 


MOUNTED  QAEMONETTE 
SPRUE  3 


MOUNTED 
DAEMON  ETTE 3 


994799 l 501 306 


994  79E)  1 501 S05 


MOUNTED 
DAEMONETTE  it 


MOUNTED  DAEMON  ETTE 
Tail  4 


994 799 l 50 1807 


9947991501000 
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FLAMER  BODY  2 

9947991501 602 


FLAMER  BODY  3 

9947991501603 


Flamers  of  Tzeentch  Blister  (Random  2) 

99069915016 


FLAMER  ARMS  1 

9947061  »1 60S 


FLAMER  ARMS  2 

9947991501606 


FLAMER  ARMS  3 

994799150160? 


FLAMER  BODY  1 

9947991501601 


LESSER  DAEMONS 


FLAMER  BODY  4 

9947991 50 1604 


FLAMER  ARMS  4 

9947991501606 


The  btHlie. i  amt  lui!,*  Jor  fftir  iV  reamers  are  tint  itifrn  hem  a  cubic 
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Screamers  of  Tzeentch  Box  (5) 

99119915015 


SCREAMER  3 
TAIL 

9947991501505 


SCREAMER  2 
TAIL 

9947991501504 


SCREAMER  1 
TAIL 

9947991501502 


SCREAMER  3 

9947991501505 


SCREAMER  2 

9947991501503 


SCREAMER  1 

9947991501 501 
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HORROR t 

9947931501401 


Horrors  of  Tzeentch  Box  (10) 

99119915014 


HORROR  2 

S947891WT4Q2 


HORROR  3 

9347991501403 


HORROR  4 

9347931 60 1 404 


HORRORS  HORROR  6 

994799 15Q14QS  0947931 30 1 409 


HORROR  8 

9947991501411 


HORROR  7 

9947991 501 4 10 


HORROR  ARM 
SPRUE  1 

9947931  &D140S 


HGHROR  ARM 
SPRUE  2 

9947991 50t 406 


HORROR  ARM 
SPRUE  3 

9947991501407 


HORROR  ARM 
SPRUE  4 


HORROR  ARM 
SPRUES 


HORROR  ARM 
SPRUE  6 


99479&15CM412 


994799 1501 41 3 


9347991 501414 


PAINTING  TZEENTCH  HORRORS 

Crackling  with  magical  energy,  the  Daemons 
of  Tzeentch  are  resplendent  in  bright 
primary  cotors. 


To  gel  a  nice,  bright  linal 
COtbr  On  your  Horrors  of 
Tzeentch,  start  wilh  a 
Skull  White  undercoat. 
Make  sure  your  coverage 
is  complete. 

Start  by  painting  a 
basecoat  of  Enchanted 
Blue.  Qnec  this  coat  dries, 
wash  the  model  in  Blue  Ink. 


Highlight  the  skin  with 

Enchained  Blue  and  then 
again  wilh  Hawk  Turquoise 

Blend  up  a  50/50  mi  if  of 
Hawk  Turquoise  and  Skull 
White  and  highlight  the 
raised  areas  of  the  model 


Paint  the  Horror's  nails 
with  Skull  While. 


Paint  the  mouth  and 
eyes  with  Chaos  Black. 
Basecoat  the  gums, 
eyes,  and  tongue  in 
Warlock  Purple.  Pick  out 
the  delaiis  with  Tentacle 
Pink  and  add  an  extra 
Skull  White  highlight  to 
the  tongue.  Add  spots  lo 
the  tongue  by  dipping 
your  brush  in  Magonta 
ink  and  dabbing  the  tip 
onto  l he  longue. 


Finish  off  your 
Horror  by  covering  the  base.  Cover  the  base 
with  white  glue  and  dip  it  Into  a  container  of 


sand.  Paint  the  sand  wilh  Black  Ink  and  then 
drybrush  il  with  Bleached  Bone.  Dab  a  toil  of 
white  glue  in  places  on  ihe  base  and  dip  it  into 
a  container  q!  static  grass.  Paint  the  edge  of 
the  base  in  Goblin  Green.  If  you  like,  you  can 
paint  areas  ol  the  base  in  Magenta  or  Blue  Ink 
to  represent  dripping  magical  energy. 


Ylt  rnM4ifi3T*  i nr  I  _"  li:  ‘  tnoninirt  tort*  "priz-.  ill  iftrini  riJ  pi  r=*  -slrw  nrtlfrv  h  wrrc.'t  '  !<  ■riTCBCfk  mi ■  «mt  ^iijliih  Irflai  Hhit  »1i«  «  u 


PAINTING  mmft  EAR  EftS 


Plaguebearers  are  rotten  with  disease 
and  dirty  with  decay.  Their  colors  are 
normally  muted  and 
muddy.  The  technique 
described  below  allows 
you  to  paint  5  or  10 

Plaguebearers  quickly 

and  at  the  same  time. 

Undercoat  the 
Plague  bearer  with  Skull 
White  and  then  basecoai 
it  with  Bleached  Bone. 


,  Vifl 


Apply  Black  ink  to  the 
entire  surface  of  the 
model.  Once  dry,  wash 
the  PI  ague  bearer  with 
Dark  Green  Ink. 


Next,  apply  Brown  and 
Chestnut  Inks  to  select 
parts  of  the  model, 
generally  the  darker 
recessed  areas.  Streak 
Some  ink  across  the 
belly  to  make  it  look  dirty 
and  diseased. 


Paint  the  open  wounds 
and  sores  with  Snakebite 
Leather  and  then  wash 
these  areas  with  Red 
Ink.  Don't  worry  if  some 
of  the  Ink  overruns,  as  it 
will  only  add  to  the 
wounded,  diseased  look 
of  the  model. 


Highlight  the  facial 
features,  outer  flaps  of 
broken  skin,  and 
pustules  with  Bleached 
Bone  followed  by 
Skull  White. 


Paint  the  single  eye  with 
Blood  Red  and  then 
Skull  White.  Leave  red! 

around 

the  edge  of  the  eye.  To 
linish  off  the  Daemon, 
dot  the  eye  with  a  Chaos 
Black  pupil  and  wash  the 
sword  with  Brown  Ink, 

J 


Highlight  the  model  by 
painting  Bleached  Bone 
on  the  raised  and  flat 
areas.  Take  a  little  extra 
time  on  the  face  and 
make  sure  you  pick  out 
the  cheek  bones 
and  nose. 


Gamp  siu>i  ifrr.iLf.pn  (tf  65'?  itetuui  size 


Plaguebearers  of  Nurgie  Box  (10) 

9911991 5007 


PLAGUEBEARER  1 

934799 1 500701 


PLAGUEBEARERS 

99479915O07O6 


PLAGUEBEARER 3 

9947991 500703 


PLAGUEBEARER B 

3947991 5007GS 


PLAGUEBEARERS 

994  799 1 500706 


PLAGUEBEARER  2  PLAGUEBEARER  7  PLAGUEBEARER 4 

994799 1500702  9947991500707  9947991500704 


Nurglings  Blister  (2  Bases) 

99069915019 


NURGLING  1  NURGUING  2 

9947991500901  9947391500902 


NURGLING  3 

9047991 500903 


NURGLING  5 

9547991  £00905 


NURGLING  0 

9947091500900 


NURGLING  4 

904799 1500904 


NURGLING  0 

9947991500906 


NURGLING  7 

994799 1 &00907 
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CHAOS  WARHOUND 
LEGS  SPRUE  1 
9947991501702 


Warhountfs  of  Chaos  Box  (10) 

99119915017 


CHAOS  WARHOUND 
LEGS  SPRUE  2 

3947991501704 


CHAOS  WARHOUND 
LEGS  SPRUE  3 

9947991 S3 1705 


CHAOS  WARHOUND 
HEAD  4 

9947991501709 


CHAOS  WARHOUND 
LEGS  SPRUE  4 

994799 1501 70S 


CHAOS  WARHOUND 
BODY  4 
9947991 5D1 701 


CHAOS  WARHOUND 
BODY  2 

994799! SOI  703 


CHAOS  WARHOUND 
BODY  3 

9947991501705 


CHAOS  WARHOUND 
BODY  4 

9947991501707 


Spawn  of  Chaos  Box  (1) 

99119915001 


SPAWN  OF  CHAOS  BODY 

9947991500133 


SPAWN  OF  CHAOS 
HEAD 

9947901 £001 &i 


SPAWN  OF  CHAOS  LEFT  ARM 

9947991500104 


SPAWN  OF  CHAOS 

FEET 

9947931 5Ml  05 


SPAWN  OF  CHAOS 
SPRUE  1 

9547931 5001 &5 


SPAWN  OF  CHAOS 
SPRUE  2 

9947991  SWOT 


SPAWN  OF  CHAOS 
RIGHT  ARM 

9947991500102 
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COLORS  OF  WAR 


ijtahe  Purple  A  Hfrrtoclr  Purple 
tftirtxft  Parpto  &  Skull  While 


tftotttotf  Bo on.  Bstftai  Brown 


iwf 


S&™  White,  tinrnn? .nor/o  .h'i'ihAj 


SljiV  £to™.  fiMfo  grey 
ftnn^  flftsfl’  ScJbfte'l 


Cncto? Mt?  tfawfc  Ti/mootM 

Arc  flftjf,  ijjfiOfj  fj, «■?*!? 


ffiflfla)  Jtfutf,  Mflfarfftlff ms  fl.'i;? 
UfffAW/JWf  Bftie  «S  SfeiJiV  Mw>/te 


KEY 

■  Top  Boxfes):  Basecoar  Colors  &  Ink  Washes  [j  Bottom  Box(es):  Highlights  «&  Mixed  Colors 


Scorched  Brom  &  Snaketm  Leather 
kamnwrtto  Kttaii?  &  Bteachad  Bom 
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SCJ&  Bid  j  Stood  flctf 


BftJWf  fled  (S  frff/p 


Dw.Trf  Fle^l'.'  C.'I.VDi  D.'r? L ,k 


Jvjf  Freemwt  nwi  fMrrf/j/drt' 
rtf  Jfct*  2004  Atiuiiiti  Giitmr.\ 
Day  Gahlrti  DelilfW  Paitj  fitly 
Competition  with  fit* 
tilotitiihinter: 


Dwarf  flash.  Scab  Bod 
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SHOWCASE 
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Aton-vt  Aimes  ffflwvj  .'j hifi'icsh  fftirmum'ttt's  wtm  i rind  pi, nr  at  /he 
2004  Baltimore  lltunex  Day  Golden  Demon  Painting  Ctnmwtiiitm. 


Above;  James  Ramsey 

Him  seem  id  pkiee  tif  ihe 

2(204  flaltimare  Dames 
Day  ( ii/iileit  Dent  an 
i'lriiUint;  Campetifirm 
with  lti$  Duennmeite 

Sttuu/tiftf  fiettrer, 


mr - 
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(  iCk  cs  a  m  . 


Above:  Michael J*  Summers  mm  third  place  at  the 
2004  LA  Games  Day  G&ldeit  Deman  Painting 
CotHpi'fiihm  n 'ah  Ms  Daeauut  Price,, 

/tight*  Mats  Ltmssula^^ki'  hhirglc  Duemtm  Price 
uvtfi  third  place  tit  the  2004  Hktifimtite  thuwm  Duh 
ifithlcii  Datum  pQhaiug  CmnpetlfimL 
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Bring  It  onto  Vour  Tabletop 

Warhammer  40,000  is  the  game  that  allows 
two  or  more  players  to  command  the  forces 
of  the  Imperium  of  Mankind  or  its  enemies 
on  the  tabletop.  Using  fantastically  detailed 
models  for  soldiers,  futuristic  tanks,  aliens, 
and  more,  players  move,  shoot,,  and  try  to 
out  maneuver  each  other  on  a  table-turned- 
battlefield.  Each  player  controls  a  whole 
army.  Good  tactics  win  games,  while  poor 
ones  will  get  your  forces  wiped  off  the 
gaming  table* 

More  Than  a  Game 

In  addition  to  being  a  competitive  game, 
Warhammer  40,000  is  an  entire  hobby. 
Players  can  build  armies,  paint  models, 
create  new  terrain,  devise  scenarios  or 
special  missions  to  play,  and  get  involved 
in  an  ongoing  league  or  campaign  -  as 
many  challenges  as  a  gamer  could  want, 

Some  players  get  involved  In  many 
different  aspects  of  the  Hobby,  while  some 
settle  on  a  few  or  even  just  one  particular 
part.  The  following  pages  are  all  about 
getting  started  with  the  game  and  building 
your  army. 


So  Many  Choices 

First  off,  il  is  important  that  we  say  there  is 
no  right  or  wrong  way  to  choose  an  army. 
There  is  nothing  wrong  with  starting  to 
collect  an  army  and  then  switching  to 
another  because  it  suits  your  style  better. 
Just  remember,  though,  the  more  times 
you  switch  armies,  the  furl  her  you'll  be  from 
having  a  fighting  force  to  play  with. 

Take  a  look  at  the  following  advice  and  mull 
il  over.  Perhaps  we  can  get  you  on  the  right 
course  as  quickly  as  possible. 


hand  skill,  but  even  with  Ihese  things  in 
place,  a  Tau  army  is  far  better  off  when 
keeping  the  foe  at  range 

In  this  catalog,  players  can  find  out  more 
about  hpw  each  army  plays  by  reading  the 

Fighting  Style  sections  for  each  force. 


One  of  the  best  parts  of  the  Warhammer 
40,000  game  is  the  rich  background.  Each 
army  has  its  own  history,  home  world,  and 
goals.  A  lot  ol  players  find  inspiration  for 
collecting  an  army  in  its  background. 

For  example,  the  Tyranids  are  an  alien  race 
that  has  a  single  Hive  Mind  consciousness. 
All  the  swarms  of  creatures  are  oordinaied 
as  if  a  single  mind  controlled  them! 

Tyranids  drift  through  space  looking  for  life 
forms  to  consume  for  the  Hive.  Most  of  the 
troop  types  are  mindless  engines  of 
destruction  that  can  be  driven  to  destroy  all 
they  encounter. 

A  player  looking  for  a  small  army  with  lots 
of  individuality,  a  noble  history,  and  a 
valiant  ethos  would  do  well  to  steer  clear  of 
the  Tyranids!  Each  army  in  this  catalog 
begins  with  some  background  information. 


Some  lucky  players  know  which  army  they 
want  to  collect  immediately.  Perhaps  they 
have  seen  some  games  in  action  or  spoken 
with  an  experienced  friend.  Others  are  lees 
sure  and  may  have  boiled  it  down  to  a  few 
choices  but  still  don't  really  know.  This 
page  and  the  next  can  help  you  reach 
a  decision. 

To  make  your  best  decision,  the  first  thing 
to  do  is  to  amass  ail  the  information  you 
Can  about  the  armies  that  you  find 
appealing.  This  very  catalog  is  an  excellent 
aid.  There  may  be  a  lot  of  criteria  for 
players  choosing  their  armies,  but  here  are 
some  of  the  ones  we've  encountered  most 
often:  style  of  play,  background,  and  I  he 
miniatures.  Each  of  these  topics  deserves 
closer  inspection. 


Many  players  choose  armies  based  stricily 
on  ihe  look  of  The  model  range.  Since 
collecting  and  painting  are  such  a  large 
part  of  the  Warhammer  40,000  Hobby, 
choosing  a  force  based  on  looks  is  a 
sensible  option.  After  all,  Ihe  more  you  like 
and  enjoy  the  models,  the  more  you’ll  have 
fun  In  the  collecting,  painting,  and  modeling 
aspects  of  the  Hobby, 

This  catalog  is  ideal  in  thal  such  minded 
players  can  ogle  the  entire  available  range 
of  models  for  each  army. 


The  Warhammer  40,000  rules  allow  great 
scope  for  gaming.  Games  can  range  in 
length  from  quick  half  hour  skirmishes  with 
a  dozen  or  so  models  per  side  to  massive 
battles  between  dozens  of  players  -  each 
with  his  own  sizeable  armies,  The 
objectives  of  each  game  can  be  as  simple 
as  "wipe  out  the  other  side1'  to  complicated 
missions  seeking  to  capture  a  powerful 
artifact  or  reach  a  certain  portion  of 
the  battlefield  (perhaps  to  close  down 
a  teleporter), 

Some  players  build  large  and  official 
armies  for  play  in  tournaments,  large 
gatherings  of  like-minded  competitors.  The 
gaming  lasts  for  hours  or  even  whole 
weekends  before  a  winner  is  declared. 
Other  gamers  quite  gleefully  (and 
unofficially)  scratch-build  their  own  battle 
stations,  massive  tanks,  or  mutated 
monsters  to  make  their  games  even  more 
varied.  Stilt  others  link  their  games  to  form 

where  each  battle 


Each  army  in  the  Warhammer  40,000 
game  is  different  and  will  be  better  at 
different  things  on  Ihe  tabletop.  The 
Important  part  here  is  for  players  to  try  to 
imagine  the  kind  of  play  they'd  like  best.  Do 
you  see  yoursell  as  an  aggressive,  risk- 
taking  commander  who  is  looking  to  bring 
the  fight  to  The  enemy?  Or  does  a 
defensive  stand  sound  better?  Would  you 
rather  lay  down  a  hail  of  fire  from  long- 
range,  or  do  you  want  superior  numbers  to 
swamp  the  foe?  Il  is  possible  to  achieve 
some  or  even  all  ol  these  tactics  with  the 
same  army,  but  every  force  has  strengths 
and  weak  points. 

For  example,  let  us  consider  a  Tau  army. 
The  Tau  have  some  of  the  best  and  most 
advanced  weaponry  in  the  Warhammer 
40,000  game.  They  can  strike  hard  Irom 
long  range.  Where  Tau  fall  short  is  in  close 
quarters  combat,  There  are  upgrades, 
troop  choices  (like  Kroot),  and  more  thal 
can  compensate  for  this  lack  of  hand-to- 


The  next  step,  once  you've  found  an  army 
or  two  thal  really  capture  your  interest,  is 
to  find  out  more.  The  Games  Workshop 
web  site  Is  also  ideal  for  this  sort  of 
research,  and  you'll  find  information  about 
eve  ry  a  rmy. 

Finding  and  talking  to  a  local  gaming  group 
is  always  a  great  idea.  After  all,  the 
members  may  be  some  of  the  opponents 
you’ll  be  squaring  off  against  with  your  new 
army  in  the  future.  Ask  around  to  find  out 
the  times  when  players  meet  at  your  local 
Rogue  Trader  Independent  Retailer  or 
Games  Workshop  Hobby  Center. 


a  large  campaign 
affects  the  next. 

There  is  no  right  or  wrong  way  to-  play,  and 
many  gamers  constantly  find  new  favorite 
ways  to  play  to  supplement  traditional 
gaming.  It's  a  big  universe  out  (here! 


The  Essentials  -  The  Codex 

Once  you've  decided  on  an  army,  the  Codex 
for  that  army  is  the  next  logical  step.  Each 
Codex  goes  into  detail  about  one-  particular 
army,  its  rules,  and  background  and  enables 
players  to  build  game-legal  armies  for  play, 

Each  Codex  contains  a  complete  army  list 
along  with  descriptions  and  rules  for  every 
troop  and  vehicle  as  well  as  every  weapon 
and  piece  of  battle  gear  available  to  the  force. 
Additional  background  and  history  are 
included,  as  are  the  profiles  for  some  special 
characters  and  all  the  special  rules  you'll 
need  to  know  about  your  army  of  choice. 


Collecting  Models 

If  you  are  anything  like  us,  you  often  gravitate 
toward  the  most  eye-catching  models  in  the 
range  first,  which  is  completely 
understandable.  However,  if  you  end  up  with 
an  army  that  has  only  commanders  and  no 
troops,  playing  a  standard  game  can  become 
a  problem.  Ft  makes  sense  to  balance  your 
force  as  you  collect  it. 


Most  Warh-ammer  40,000  scenarios  are 
played  with  the  Standard  Mission  template 
[shown  at  right}.  This  is  an  excellent  place  to 
start,  as  it  lists  maxi  mu  ms  for  different  types 
of  squads  as  well  as  the  minimum 
requirements.  These  minimums  -  an  HQ 
choice  and  two  Troops  choices  -  make  an 
excellent  starting  force. 

In  this  catalog,  in  the  Collecting  an  Army 
sections  of  each  chapter,  we  make  a  few 
suggestions  about  how  to  begin  collecting 
each  army. 

As  you  continue  to  collect  models  and 
expand  your  force,  you'll  want  to  include  extra 
choices  in  your  force,  like  four  or  five  options 
for  Heavy  Support  even  though  only  three  are 
allowed  in  Standard  Missions.  Why?  Having 
a  range  of  models  to  choose  from  allows  you 
to  switch  your  army  or  gear  up  to  take  on 
specific  opponents.  The  ability  to  field  three 
tanks  or  two  Devastator  Squads  is  a  nice 
option  against  tough  foes  who  aren't 
expecting  such  a  plan.  Similarly,  having  a  lot 
of  Fast  Attack  choices  to  make  a  highly 
maneuverable  army  will  surprise  opponents 
who  are  expecting  a  slow  or  defensive  force. 
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Each  Codex  arranges  its  army  into  the 
following  sections;  HQ,  Elites,  Troops, 
Fast  Attack,  and  Heavy  Support.  This 
catalog  is  similarly  organized. 


HQ.  HQ  is  short  for 
Headquarters  and  contains 
heroes,  officers,  advisors, 

and  other  specialists  that 
lead  the  army. 

Elites.  Elites  are  the  best 
trained  or  most  ferocious 
warriors  in  the  army.  They 
often  have  access  to  the 
best  weapons  and  armor. 

Troops.  All  armies  contain 
a  high  number  of  rank-and- 
file  soldiers.  Often,  these 
warriors  are  flexible,  if  not 
spectacular,  in  all  aspects 
of  battle. 

Fast  Attack,  Speed  is  vital 
in  warfare,  and  these 
squads  or  vehicles  are 
ideal  at  grabbing 
objectives,  scouting,  or 
disrupting  the  foe. 

Heavy  Support.  The 

awesome  firepower  of 
battle  tanks  or  war 
machines  can  pound  the 
enemy  to  smilhereens! 


Standard  Missions 

The  Standard  Mission  Force 
Organization  Chart  provides  a  good 
guide  for  choosing  an  army.  To  begin 
with,  you  will  need  at  least  one  HQ  unit 
and  two  Troop  units  (dark- shaded  boxes 
indicate  units  I  hat  must  be  taken  for  the 
mission).  Beyond  these  mandatory 
choices,  you  have  some  flexibility  in 
choosing  the  remainder  of  your  force 
from  the  following:  up  fo  t  HQ,  0-3 
additional  Elites.  0-4  additional  Troops, 
0-3  additional  Fast  Attack,  and/or  0-3 
additional  Heavy  Support, 


COMPULSORY  OPTIONAL 


1  HQ 

2  T roops 


1  HQ 
4  Troops 
3  Elites 
3  Fast  Attack 
3  Heavy  Support 
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Belov:  Battle  for  Macragge  is  a  great  uv/v  to  get  started 
with  Wurhitnuntr  4l)/m  Everything  you  need  to  get 
started  right  awm  is  included,  If  you  tire  harking  to  learn 
how  to  play  Wdrhanuner  40,000,  this  Set  is  [nr  you! 
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At  the  very  birth  of  the  Imperium  of  Man,  fully 
half  of  the  Emperor’s  mosl  trusted  Space 
Marine  Legions,  turned  against  him  in  a  bitter 
civil  war.  Brother  (ought  brother,  and  Mankind 
stood  upon  the  very  brink  of  extinction.  Ten 
thousand  years  after  their  defeat,  those  same 
traitors,  intent  upon  nothing  less  than  the 
utter  destruction  ol  the  Imperium  end  the 
death  of  its  weakling  Emperor,  still  launch 
their  Black  Crusades  out  of  the  Eye  of  Terror, 

Fighting  Style 

Chaos  Space  Marines  are  a  versatile  force. 
You  can  specialize  your  army  such  that  you 
have  a  lot  of  fast  troops,  heavy  assault,  close 
combat  experts,  or  even  troops  like 
Daemons  With  power  and  Terminator  armor, 
most  Chaos  armies  can  absorb  a  Jot  of 
punishment.  As  such,  almost  any  fighting 
style  Is  possible  with  this  army.  However, 
because  of  their  high  points  cost,  Chaos 
armies  tend  to  be  small  in  number.  Thus, 
wars  of  attrition  are  not  advisable. 


Collecting  a  Chaos  Army 

The  Warhammer  40,000  Chaos  Space 
Marine  army  has  one  of  the  widest  selections 
of  different  troop  types  in  the  entire  game,  Not 
only  do  Chaos  Commanders  get  to  pick  from 
the  heretical  forces  of  the  Chaos  Space 
Marine  Legions,  but  there  are  tons  of 
specialty  troops  including  Chaos  Space 
Marine  Bikers,  high-flying  Raptors,  and  the 
living  weapons  of  the  Chaos  Obliterates. 
There  are  also  cults  within  the  Chaos 
Marine  Army  dedicated  to  the  four  major 
powers  of  Chaos  (Khorne,  Tzeentch,  Nurgler 
and  Slaanesh)  like  the  blood-soaked  Khorne 
Berzerkers  and  the  ear-shattering  Noise 
Marines.  Each  one  specializes  in  a  particular 
form  of  destruction.  In  addition,  Chaos  Space 
Marines  can  summon  help  from  the  Warp 
itself  by  enlisting  the  aid  of  Daemon  Packs 
and  Daemon  Beasts  ta  crush  their 
opponents'  bodies  and  souls.  As  if  that 
weren't  enough,  there  is  a  wide  array  of 
vehicles  including  the  Chaos  Dreadnought, 
whose  only  purpose  is  to  blast  opposing 
forces  to  bits.  Above  all.  Chaos  Space  Marine 
armies  are  about  variety  (and  evil),  and  there 
are  plenty  of  models  available  to  suit  even  the 
most  warped  Chaos  Space  Marine  Lord. 


.■UWr:  Tim  Hatty  !■,  .Single  Ah  it  hit  f:,  nv-rr  first  pint  t  /it  iftr  Open  catenary'  at  the  2004  (A  Gulden  Dr  won  painting  competition 


We  fight  the  long  war ;  not  for  vain  notions  of  duty  or  honor  but  for  a  far 
purer  purpose:  haired.  At  the  height  of  our  glory t  we  were  betrayed  and 
cast  out  by  oar  own  kin.  Gail liman,  Dorn ,  Saugitinitts  —  these  are  names 
i  curse *  Horns ,  Perturabo,  Angron  -  these  are  names  /  revere ,  names  I 
would  follow  to  the  very  end ,  It  is  that  hatred  that  has  sustained  me 
through  the  hug  millennia.  1  tend  it  with  bitterness.  /  nurture  it  with  the 
deaths  of  my  former  brothers.  /  know  that  when  the  end  is  upon  us  and 
Horus  is  returned,  then  the  false  Emperor  shall  be  cast  down  from  his 
sepulchral  Golden  t  hrone,  and  we  shall  take  our  rightful  place  at  the  side 
of  Horns,  the  true  Emperor  of  Mankind. 

Ferrous  Iron  daw  -  Warsmith  <  it'  the  Iron  Warriors  Second  Grand  Company 
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CHADS  SPACE  mmis 


*  12  Khoirne  Berzerkers 

*  8  Chaos  Space  Marines 

*  3  Chaos  Bikers 

*  1  Chaos  Rhino 


Chaos  Space  Marines  Battle  Force  Box 

99120102009 


Codex:  Chaos 
Space  Marines 


60030 1 02003 


Codex: 
Eye  Of  Terror 

60030199007 


Chaos  Space  Marines 
Mega  Force  Box  -  99120102014 


8  Khorne  Berzerkers 
12  Chaos  Space  Marines 
3  Chaos  Bikers 

1  Chaos  Rhino  &  1  Chaos  Defiler 
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Chaos  Space  Marine 
Lord  Blister  (1) 

99060102068 


CHAOS  LORD  BODY  2 

9947010206801 


CHAOS  LORD  SACKPACK  2 

9ET470 10206303 


CHAOS  LORD  SPRUE 

9947010200002 
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SCEHiG  BASES  FOR  CHARACTERS 

The  base  can  be  as  important  as  the 
model.  Here  are  some  great  base  ideas 
for  your  character  such  as  Abaddon, 
Ahriman,  Cypher.  Typhus,  and  any  other 
Jarqe-base  models. 


BASES  FOR  TZEE  NTC  H/CH  AOS 
UNDIVIDED  CHARACTERS 


Chaos  Space  Marine  Sorcerer  Blister  (Random  1) 

990601 02013 


Cut  Archaon's 
base  to  lit, 

Use  Ortt  hair 
ter  flames  and 
putty  to  fill  in 
any  gaps. 


BASES  FOR  NURGLE  CHARACTERS 


Create  maggots 
and  torn, 
pustular  flesh 
from  putty  and 

texture  Ihe  base 
with  sand, 


BASES  FOR  KHORNE  CHARACTERS 


Use  skulls 
clipped  from 
Chaos  vehicle 
accessory  sprue. 
Arrange  the 
skulls  around  (ho 


model's  feel. 


CHAOS  SORCERER 
BODY  \ 

9947010201301 


chaos  sorcerer 

BODY  2 

394701 DSO 1304 


CHAOS  SORCERER 
BODY  3 

294 70 1 Q2Q 1 307 


CHAOS  SORCERER 
BOLT  PISTOL  ARM  1 

0947010201303 


CHAOS  SORCERER 
BOLT  PISTOL  ARM  2 

9947013201305 


CHAOS  SORCERER 
PLASMA  PISTOL 

99470T0201 30S 


bases  for  slaanesh  characters 
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Might  Lord  Hero 
Blister  (1) 

99060102062 


NIGHT  LORD 
HERO  BODY 

994701 Q20S2Q2 


NIGHT  LORD  KERO 
COMBI  BOLTER  ARM 

9947010206203 


NIGHT  LORD  HERO 
POWER  FIST 

9947010200201 


NIGHT  LORD  HERO 
BACKPACK 

9947010203204 


NIGHT  LORD 
HERO  WINGS 

9947010206205 


Emperor’s  Children 
Lord  Blister  (1) 

99060102064 


EMPEROR’S  CHILDREN 
LORD  BODY 

904701 0206401 


EMPEROR'S  CHILDREN 
LORD  DOOMSIREN 

994701 020G4  02 


EMPEROR'S  CHILDREN 
LORD  PISTOL  ARM 

994701O2O64G4 


EMPEROR'S  CHILDREN 
LORD  SWORD  ARM 

9947D1 Q2D6403 


Iron  Warrior 
Warsmith  Blister  (1) 

99060102066 


IRON  WARRIORS 
WARSMITH  CLAW 

994701206606 


IRON  WARRIORS 
WAR  SMITH  BODY 

994701206601 


IRON  WARRIORS 
WARSMITH  BACKPACK 

994701206002 


IRON  WARRIORS 
WARSMITH  ROBOTIC  ARM 

99470 1200605 


IRON  WARRIORS 
WARSMITH  COMBI ’WEAPON 

9947O12066O4 


IRON  WARRIORS  WARSMITH 
backpack  CLAW 

9947012OE1603 
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CHAOS  SPACE 
MARINE  ARM 

9947010202702 


CHAOS  MARINE 
[CON  BEARER  ICON 

&9470105024 02 


CHAOS  WARP 
BANNER  ICON 

934  ?01 0202403 


CHAOS  BLASTED 
STANDARD  ICON 

9917010202404 


CHAOS  MARINE 
ICON  BEARER  BODY 

9947010202401 


PLAGUE  MARINE 
ICON  BEARER  BQDV 

9947010201901 


KHORNE ICON 

994  701 0201  M2 


PLAGUE  MARINE  ICON 

9947010201902 


CHAOS  RAPTUROUS 
STANDARD  ICON 

394701 Q202-S02. 


CHAOS  UNDIVIDED  ICON 

9347010202405 


Chaos  Space  Marine  Icon  Bearer  Blister  (Random  1) 

99060102051 


KHORNE  ICON 
BEARER  BODY 

9947010201  Ml 


CLASSIC  CHAOS  BACKPACK  SPRUE  (3) 

99399999004 


CLASSIC  CHAOS  MARINE  ARM  SPRUE  (3) 

93 399999006 


3B  RAfflfS  WDHK5H0F  CflTBEOB 


I'  pi. hum 


ippfo*1  '  Hllll  YtuJfU,  ^ IP.',  *9  I  4Klll#i  art  i!  'll  fch  |  1 1 


m.* i  ili  ihmKi  |  rr.’ii  1 1  .  - 


fiMMi-SPflCi  MARINES 


DAEMON  PRINCE 
HEAD 

0347010208003 


Chaos  Space  Marine 
Daemon  Prince  Box  (1) 

99110102080 


DAEMON  PRINCE 
LEFT  ARM 


DAEMON  PRINCE 
RIGHT  ARM 


994701 02030 11 


9&47C1 G2QS0O6 


DAEMON  PRINCE 
LEFT  VENT 

034701 0308004 


DAEMON  PRINCE 
RIGHT  VENT 

9947010300002 


DAEMON  PRINCE 
LEFT  LEG 

9947010200013 


DAEMON  PRINCE 
RIGHT  LEG 

9047010209012 


DAEMON  PRINCE 
TORSO  SACK 

994701 0203C09 


DAEMON  PRINCE 
SWORD 

994701 0306007 


DAEMON  PRINCE 
SHOULDER  PAD  1 

SS4 701 0203001 


DAEMON  PRINCE 
SHOULDER  PAD  2 

9047010208005 


DAEMON  PRINCE 
LEFT  HAND 

994701 02OQQ1Q 


DAEMON  PRINCE 
TORSO  FRONT 

9047010209038 


CONVERTING  YOUR  DAEMON  PRINCE 


The  plaslic  Draggn 
Wings  {99330399002) 
make  a  great  addition 
to  your  Daemon 
Prince.  They  fit  go  well 

that  Ihe  conversion 
will  require  minimal 
pulty  work  to  smaoth 
oul  the  join, 


This  Daemon  Prince's  head 
was  convened  to  tit  into  the 
theme  of  an  Iron  Warriors 
army.  Some  care! u I  pulty 
work  was  applied  to  create 
a  steel  mask  that  covers 
the  creature's  mouth,  The 

Inquisitor  range  aFso  has 
many  heads  that  are 
appropriately  sized. 

The  Chapter  symbol  on 
the  left  shoulder  pad  is  a 
great  way  to  proclaim  the 
allegiance  of  your 
Daemon  Prince.  This 
example  shows  an  Iron 
Warriors  insignia  made 
Irom  green  stuff. 


DRAGON  WINGS  SPRUE 
f SHOWN  60%  ACT.  SIZE! 

99300239002 
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Abaddon  the  Despoiler  Blister  (1} 

99060102026 


ABADDON  HEAD 

9947010202602 


ABADDON  BODY 

9947D1D2G2601 


ABADDON  DAEMON 
SWORD  DRACH’NYEN 

M47QiQ8ffi6M 


A8 ADDON  TALON 
OR  HOFiUS 

0994710202505 


ABADDON  RIGHT 
TROPHY  RACK 

994701020260-3 


ABADDON  LEFT 
TROPHY  RACK 

994701 D202604 


Cypher  Blister  (t) 

99060102057 


CYPHER  BODY 

9947010206701 


CYPHER  BACKPACK 

99470 10205702 


CYPHER  SWORD 

9947010205703 


CYPHER  BOLT  PISTOL 

9  94 70 1  02  06  7Q  .1 


CYPHER  PLASMA  PISTOL 

9947010205705 


Fabius  Bile  Blister  (1) 

99060102006 


Fabius  Bile  i.i 
a V ui Sable  t.'iify 
via  Special  Offer. 


FABIUS  BILE  BODY 

994701 C2W601 


FABIUS  BILE  BACKPACK 

9947010200004 


XYCLQS  NEEDLE.fi 

994701 02C060S 


ROD  OF  TORMENT 

9947010200503 


CHIRURGEON  ARM  1 

99470 1 0200605 


CHIRURGEON  ARM  2 

994701 0200605 


\1\  nil uruir*  ur  i .i|«j*Ju  1  iiiij  iiUl  j.  Miuk!  bsi/.  Jtd  iprnci  fcic  Jlifiiivn  ■IiiiJ  lire  «ftln*'irl  mnvr ftiMrd  CmevIv  •  !»!*  dut**- 


Ahriman  Blister  (1) 

99060102016 


THE  BLACK  STAFF 

9947010201602 


AH  HIM  AN  BODY 

9S47010201 601 


AHRIMAN  HEAD 

9947010201603 


AHRIMAN  BACKPACK 

904701 0201 6G4 


Kharn  the  Betrayer 
Blister  (1) 

99060102014 


KHARN  BODY 

9947010201 401 


KHARN  PLASMA  PISTOL 

W4701020M03 


KHARN  BACKPACK 

9947010201404 


Typhus,  Herald  of 
Nurgle  Blister  (1) 

99060 1 02084 


TYPHUS  BODY 

994731 3238404 


TYPHUS  BACKPACK 

9947010200403 


TYPHUS  HEAD  SPRUE 

99-17010209401 


TYPHUS  SCYTHE 

9947010208402 


KUUM  41 


AD  mibiiTniTG  *tr  nipplwd  Mcfctrk  tiur  mi  w*  aH  Jirt  i  jj  U  J  we  mk*  vriSumv naunk  t  >nirqb-  >nn  Hfr  jtltyffcillf  cltfaw  *|ujm. 


The  Cham  Sjmctt  Marine 
Champion  i.\  tivailohle  rnffy 
via  Speritti  Offer, 


Chaos  Space  Marine 
Champion  Blister  (Random  1) 

99060102027 


The  Chaw  Sffure  Murine*  i  ante  with  the  Clatsie  Churn,  Buekpnek  Sprat' 
fWmvmM.K  the  Classic  Space  Murine  Arm  Sprue  (99399999006 },  ami 
fhr  Chaw  Spat  e  Marine  Ann  (9947010202702, 1  hand  ii'iV/i  the  ktw  Hearer. 


CHAOS  SPACE 
MARINE  CHAMPION  1 


CHAOS  SPACE 
MARINE  CHAMPION  2 


99-4710 10^02701 


M47Q10ZMM3 


The  Thorne  Lard  on 
JttjifiiTtiattl  is  available 
only  eta  Special  Offer 


Khorne  Lord  on  Juggernaut  Box  (1} 

99110102001 


JUGGERNAUT  RIGHT 
FRONT  LEG 

994731 D2D0 106 


JUGGEHNAUTLEFT 
FRONT  LEG 

994731 0200 107 


jlU  - 


iiU;-l<<  1  iUUa-jizd  \S. 


11  *1  fcjj 


juggernaut  rider  boot 

994  70 1 G2C0 1 0 1 


.JUGGERNAUT  BODY 

9947610200103 


JUGGERNAUT  HEAD 

99470 10200 10S 


JUGGERNAUT  RIDER:  ARM 

9947010200102 


JUGGERNAUT 
RIGHT  REAR  LEG 

99470 10200 3 OS 


JUGGERNAUT 
LEFT  REAR  LEG 

9947010200109 


JUGGERNAUT  HEAD  PLATE 

9947010200104 


a.  1 1  11.  Iir  11  ai  liljJ  .H  itt-i  1  life:  I  IK  I  a  1 1  EiT'aIL  (1-JdJlfcH  IBM  I  <411  iLijk  IiRLm  lH  -  itfl— C 


Chaos  Oblfterator  Blister  (Random  1) 

99060102075 


OBLITERATOfi  TORSO  1 

99470 1 0207504 


GBLITEFATQR  TORSO  2 

994701 0207506 


OB  LITE  RATO  R  BODY  1 

9947010207503 


OB  LITE  RATO  R  BODY  2 

9  04 70 10 207505 


OB  LITER  ATOR  GUM  SPRUE 

99470 1020750B 


GBLITERATOR  BLADE  SPRUE 

9947010207509 


OBUTE BATOR  HEAD  1  RANDOM  !)■ 

9947010207501 


OBLITERATQR  FIGHT  ABM  (FANDOM  1) 

99470 F0207S02 


OBLITERATOR  LEFT  ARM  (RANDOM  1} 

9047010237507 
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Chosen  Terminator  Squad  Box  (5) 

99110102002 

Chosen  Terminator  Blister  (Random  t) 

99060102009 


CHAOS  TEH  MIN  ATOR  CHAOS  TE-FEM1 N  ATOR 
HEAD  1  HE AO  a 

994 701 020020®  9947010200210 


CHAOS  TERMINATOR 
HEAD  3 

33470102002 1 2 


CHAOS  TERMINATOR 
HEAD  4 

9947010200209 


CHAQS  TERMINATOR 
HEAD  5 

99.1701 0200?  11 


CHAOS  TERMINATOR 
COMBI-BOLTER  1 

99470 1 02002 13 


CHAOS  TERMINATOR 
LEFT  TROPHY  RACK  T 


CHAOS  TERMINATOR 
LEFT  TROPHY  RACK  2 


CHAOS  TERMINATOR 
RIGHT  TROPHY  RACK  1 


CHAOS  TERMINATOR 
RIGHT  TROPHY  HACK  2 


9947010200205 


9947010200207 


9947010200204 


B947D1 0200206 


CHAOS  TERMINATOR 

BODY  1 

9947010200201 


CHAOS  TEHMIKATO'R 
BODY  2 

9947010200202 


CHAOS  TERMINATOR 
BODY  3 
9947010200203 


CHAOS  TERMINATOR 
CO  MB  I' BOLTER  2 

99*7010200215 


CHAOS  TERMINATOR 
BOLTER-FLAMER 

994701 D20O216 


CHAOS  TERMINATOR  CHAOS  TERMINATOR  CHAOS  TERMINATOR 

POWER  FIST  POWER  MACE  CHAIWFIST 

9947010200219  9947010200320  9947010200221 


CHAOS  TERMINATOR 
CHAIN  AXE 

994701 020021 S 
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The  Chosfti  Terminator  Mister*  befan  vo/tit  with  bis- <*ti  tin-  nppu.uu- 
pafiit  the  Chttmphit  nvne.s  with  wir  random  right  arm  anti  ape 
random  left  tirm  out  pfn!i  die  fejt  arms  shown  mi  both  pages). 


CHAOS  TERM)  NATO  A 
CHAMPION  HEAD  2 

9947010201503 


Chosen  Terminator  Champion 
Blister  (Random  1) 

990601 020 t 5 


CHAOS  TERMINATOR 
CHAMPION  BODY 

9947010201501 


CHAOS  TERMINATOR 
CHAMPION  HEAD  1 

994701 0201502 


CHAOS  TERMINATOR 
CHAMPION  RIGHT  RACK 

9947010201504 


CHAOS  TERMINATOR 
CHAMPION  LEFT  RACK 

9947010201505 


CHAOS  TERMINATOR 
CHAMPION  LIGHTNING  CLAW 

9947010201506 


CHAOS  TERMINATOR 
CHAMPION  POWER  AKE 

994701 020  a  507 


Chosen  Terminator  w/  Heavy 
Flamer  Blister  (Random  t) 

99060102011 


Chosen  Terminator  w/  Reaper 
Cannon  Blister  (Random  1) 

99060102010 


Chosen  Terminator  w/  Bolter- 
Melta  Blister  (Random  1) 

990601 020S 6 


CHAOS  TERMINATOR 
HEAVY  FLAMER 

994701 0201122 


CHAOS  TERMINATOR 
REAPER  AUTOCANNON 

9947010200217 


CHAOS  TERMINATOR 

BQLTEfi-MELTA 

9947010200214 


S-WORKSH&REmnS 


'«JJ  Utj*l:5u±L»  r  jpfiL^U  :|nf.--iL*d — 1  M'i4r|ic  htfJV 


Iff  hIJ  -U.  s  1  m  MU 


1  W- 


■  (“Tr  ntJihrw 


*  nnrm~-  n 


ii 


1  %r«T|  llfitvr  pI 


IV 


WARHAMMER 

40Qf>O> 


f 


i 


Thousand  Sons  Space  Marine  Squad  Box  (9) 

9911 Ot  02073 


The  yiivttMtruf  Stiux  Sijiuuf  t'amc.y  with  a  Chaos 
Sorcerer  M  Piatoi  Arm  1  tW7t)W2M  Mfii  amt  Chavs 
Sf»rentr  Btii'kptii'k  2  (9947010201306)  >.inmn  in  UQ. 


CHAO!  SPACE  MARINE  TTtARSFER  SHEET 
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COMPONENT  hiUMSHLfl:  3»  il  01  02  C02 


CHAOS  SPACE  MAHINE  DECAL  SHEET  [SHOWN  90%  ACTUAL  SIZE) 

0951 0102002 


THOUSAND  SOUS 
TORSO t 

904 70T 0207306 


THOUSAND  SONS 
TORSO  Z 

9947010207307 


THOUSA  N  D  SON  S  TH  O  US  A  N  □  SONS 

ARMS  SPRUE  GUN  SPRUE 

0947010207303  99*7010207305 


CHAOS  SACKPACK  SPRUE  (RANDOM  1) 

99390102003 


THOUSAND  SONS 
HEADS  SPRUE  1 

904701 0207301 


THOUSAND  SONS 
HEADS  SPRUE  2 

994701 0207302 


THOUSAND  SONS  SHOULDER  PADS 

9947010207304 


THOUSAND  SONS 
CHAMPION 

994701020730.9 
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Tin  ■  l'~wpi'mr  \  Children  SytiiuJ 
1 1 'ifii  she  Chitux  Sfitii'e  Xitjniu:  Decuf 

Stu-ff  (*m  W  it  12002}  unit  Hums 
Ihh  kfMrk  Sprar  fVV.iWtfWWi 
afiown  oh  tha  uppiisir*  ptt  vf- 


Emperor's  Children  Squad  Box  (8) 


EMPEROR'S  CHI  LOREN  BLASTM  ASTER 

994703  D20&5ttl 


991101 02065 


EMPERORS 
CHILDREN  HEAD  1 

9947010306507 


EMPEROR’S  EMPEROR'S 

CHILDREN  ARM  I  CHILDREN  ARM  1 

99470 1 0206505  994701 0206506 


EMPEROR’S 
CHILDREN  TORSO 

9947010206510 


EMPEROR'S  CHILDREN 
SONIC  BLASTER 

9947010206^2 


EMPEROR'S  CHILDREN 
POWER  SWORD 

9947010205503 


EMPEROR'S  CHILDREN 
BACKPACK 

M47D102B5504 


EMPEROR'S 
CHILDREN  HEAD  2 

9947010206506 


EMPEROR'S 
CHILDREN  HEAD  3 

9947010208509 


CHAOS  SPACE  MARINE  SPRUE  (SHOWN  80%  ACTUAL  SIZE) 

99300103004 
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Khorne  Berzerker  Squad  Box  (12) 

99120102005 


KHOPtNE  BERZERKER  PLASTIC  SPRUE  (SHOWN  80%  ACTUAL  SIZE) 

99330 1 0000 1 
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World  Eaters  Champion  Blister  (Random  1) 

99060102093 


Wurtit  Euh'rs  Chtinipifuls  tin 
avcti  table  r>nh  tki  Spet  i htl  Offer. 


WORLD  EATERS 
CHAMPION  HEAD  1 

Sfl*TOlDeM30l 


WORLD  EATERS 
CHAMPION  HEAD  3 

3947010209003 


WORLD  EATERS 
CHAMPION  HEAD  2 

SM?0I020MM 


WORLD  EATERS 
CHAMPION  BODY 

MdHUMMMfl 


WORLD  EATERS  CHAMPION 
WEAPON  SPRUE  1 

994701 0209305 


The  Wit/ hi  Eaters  Champhut  entiles  with  the  Chatty  Rnekpaek  Sprue  fyQ3Pt)l02()tiSl  ■'■hnwn  previnHsty, 


The  Kharne 
Ht-r-erker  (.'ftampit w 
uunctf  with  the 
Classic  Chum 
Btiekpavk  Sprue 

tWEWmOfO},  the 
Cfassh'  ('turns. 
Marine  Ann  Sprue 
(WJWVWtXtai.  t tnd 
the  Chaw  Space 
Marine  Amt 
( VW4  70/0202  702  J 
shtuvr  hr  NQ. 


The  KhttCrte  Hrtteriirt'  ('iutrttpinny 
are  auiitithie  atih  via  Special  Offer. 


RER2ERKER  CHAMPION  1 

9947010201701 


Khorne  Berzerker  Champion  Blister  {Random  t) 

99060102017 


BERZERKER  CHAMPION  2 

9947010201702 


BERZERKER  CHAMPION  3 

994701 020 1 703 


WORLD  EATEHS  CHAMPION 
WEAPON  SPRUE  2 

90470 103QMM 


WORLD  EATEHS  CHAMPION 
WEAPON  SPRUE  3 

9947010203307 


WORLD  EATERS  CHAMPION 
WEAPON  SPRUE  4 

99470  1020930ft 


ELITES 

mr  i  * 
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Tin ■  Datth  (hum!  Wm ;in-  Marini'  tSqutttt 
Dwh,!>  wit  ft  {fa-  Ctaw.'i  BtH'kpuftc  Sprit? 

mmwmsi  ilnnw  pm'itmfy. 


PLAGUE  MARINE 
LEFT  ARM  1 

*94701020&31S 


PLAGUE  MARINE 
LEFT  ARM  2 

W47O1OM03TB 


Death  Gisfmi  Sergeant 
ftlktrr  it  mwhthlf  nitty 
i  in  Sped  fit  Offer. 


Death  Guard  Plague  Marines  Box  (7) 

9911 Of 02083 

Death  Guard  Champion  Blister  (1) 

99060102092 


PLAGUE  MARINE 
CHAMPION  PLAGUE 5 WORD 

994701 02Q0M& 


PLAGUE  MARINE 
CHAMPION  BOLTER 

9947010206310 


DEATH  GUARD  SERGEANT 

9047010200301 


PLAGUE  MARINE  BODY  1 

994701 0208302 


PLAGUE  MARINE 
CHAMPION  BACKPACK 

99470 102083 11 


PLAGUE  M  ARINE  BODY  2 

9947010203303 


PLAGUE  MARINE 
BOLTER  1 

9947010206313 


PLAGUE  MARINE 
PLAGUE  KNIFE  1 

994701 D2CS3! 5 


PLAGUE  MARINE 
BOLTER  2 

99470102OB314 


PLAGUE  MARINE 
PLAGUE  KNIFE  2 

9947010208316 


PLAGUE  MARINE 
PLASMA  GUN 

9047010208312 


PLAGUE  MARINE 
PLAGUE  KNIFE  3 

99470102O0317 


plague  marine  BODY  3 

994 ?Q 10208304 


PLAGUE  MARINE  BODY  4 

S947Q I 02083O6 


i 


PLAGUE  MARINE  BODY  S 

9947010396306 


PLAGUE  MARINE  BODY  6 

9947010200307 


PLAGUE  MARINE  BODY  7 

9947010203308 
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Fkigue  Marini*  Chumpiam  tut 
available  wily  via  Speriaf  Offer, 


Tal 

■ 

fS 

"W 30  j 

■ J  ■  «‘T .  /.yF 

Plague  Marine  Champion  Blister  (Random  t) 

99060102008 


The  Heath  Guard  Churnpiatt  etnties  nith  the  (lassie  Chum 
Butkpaik  Sprue  taut  Classic  Chans  Marine 

Arm  Sprite  fWrWW9WJ ftof  sftwm  in  HQ. 


PLAGUE  MARINE 
CHAMPION!  1 

9947010200001 


PLAGUE  MARINE 
CHAMPION  2 

994 7Q1 0200602 


PLAGUE  MARINE 
CHAMPION  3 

S947Q1020CBD3 


Plague  Marines  nv  .t.vvjjrfr 
Weapons  are  tillable  twl\ 
via  Special  Offer. 


The  Death  Guard  PiaRtie  Marine  Squad 
e tones  utV/i  the  Chaos  Biiekpaek  Sprue 
mmmOOM  xhmvn  previously. 


Plague  Marine  w/Assauft  Weapon  Blister  (1) 

99060102087 


PLAGUE  MARINE  W/  MELTAGUN 

M47010200701 


i  | 


PLAGUE  MARINE  W  PLASMA  GUN 

9347010200702 


CONVERTING  PLAGUE  MARINES 

Even  with  the  many  different  Plague  Marines 
available,  you  might  find  yourself  warning  to 
convert  a  few  yourself  to  make  some  varianl 
special  weapon  troopers,  icon  bearers, 
Possessed,  or  just  because! 

RUPTURED  INTESTINES 

This  Aspiring  Champion  ha&  a 
mass  of  intestines  spilling  out  of 
hi$  armor  -  surely  a  sign  oJ 
Nurgle's  favor!  Making  the 
intestines  is  easy.  Simply  make 
long,  Ihin  "snakes'’  out  of  green 
stuff  Starting  at  the  bottom  and 
working  to  the  top  and  front,  layer 
ihe  rolls  of  green  stuff  to  give  ihe 
impression  that  they  are  spilling 
oul  of  a  gap  in  the  armor,  While  it 
isn't  necessary,  you  Can  use  one 
of  Cherubaet's  tabards  from  the  Inquisitor  lino 
as  both  a  tabard  On  the  Champion  and  10 
provide  a  base  to  which  you  can  apply  Ihe  lower 
bunch  of  intestines. 


You  can  also  see  the  use  oi  plaslicard  to  make 
thigh  armor  plates  to  make  ihe  armor  took  a  nit 
more  archaic  and  Ihe  horn  from  a  Chaos 
Terminator  trophy  rack  to  make  a  helmet  spike 
similar  to  the  horns  of  a  Plaguebearcr  The  hole 
in  the  side  oi  the  helmet  is  lor  the  placement  of 
a  rebreather  lube  made  from  guitar  wire. 

BACKPACKS  AND  HELMETS 


Vehicle  Accessory  sprue  can  add  both  height 
and  some  Chaos  flair  to  the  backpack, 


in  keeping  with  ihe  idea 
oi  the  Plague  Marines 
having  older  patterns  of 
armor,  you  can  use 
Skaven  Poison  Wind 
Globadier  backpacks 
instead  of  Chaos  Space 
Marine  backpacks.  Use 
guitar  wire  to  link  Ihe 
plasma  gun  to  the 
apparatus  on  the 
backpack.  Spikes 
rescued  from  an  old  tank 
originally  from  the  Chaos 


You  can  convert  the  helmet  to  have  a  look 


similar  to  that  of  a  gas  mask  Sculpt  lenses  over 
the  eyes,  and  use  a  venl 
from  a  Space  Marine 
backpac  k  to  make  a 
mouth  grille. 

Shown  below  are  some 
more  details  you  can  add 
and  an  example  of  how 
they  might  look  painted 
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TROOPS 


CHAOS  RHINO 


The  Clunt.t  Spmv  Mura ir  Rltitw  4  antes 
with  tfn 1  Chum  Split  f  hi  rin'  fJ ecal 
Sheet  m?  10 f  02002)  shown  in  Mite.*. 


('hu os  Space  Marine  Khiuu 
Sprue*  shown  an  opposite  page. 


Chaos  Space  Marine  Rhino  Sox  (1) 

99120102011 


CHAOS  SPACE  MARINE  ACCESSORY 
SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

03330102005 


Chaos  Space  Marine  Squad  Box  (8) 

99120102008 


The  Chuns  Spare  Murine  Squint  Bax  crimes  with  the  0t um  Space  Marine  Sprue  f  WSSOI 02004  the  Chum 
Backpack  Sprue  t  B200J },  unit  the  Chaos  Sparc  Marine  Decut  Sheet  {99510102002}  .shown  in  Elites. 


CHAOS  MUTATIONS  SPRUE 

39380103003 


52“ GflMK'WMKSHUP  'fflUHLDG 


■  I  '  liqAiJIUrM  llfclpph  A  :  ''  !  »•.!*  hCl .  JBi!  «t  "  »“  IT!  jl  I  ih  -  .1  mJ  H  I  I  Ur.  .  I  fi  f  |  *»  *  <  Juft  1  •  lf||>.  |||  .  |||ri  »  ”  !■  JklJlT  4i|  l||l  ifl-  •’  •  IT»  H 


CHADS  SPACE  MflflJHtS 


CHAOS  VEHICLE  ACCESSORY  SPRUE  t  (SHOWN  65%  ACTUAL  SEE) 

993901  (J20Q1 


CHAOS  VEHICLE  ACCESSORY  SPRUE  2  (SHOWN  50%  ACTUAL  SIZE) 

102004 


RHINO  SPRUE  1  (SHOWN  30%  ACTUAL  SIZE) 

99390 190004 
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T 

“ 

.** 

*—r 

L-r 

RHINO  SPRUE  2  (SHOWN  30%  ACTUAL  SIZE) 

90300199005 


All  TTini  HTf  I'T  upfrfaH  imnl  NJiV&i;.  i  >ii.  ml  ip«i  an  all  AitiJlL  utt  BliltnaHlUWial  mfcd.ljfMTTrtiii  PWi  •  '  •Jn&UtL  fpfiii!  l!i  — »  'Itt's  t 
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Iron  Warriors  Squad  Box  (8) 

99110102067 


IRO  N  WAR  FI  EQ  R 
HEAD  1 


I  ROM  WARRIOR 
HEAD  2 


IRON  WARRIOR  LA5CANNON 

994701i:i20G7Ci 


IRON  WARRIOR 
LA  SC ANNO N  ARM 

9347010206702 


IRON  WARRIOR 
MELTA  gun 

9WTO10OT6703 


IRON  WARRIOR 
TORSO 

9947010(206704 


9347010206705 


IRON  WARRIOR 
HEAD  3 

3947010206707 


9S470 10205706 


IRON  WARRIOR 
HEAD  4 

9947010206709 


'tlic  trun  ll'wirwrn  and  Night  h*rds  owe  nWr  the  Chute-  Sfmre  Murine  Sunn-  tW,lHG}t')2itQ-ih  the  Cham  Murine  Accessary  Sprite  i 'Q9jL8QIf)20f)5}, 

the  (  hat  is  Backpack  Sprue,  ami  the  Chant  Space  Murine  Decaf  Sheet  (995  f 0102002 i  shuwn  in  riiiitw. 


Night  Lord  Squad  Box  (8) 


NIGHT  LORD 

NIGHT  LORD 

NIGHT  LORD 

NIGHT  LORO 

NIGHT  LORD 

NIGHT  LORD 

NIGHT  LORD 

HEAD  1 

HEAD  2 

HEAD  3 

HEAD  4 

HEAD  $ 

SHOULDER  PAD  3 

SHOULDER  PAD  4 

994701 0200101 

9947010205*02 

9947010205103 

994701 D20B 104 

9947010203105 

99470102001 C0 

99470102001.09 

Chaos  Space  Marine 

w/ Assault  Weapon  Blister  (2) 

990601 0208S 


CHAOS  SPACE 
MARINE  W/  FLAMER 

SMTOIOaOMOl 


CHAOS  SPACE  MARINE. 
W/  PLASMA  GUN 

53470 10202902 


T1t<f  ('hw*\  Spare  Marines  With  As  mult  Watjanrts 
i  \*nw  with  t  tie  da  wit-  Chaos  IJachpaek  Sprue 

m3 <>9999004)  show  ht  Elites. 


i 


These  Chaw  Space  Marines  tire 
available  only  viti  Special  Offer. 


Chaos  Space  Marine  Blister  (Random  2) 

99060102029 


CHAOS  SPACE 
MARINE  3 

99470 1Q20MW 


CHAOS  SPACE 
MARINE  4 

M47D102029Q6 


CHAOS  SPACE 
MARINE  5 

5947010332007 


The  Charts  Spm  ,  Mamies  ea me  with  the  C fossil  ( ‘haw 
SitvkfUlck  Sprue  (W3QV9W0tH).  Cfassir  Spare  Murine 
Ann  Sjintt!  r  9 93 W V WXH)& }  fait 1 1 d  with  the  ictm  Bearer. 


CHAOS  SPACE 
MARINE  1 

9947010202903 


CHAOS  SPACE 
MARINE  2 

994 7Q1 0303904 


CHAOS  SPACE 
MARINE  6 

9047010202906 


CHAOS  SPACE 
MARINE  7 

99470 1 02004  02 


I  -iHlfHl  Ii.I  fc  4L»  Itflha  h*  -  ■L«»iril 
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Tiw  Chtit/'i  Raptor  Squad  antics  with  she  Hums  Space  Marine  Decaf  Sheet 
t  W5 10102002 1  shown  in  Edits .  The  Chaos  Raj  a  or  ftifster  409^60  tf)207(H 
does  not  include  tht  Raptor  wish  Asmult  Weapon  or  the  Chum  pi  on. 


Chaos  Raptor  Squad  Box  (5) 

99110102071 


Chaos  Raptor  Blister  (Random  1) 

990601 02070 


Chaos  Raptor  w/  Assault  Weapon  Blister  ( f  > 

99060102069 


CHAOS  RAPTOR 
JUMP  PACK  1 

994 7010207111 


CHAOS  RAPTOR 
JUMP  PACK  2 

9947010207112 


CHAOS  RAPTOR 
RIGHT  ARM  2 

9947&102071QS 


CHAOS  RAPTQH 
RIGHT  ARM  3 

99470102071 09 


CHAOS  RAPTOR 
JUMP  PACK  3 

5347O102Q7H3 


CHAOS  RAPTOR 
RIGHT  ARM  4 

304701 0207110 


CHAOS  RAPTOR 
CHAMPION  ARM 

&947Q 10207 107 


CHAOS  RAPTOR 
ASSAULT  WEAPONS 

9947Q102O7tG0 


CHAOS  RAPTOR  BODY  2 

9947010207102 


CHAOS  RAPTOR  BODY  3 

9347010207103 


CHAOS  RAPTOR  BODY  4 

394701 02071 Q4 


CHAOS  RAPTOR 
ASSAULT  WEAPON  BODY 

9947010207105 


CHAOS  RAPTOR 
CHAMPION  BODY 

9947010207101 


Yti  niHfJJJiirr^ m  “ipfl-rri  Mvc  Inn,  iml  ■pure  in  il  ilmwn  ij  ml  ■*#* i.^kwin hir»  <  mhH  J  *i*«rpn  mir  ■►rT  *11^1-1-1  rwi«Hi  !»:*»  mp" 


CHAOS  BIKER 
HEAD  1 

0947910205901 


CHAOS  BIKER 
HEAD  2 

9947010205902 


CHAOS  BIKER 
HEAD  3 

99*7010305903 


CHAOS  BIKER  PLASTIC  SPRUE 
(SHOWN  BQ54  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOX 


CHAOS  BIKER 
TORSO 

9947010305996 


CHAOS  BIKER 
SHOULDER  PAD 

9947010306905 


Chavs  Spin:*:  Marine  Biker  Symdrrw  above  Is  only 
tivtiifuiflt  its  the  bite  sluArn  buliw  via  Special  Offer. 


CHAOS  BIKER 
PLASMA  GUN 

9947Q1Q20G910 


CHAOS  BIKER 
POWER  SWORD 

B34  7010205904 


CHAOS  BIKER 
HOLST  EH  2 

99470 10205909 


Chaos  Space  Marine  Biker  Box  (1) 

99120102003 


'ife 

CHAOS  BIKER 
SCANNER 

9947010205909 


SMALL  TIRE  SPRUE 

99399999094 


CHAOS  BIKER 
MELTAGUN 

9947010205911 


CHAOS  BIKER 
HOLSTER  1 

S94  701 0205307 


WVUW^flMEIi-WURK^nFrar^ 


.  I  E.illNl'jrfP  rl4  ujpfif 


Hide. 


M.-fa-h  Lu  jiiri  hii!)ci  rr  it)  ihgwfe  u  i*it  lice  nnli»i  eislinrHC  iDfcd.  f  diwlii4i  but  *Ht  frli^Jhf It  Uni  l tv—-;  afeKiii 
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S  LAND  RAIDER 


Hu  Chaus  t. (turf  Rahil" t  ttse.-i  the  Chaus  tank 
Am  wm  Sprue  f  <0.  2  iW.mtmtXU  A  4} 
with  the  Chita.%  Rhitut  itt  HQ. 


Chaos  Land  Raider  Tank  Box  (1) 

99120102010 


LAND  RAIDER  SPQNSQN  SPRUE  (SHOWN  50%  ACT.  5IZE} 

93390101003 


5ff  EflMES  WIUHWS'HWP  CflfJUUli 


Tdrru.Tjmiri  ri  '{■'plrkif nDfuaried  Hi4  qr  Ml iiira n  .  in- 1  ►-  «ii|*-ir»^rTipn  i»irtH  ^  >-m1-  nn  mi*  thfllikh  li  •  •  Li*** 


LAUD  RAIDER  RIGHT  TRACK  SPRUE  LAND  RAIDER  LEFT  TRACK  SPRUE 

{SHOWN  ACT.  SIZE)  (SHOWN  3G%  ACT.  SIZE} 

993901 01 M7  99390 101002 


LAND  RAIDER  FLOOR  SPRUE  (SHOWN  50%  ACT.  SIZE} 

99390101006 


LAND  RAIDER  TOP  SPRUE  (SHOWN  50%  ACT.  SIZE) 

99390101005 


ADDING  CHAOTIC  DETAIL  TD  TANKS 

Though  bite  on  the  Chaos  Vehicle  Sprue  can 
make  any  tank  fit  into  a  Chaos  Space  Marine 
army,  a  few  extra  del  ails  will  make  your  tanks 
look  even  more  evil  and  corrupt! 

RIVETED  BANDING 


One  of  the  defining  characteristics  of  Chaos 
Space  Marine  armor  ts  Ihe  use  of  banding 
around  armor  plates.  Adding  similar  detail1  will 
help  tie  your  infantry  and  vehicles  together 
visually  and  make  the  tanks  look  like  they  are 
older  patterns.  Take  a  piece  of  plasticard  strip  to 
make  the  banding.  You  can  make  rivets  made  a 
leather  punch  tool.  The  tool  shown  here  is  a 
Golden  Eagle  leal  t  ier  punch  (just  search  lor  the 
terms  "leather 
punch"  and  ‘golden 
eagle  ''  on.  an  internet 
search  engine  to  find 
one  for  purchase). 


SPIKE  INFESTATION 

A  good  way  to  depict  various  forms  of 
Daemonic  influence  is  to  have  things  bursting 
through  ihe  armor.  To  model  Spikes  on  your 
vehicles,  carve  some  out  of  pieces  of  sprue. 
Drill  holes  into  the  armor  of  your  tank  where 
you  want  the  spikes  to  go.  Glue  the  aprkea 
into  the  holes  from  the  back  -  ill  is  technique 
helps  to  suggest  that  ihe  spikes  are  bursting 
through  (he  armor.  Use  some  green  stuff  to 
add  a  bit  of  detail  around  the  holes. 


WWW.  GAMES 
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(  -illicit!!  tin  1 1  I  hi  it.  T.1  L'  Inti 
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The  Cham  Predator  come. \  with  Chaos  'funk 
Armory  Sprue  ?  A  2  \MmW2Wl  <£  4)  tout 
Rhine*  Sprite  I  *£  2  (99JWtvyt)(}4  <E  ,\hoivn  with 
the  ('Inter-,  Rhino  to  HQ.  and  the  Chaw  Spa tv 
Murine  Herat  Sheet  iW5}(>IG2W2l  shown  in  Elite*. 


Chaos  Predator  Tank  Box  (1) 

99120102012 


PREDATOR  TURRET  SPRUE 

99390199007 


PREDATOR  SPONSGNS 

9939-9199005 


Alt  tan  iiwin  *  irrl-  *l  mip4*.tn  4  I  m,  jmH  fpran  rt  JS  *Ju»|  >  'blm  iramne  jn^nd  OuJuj*  ci» 


Mi  Ullil'lrl  |»  m  liu*-  ■(«  •  < 


CHAOS  SPACE  MFMES 


Chaos  Dreadnought  Box  (1) 

99110102003 


CHAOS  DREADNOUGHT 
ASSAULT  LAUNCHER 

8947011)200306 


CHAOS  dreadnought  legs 

994701 0200302 


REAR  BODY 

99470 10200303 


CHAOS  DREADNOUGHT 
POWER  SCOURGE 

99470 102M3 12 


CHAOS  DREADNOUGHT 
POWER  PLANT 

9047010200305 


CHAOS  DREADNOUGHT 
FOOT 

994701 0200306 


CHAOS  DREADNOUGHT 
TROPHY  RACK 

99470 102M307 


CHAOS  DREADNOUGHT 
LOWER  BODY 

09470 10200304 


CHAOS  DREADNOUGHT 
HEAVY  PLASMA  GUN 

99470 10200309 


CHAOS  DREADNOUGHT 
TWIN-LINKED  AUTOCANNON 

9947010200310 


CHAOS  DREADNOUGHT 
LEFT  SHOULDER 

994701 Q20O3TI 


CHAOS  DREADNOUGHT 
SARCOPHAGUS 

9947010200301 


i 
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Chaos  Havoc  Squad  Box  (5) 

99110102074 

Chaos  Havoc  w/  Missile  Launcher  Blister  (1) 

99060102079 

Chaos  Havoc  w/  Lascannon  Blister  (1) 

99060102076 

Chaos  Havoc  w/  Au!q  Cannon  Blaster  (!) 


The  Ciutfix  flaw  Squad  rwnes  with  iht  Chaos 
Space  Marine  Afccxxttry  Sprue  f  SO  f02( MtS j 

.f/pfJH'FF  iff  Troops  j ?  i  welt  as  the  C  hours  SfNtee  \fnriiu 

bet  ai  Sheet  f  WM&W2V02h  the  Chaos  Backpack 
Sprite  fW390it)2(NiJ),.  amt  the  Chaos  Space  Marine 
Sprue  (99380102004)  shown  in  Etiien. 


Chaos  Havoc  w/  Heavy 
Balter  Blister  (1) 

99060102078 


■jm 


Chans  Haute  n*/  Hvmy 
Butter  is  uMihihle  *mty 
via  Special  Offer, 


99060102077 


CHAOS  HAVOC 
CHAMP  I  OH  ARM 

994701 Q2Q7403 


CHAOS  HAVOC 
HEAD  1 

994701 0207404 


CHAOS  HAVOC 
HEAD  2 

9947010207405 


CHAOS  HAVOC 
HEAVY  BOLTER  ARM 

9947010207303 


CHAOS  HAVOC 
BODY 

9947O1O2P7001 


CHAOS  HAVOC 

BACKPACK 

9347010207406 


CHAOS  HAVOC 
CHAMPION  LEGS 

9947010207402 


CHAOS  HAVOC 
CHAMPION  TORSO 

9947010207401 


CHAOS  HAVOC 
AUTOCANhlON  ARM 

994701 0207406 


CHAOS  HAVOC  MISSILE 
LAUNCHER  ARM 

9947010207412 


CHAOS  HAVOC 
LASCANNON  ARM 

9947010207410 


CHAOS  HAVOC 
HEAVY  BOLTER 

994 701 0207892 


CHAOS  HAVOC  AUTOCANNON 

99470 10207407 


CHAOS  HAVOC 
MISSILE  LAUNCHER 

994.7010207411 


CHAOS  HAVOC  LASCANNON 

9947010207409 


[III 


Jsi'j  HflFIITlM  ttl  h  |»|i  *  lit!  •|Tf|V'*  i  n  i  |r  “A*  ■  II  *  I  .4 1  it  1 1  +1.1  4 n  *  ll  r 
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HEAVY  SUPPORT 

r*»  frrrv :  _  .tJ**  :  -  J.V  z--t\ 


The  Death  Guard  Havocs  amu: 
with  the  Cham  S/HtCe  Murine 
Accessary  Sprue  t  WjBO  f  02tk)S  } 

shown  ta  Troops  a\  nr  if  as  tin* 

Plague  Atari  in1  tiikiy  J 
rWt7{J!02OKW),  Hayuc 
Marine  Sergeant  Batter 
Bat - kpai  -k  ( W4  7 tU 02083  tO-ft). 
ami  Plague  Marine  Plague 
Knife  3  (<M7 0102m  17 1  &*»*» 

with  the  Plague  Marine.*  and  the 
■f  'ham  Space  Marine  Sprite 

ms&)  102mm  tfc tmn  iWrir  The 

Emperttr  s  C is  r  Urea. 


Death  Guard  Havoc  Box  (5) 

99110102090 

Death  Guard  Havoc  Blister  (Random  2) 


99060102091 


HAVOC  HEAD 
SPRUE  1 

3947010209-002 


HAVOC  HEAD 
SPRUE  2 

g9.17D1(J2D9U03 


HAVOC  SHOULDER 
PAD  SPRUE  I 

9047010209004 


HAVOC  SHOULDER 
PAD  SPRUE  2 

9947010209005 


HAVOC  BODY 

994701 0209101 


HAVOC  ACCESSORY 
SPRUE 

994701 020 9001 


HAVOC  TORSO  1 

994 70 10209006 


HAVOC  TORSO  2 

9947010209007 


HAVOC  TORSO  3 

9947010209003 


Vll  Ml  '  n Hr-  §-•  h  tIii ibi.f  tjiH . .i  M  -i  «  iur1  iprac  ucallilin#  i  -^ihil-fuic  infer*  flitt* Nr  ■•Med  ■  .mi  •fifu  itv.i  « i i r 
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HEAVY  SUPPORT 


the  Chaos  l.h'/iicr  ctniKu  wilt j  the  Chavs 
Junk  Afrc.'isvry  Sptiit  2  f WJ90t02iHt-ti 
shown  with  l hr  Cham  Rhino  w  UQ. 


Chaos  Defifer  Box  (T) 

99120102013 


DERLEFt  BODY  SPRUE  (SHOWN  30%  ACT.  SLZE)  PEFIIER  LEGS  SPRUE  (SHOWN  30%  ACT.  SIZE)  D'E FILER  WEAPONS  SPRUE  (SHOWN  30%  ACT,  SIZE) 

99390102005  99390IG200&  99090 102007 


Pi  iiiiNHHth 
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CHAOS.  SEflftL  MMHiS 


A  Infiltrate  is  not  used  in  all  missions,  bu!  it  does 
show  up  in  most.  Some  wargear  will  help  when 
facing  armies  with  lots  of  infiltrators  -  the 
auspex,  surveyor,  and  chooser  of  the  slain 
come  to  mind.  During  deployment,  you  can 
spread  out  your  units  such  that  they  can  see 
most  of  the  board  -  that  way;  the  Infiltrators  will 
have  to  be  placed  over  T6"‘  from  your  units. 
Lastly,  you  can  use  infiltrators  o\  your  own  to 
limit  the  places  the  enemy  can  deploy  his  units. 
When  the  Daemons  are  finally  summoned, 
units  that  can  Deep  Strike  can  fill  gaps  in  your 
hno  that  the  Daemons  might  otherwise  exploit. 

B.  Close  combat  specialists  of  your  own  can 
usually  handle  Raptors  in  assault,  although 
you'll  want  to  make  sure  backup  is  handy, 
Fearless  units  or  units  with  high  Leadership 
and  the  ability  to  re  roll  tailed  Morale  Checks 
can  withstand  Ihe  initial  charge,  although  this 
approach  will  usually  give  the  Raptors  the 
Opportunity  to  use  I  heir  Hit  &  Run  ability.  One 
alternative  is  to  leave  a  unit  with  low 
Leadership  (or  one  with  the  ability  to  reroll 
successful  Morale  Checks)  out  in  front  to 
receive  the  Raptors'  assault  and  then  fall  back 
(not  very  unlikely  thanks  to  Ihe  Raptors' 
Daemonic  Visage},  leaving  the  Raptors  open  to 
your  own  shooting  I 

C.  P$y cannons  (which  ignore  invulnerable  saving 
throws)  can  deal  handily  with  Turbo  Boosting 
bikers,  In  addition,  il  you  can  pour  enough 
lirepower  inlo  the  bikes  you  can  potentially 
eliminate  them  all  and  slop  Ihe  Daemons  Irqm 
being  summoned  onto  the  beard  $0  close  by. 
Since  the  bikes  will  be  trying  to  get  very  close 
to  you,  you  will  usually  be  in  range  for  rapid 
fire1  If  a  Word  Bearer  army  does  take  nine  units 
of  Daemons,  il  is  allowed  only  two  selections 
each  of  Elites,  Fast  Attack,  and  Heavy  Support. 
In  the  1st  turns  of  the  game,  you  should 
outnumber  the  Word  Bearers  that  are  currents 
on  (he  table  (provided  you  aren't  waiting  for 
your  own  Daemons,  Reserves,  or  Deep 
Striking  units).  Again,  wiping  units  out  should 
be  a  priority  to  limit  Daemonic  summoning.  In 
addition  to  scoring  Victory  Points  for  the 
destruction  of  a  unit,  you  will  also  gel  Victory 
Points  lor  thg  Daemons  being  off-table  at  the 
end  o(  the  game. 


EH 
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TACTICS 

TIPS  FOR  WINNING  WITH 


CHADS  SPACE  MARINES 


A,  An  army  such  as  an  Alpha  Legion  army  with 
three  Havoc  squads  and  three  Chosen  squads 
can  field  an  incredible  number  of  heavy 
weapons  thal  can  also  Infiltrate  Add:  a 
Bloodthirster  and  some  Sioodietters  for  close- 
combat  support,  and  this  army  can  be  very 
difficult  lo  deal  with  in  many  games. 

B,  A  Night  Lords  army  can  field  four  units  of 
Raptors,  in  general,  these  last-moving  assault 
specialists  can  break  large  units  of  enemy 
troops  in  dose  combat  or  use  the  Hit  &  Run 
ability  to  expose  a  particular  targe!  in  the 
Shooting  Phase.  In  a  Night  Lords  force,  the 
Raptors  gain  even  more  utibly  in  a  mission  that 
uses  the  Night  Fighting  rules,  since  all  Nig  hi 
Lords  have  Acute  Senses, 


C.  The  Word  Bearers  are  renowned  for  using 
large  numbers  of  Daemons.  Chaos  Bikers  can 
zoom  forward  with  the  Turbo  Boost  ability  and 
use  icons  to  summon  the  army's  Daemons 
practically  on  top  of  the  enemy  lines,  where 
your  opponent  least  expects  it!  Other  units 
such  as  Raptors  and  Possessed  with  the 
Daemonic  Flight  upgrade  can  also  bo  used  to 
cross  the  table  quickly  and  pface  their  icons  in 
locations  where  the  Daemons  will  be  ihe  most 
disruptive  to  your  opponent's  plans.  In  toial, 
Word  Bearers  could  have  up  lo  nine  Troops 
units,  such  a  farce  number  ol  Daemons  would 
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•  Basecoat  Colors  Sink  Washes 


Bottom  Box(es);  Highlights 


Mixed  Colors 


WORLD  EATERS 

fled  Gore.  Dwarf  BfO/lBr 
Bleed  Red.  Burnished  Gold 


WORD  BEARERS 

Boitgun  Melel.  Scab  Red 

Mmiisitm,  Scat?  Red  &  Stott  vmte 


ALPHA  LEGION 

Midnight  Blue,  Goblin  Gmn 
Blue  Scorpion  Grex i 


NURGLE 

Ctfdchan  Green  Red  Gate 

can to  Gmen,  Rotting  fmh 


EMPEROR’S  CHtLDREN 

Chaos  Bieok.  fentock'  Pink 

Fortress  GiW,  ifenftofer  Pink  £  Skull  White 


IRON  WARRIORS 

Beastn  Brass.  Ihvarf  Brcmre 

Chainmall,  Shining  (laid 


THOUSAND  SONS 

Reg, it  Bute  (ioi&n  Wow 

[ncfowtoti  Blue,  Bad  Moan  fefSOw 


□ 


BLACK  LEGION 

Glam  flfiigfr,  Boliguti  ftieai 

Shadow  Gr ey,  Marti  Si t vttr 


RIGHT  LORDS 

ffMtfj  fli'iJf.  j Liii  fled 

fwifwflsrf  Bine.  Blood  Red 


THE  PYRE 

Cii.rjs  Bli/Cl  flfllfinp  Orange 
StwiQ’rj  Grey.  Ggifiert  Yttiiow 


WARP  GHOSTS 

Chaos  Stock.  Kommando  Ktiati 
Shjdiw  Grey.  Btoached  flcwe 


VIOLATORS 

Ultramarines  Biua,  Botigi/n  Met.it 
ice  Slue.  Chstami! 


THE  DAMNED  COMPANY 
OF  LORD  CAUSTOS 

Cod ex  Grey,  Parole  M 

Fortress  Grey.  Shining  Gold 


CHILDREN  OF  PUHGATOS 

^r’pf  Green,  Brass o  Brass 

Scar  Riot1  GiOSh.  Shifting  Goitf 


SONS  OF  MALICE 

Chaos  Black.  Fortress  grey 

Codec  Grey  Skull  Wfm 


EXTINCTION  ANGELS 

Snakebite  Leather,  Licit e  PtitftfK 

Btetfdrsd  firm  ii*T<Se  P.'j.'pls  i  Skull  White 
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&  Left:  Murk  Mt utter ‘a 
FT  Nur^ic  Tennittaitw 
Ijfnt  m  shirt!  place 

in  fhe  WtirJuwitwr 
40,0/X J  Sitifth'  Miniature 
category  ttl  the  2004 
Oaltitmm-  Gulden  Denton 
fteiitiiing  t  'tmiprliimn . 


Above:  Andrew  Sftdr  \  Typhus  wm  first  place 
in  ihe  YotttitibffHxh  category'  uf  the  2004 
Athmtu  Golden  Denton  msiutinx  couitH'iiiitm. 


Above:  Frederick  Caster  mwr  .wctml  place  in  the  Warhmtmer 
40,000  Vehicle  category  ivj>/j  fu\  Cham  Dreadnought  oj  Nurgle 
r  u  the  2004  Atlanta  Guide  ft  Demon  pointing  camper  if  sun. 


I.  eft  and  Hetnwr  Tmv  ('it  ft  on  n  cm  fir\S  place  in  the 


Prttspem  us  she  200-1  Alkwiu  Gulden  Demon  ronipetitum 
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Right.'  Adam  Cult  imrr  serat/d 

place  with  ft  in  Daemon  Prince 
in  die  Wtirkanmwr  40,066 
f  jn^c-  Model  wpefiory  at  ff rt 
2004  Chicago  Golden  Demon 
pairs; in x  competition. 


Right:  Vifnt  Cayceshfcyn  won 
third  pime  in  the  Warhtnmner 
4QJN.M  Dirge  -Mmh  i  ciUcgon' 
with  his  Daemon  Prince  lit 
the  2004  M  ( lohlen  Demin 
[tainting  t  ttmprtifitM  > 


Right-  Howard  Somber  \ 

I  far  ns  was  ti  nuisicr-up  at  tin 

am  LA  Golden  Demon 

piliittifjp  i  timpetiritm 


Left:  Allan  Carrasco  wan  second 
plan-  in  the  Worharttnter  40,000 
Vehicle  cate  flat  y  with  his  Possessed 
Nurpic  Dreadnought  at  die  2003  UK 
Golden  Demon  pir r i  i1  j> r  kJ  competition 


A bs tee:  Adust  land's  Typhus  wan  s ec and  place 
in  die  Ytninghlttods  cutegon1  at  the  20 04 
fitdtimotv  Go  I  tic  ti  Demon  pointing  competition 


Above:  Brum  Hatavec's  W?fw  Bearers 
Champion  uvtv  u  ntnotr-ap  at  the  2004 
Chicago  Golden  Demon  pnintittp  <  ampetiiutn 
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ftrh ic-  Dragomir  Chris  Miianovit  hkwp  .verrrrnt  f dare  n-nh  f\i\  Death 
Criumi  Rhino  in  iht  Worhommer  40,tXKi  f.tnyt  Vchkh'  category  at 
rise  2004  (\madhtn  Gaidai  Demart  painting  competition. 


.4 hare  Right,  Steplt aw  Gtnuui \ 
Emperor  \  Cmidrett  term  no  for  i.\  u 
rumnr-np  at  the  2004  t-'tvnch  Golden 
Demon  /Minting  camptntiion. 


Chaos  Space  Marine  Spiue 
Chaos  Warrior  Sprue 
Chaos  Space  Marine  Pack 


99380 102004 
90390201014 
90390102003 


COfflPIIXITY 


99360 1 01 020  Terminator  Sprue  A 

99360 1 01 021  Terminator  Sprue  6 

9947010207306  Thousand  Sons  Torso  1  (x5) 
99470 1Q2Q7S03  Obliteralcrr  Body  1  (x3) 
99470 10207505  Obli  terser  Body  1  (x3) 
0947010206708  iron  Warrior  Head  4  ()6)  % 
994 /U t 020U2 lb  Te rm ,  Comipi-Bqitef  2  (x 5] 
9947010200219  Term.  Power  Fist  (x5) 


A  bo  Ye:  Jason  Michauds  won 
second  place  with  his  Phykns  flic 
Polluted  tn  the  Wurhaninwr 
40.000  Single  Miniature  category 
at  the  HMD  IStmatiuin  C itddca 
Deaton  pointing  minpetitiim. 
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The  bladed  and  sleek  Reaver  Jetblkes  hovered  several  feet  above  the  roof  of  the 
partially  collapsed  building *  Hisserex  could  felt  her  bike's  powerful  anti-gravitic 
motor  thrum  and  purr  beneath  her  skin-tight  gauntlets.  The  machine  was  gently 
pulling  at  the  tethers  that  held  the  Jet  bike  in  place ,  The  signal  to  attack  would 
come  soon ,  and  the  squad  knew  its  mission  was  to  take  out  the  Ork  artillery 
before  the  battle  started  The  Cabal  of  the  Rending  Talon  could  not  afford  to 
have  its  Raiders  shot  out  of  the  sky.  Without  a  word,  the  Succubus  gave  the 
hand  signal.  In  one  fluid  motion,  all  ten  of  the  Jetblkes  slipped  off  their 
tethers  and  glided  downward  in  single  file .  Their  approach  up  a  side 
street  of  the  crumbling  city  was  unchecked,  hi  perfect  uni  son  f  each 
rider  thumbed  the  turbo-boosters  and  sent  their  machines 
rocketing  over  the  rubble  barriers  the  Orks  had  created.  Soon „ 
thought  Hisserex ,  the  wild  joy  of  the  combat  drugs  would 
kick  in,  and  the  bloodshed  would  begin. 


ffrvtitt  Shaw's  Dnchur  iwwi  wtmft 
pitftv  it!  the  2004  Ijh  Annt'tvs  Gi.ddft\ 
Demon  Poiniins  Ontipetitum. 


Vr  ml  Mu  set  try*.*  a  mmwr-vp  at  thr 
2004  <  'hivitgtt  G&ftleti  Demon 
t  *u it  i  ti /iff  Qmpeilti  rm . 


vicious  hand-to-hand  weaponry.  Other  great 
additions  are  Wyches,  who  are  lightly 
armored  hand-to-hand  troops  who  have 
access  to  deadly  combat  drugs  and  a  wide 
selection  of  gladiatorial  weapons.  Dark  Eldar 
have  two  great  Fast  Attack  options  lo  rock 
foes  back  on  their  heels.  Reaver 
Jetbikes  and  Hellions.  For  Heavy 
Support,  the  fallen  Eldar  use  the 
black-pinioned  Scourges, 
the  heavily  equipped 
Ravagers,  or  the  menacing 
Talcs.  The 
Dark  Eldar  are 
full  of  unique 
choices,  and  in 
the  end,  each 
player  will  need  to 
personalize  his  army  with 
squads  and  wargear  that 
fit  into  a  preferred  strategy 
or  style  of  play.  Start  your 
own  terror-causing 
rampage  across 
tho  galaxy  today! 


Merike  Remit t  t-weivti 
tlm  Dart.  EUinr 
in  the  2Qthf  Chirnfiv 
Gulden  Demon 
Paintiu ( "i -unpptt lion. 


Among  the  mysterious  race  of  the  Eldar, 
there  are  those  especially  bloodthirsty  raiders 
who  have  come  to  be  known  as  the  Dark 
Eldar,  Little  is  known  about  these  debased 
cousins  of  the  Eldar.  Striking  without  warning, 
they  are  well  known  for  piratical  raids,  and  it 
is  rumored  that  these  hit  and  run  attacks  are 
staged  to  capture  prisoners  and  fresh  victims 
for  never-ending  tortures  back  in  the  twisted 
Dark  Eldar  realm..  Where  Dark  Eldar  come 
from  and  how  they  came  to  be  this  way  is 
largely  unknown,  but  it  is  assumed  that  the 
only  thing  worse  than  being  killed  by  these 
alien  raiders  is  being  taken  alive  by  them. 


Using  Raider  transports  and 
sophisticated  weaponry, 
successful  Dark  Eldar 
players  need  to  concentrate 
(heir  attacks  and  negate  a  threat 
before  it  has  time  to  respond.  The 
hovering  torture  device  known  as  a 
Talos  can  absorb  some  punishment, 
and  a  Dark  Eldar  Lord  with  a  retinue 


of  fncubi  can  deliver  serious 
damage.  However,  the  rest  of  the 
army  is  fragile,  and  your  enemies 
wilt  know  it f  Dark  Eldar  offer  players 
a  unique  challenge.  In  the  hands  of 
a  master,  the  army  is  swift  and 
ruthless,  but  as  many  careless 
aspiring  Dark  Eldar  Raiders  have  discovered, 
the  army  is  unforgiving  to  tactical  blunders 


Fighting  Style 


Dark  Eldar  are  fragile  but  deadly  foes.  Their 
razor  sharp  attacks  can  quickly  decapitate 
their  enemies  before  they  know  what  hit 
them,  Capable  of  lightning- fast  raids,  the 
Dark  Eldar  rely  on  their  speed  and  anti- 
gravitio  hover  vehicles  to  launch  wicked 
assaults  or  to  get  into  position  to  pour 
massed  firepower  into  an  overwhelmed 
foe..  Although  vicious  in  the  extreme. 

Dark  Eldar  cannot  stand  for  long  in  a 
firefight,  and  their  numbers  are  loo 
few  to  engage  in  a  battle 
of  attrition. 


Collecting  a  Dark  Eldar  Army 


A  good  way  to  start  a  Dark  Eldar  army  is  to 
collect  the  compulsory  squads  from  the 
Standard  Missions  Organization  Chart. 
Select  two  core  Troops  squads  and  an  HQ 
choice.  These  selections  will  also  give 
starting  players  a  great  small  army  to  get 
started.  Warrior  squads  offer  a  fot  of 
firepower,  especially  when  one  or  Iwo  of  the 
Warriors  are  equipped  with  dark  lances 
(for  attacking  vehicles)  or  splinter 
cannons  (for  attacking  squads). 
Raider  squads  are  also  a  Troops 
choice,  Although  smaller  in  maximum 
size  than  the  Warrior  Squad,  ihe  added 
mobility  of  the  Raider  transport  adds  nol 
speed  to  the  squad  but  another 
heavy  weapon  as  well.  A  Dark  Eldar 
Lord  is  a  fearsome  close  combat 
monster  with  access  to  loads  of 
specialized  upgrades  from  the  Dark 
Eldar  Armory. 

When  a  Dark  Eldar  player  is  ready  to 
enlarge  his  army,  a  grea!  first 
expansion  is  a  retinue  for  his  Dark 
Lord,  A  retinue  may  be  composed  of 
Incubi,  wicked  followers  who  are 
equipped  with  power  armor  and 
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Dark  Eldar  Battleforce  Box 

99120112001 

*  20  Dark  Eldar  Warriors 

*  5  Dark  Eldar  Reaver  Jetbikes 

*  1  Dark  Eldar  Haidar 

■  Warhammer  40,000  Jungle  Trees 


Tin  y  rulcbook 

t  tnilmn  s  pointing  mui 
modeling  guides, 
fcu'kxftmttd,  r mtf  the 
fall  fuU'.y  for  Jieidittg  a 
force  of  the  lltirk  Ekltir 


Codex: 
Dark  Eldar 

60030112001 


Lelith  Hesperaxt 
Wych  Lord  Blister  (1) 

99060112032 


Dark  eldar  lord  arm 

99470 11200902 


HAEMONCULUS 1  HAEMONCULUS 2 

9947011200301  S34701T2&D302 

Haemonculus  Blister  (Random  1) 

99060112003 


LELITH  HESPERAX 


LELITH  HESPERAX  BODY 
5^47011203201 


. 


DARK  ELDAR  LORD  BODY 

9947011200901 


LELITH  HESPERAX  FOOT 


LELITH  HESPERAX  SPIKES  IMPALER 


9947011 203203 


9947011 203P04 


9947011203202 


DARK  ELDAR  LORD  (FEMALE)  DARK  ELDAR  LORD 

9047011222601 


Dark  Eldar  Lord  Blister  (Random  1) 

99060112009 


Urien  Rakarth,  Master 
Haemonculus  Blister  (1) 

99060112007 


BIT  NAME:  URIEN  FI AK ART l-L 
MASTER  HAEMONCULUS 

BIT  CODE:  0047011 200701 


KrueElagh  the 
Vile  Blister  (t) 

99060112029 


BIT  NAME:  KRUELLAGH 
THE  VILE 

filT  CODE:  994701 1202M1 
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DRAZHAR  LEFT  ARM 

9947011 202702 


DRAZHAR  RIGHT  ARM 

9947011202703 


Incubi  w/  Assault  Weapon 
Blister  (Random  1) 


DRAZHAR  BACKPACK 

99470 11  £02701 


DRAZHAR  BODY 

99470 11202701 


Drazhar, 
Incubi  Master 

Available  as  Bitz  Only 


INCUBUS  SHREDDER 

994 701 T 201 099 


INCUBUS  BLASTER 

994701 1 20 1004 


INCUBUS  W  ASSAULT 
WEAPON  1 

994 70t 120 1 091 


INCUBUS  W/  ASSAULT 
WEAPON  2 

994701 1201002 


The  fui'tfhl  liihit'r  i.\  it  nnulnfti  dXJittlWieift  f{f  ftw  ltn  nhtt\ 
htuiies  tt/ki  fuw  irk  uhits  ifavkmu'h.  sftt mrr  bdmw 


Incubi  Blister  (Random  2) 

99060112006 


incubus 

BACKPACK  1 

9-947011200605 


JNCJ8US 
BACKPACK  2 

9947011200606 


INCUBUS 
BACKPACK  3 

994  7011 200607 


INCUBUS  1  INCUBUS  2 

994701 1290001  9947011200602 


INCUBUS  3 

994701 1 200603 


INCUBUS  4 

9947011200600 


INCUBUS  £ 

9947011200609 
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BODYGUARD  1  BODY 

9S4701 1203002 


GUNNER  t 

9947011203008 


BODYGUARDS 

9947011303004 


GUNNER  2 

9347DH  £03005 


IN  CUB  I  BACKPACK 

9947011203020 


V EOT  THRONE 
LEFT  SIDE 

9947011203017 


BROKEN  SPIKES 

994701 1 303005 


VECT THRONE 
RIGHT  SlG£ 

994 7011 20301 S 


^PIKF’R 

mm  H203006 


V* 

WEAPON 

MOUNT 

39470 1 1 203007 


VECT  THRONE  BACK 

9947011203014 


GUNNER  ARMS 

90470 l 1 2030 l i 


VECT  PLATFORM 

9947011203001 


VECT THRONE  SEAT 

994  7D 11203021 


VECT  BODYGUARD  t  PUNISHER 

99470 1 1203003 


VECT  TORSO 
9947011203015 


VECT  LEGS 

9947011203010 


RAVAGED  DISINTEGRATOR 

9947011203010 


~  &r 

VECT  RIGHT  ARM 

994701 12030 19 


SLAVE 


1203013 


PRISONER 

9947011203012 
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DWARF  FLESH  BASECOAT 

1 .  Apply  a  Dwarf  Flesh  basecoat.  2.  Apply  a 
50/50  mix  of  Blue  and  Chestnut  Brown  Inks. 
3  Add  Rolling  Flesh  to  the  rnax  and  highlight. 
4.  Final  highlight  is  straight  Rotting  Flesh. 


POINTING  DARK  ELDAR  FLESH 


PALLID  FLESH  SASECOAT 

I .  Apply  a  Pallid  Flesh  basecoat-  2.  Apply  a 
75/25  mix  of  Blue  and  Chestnut  Brown  Inks. 

3.  Add  Pallid  Flesh  to  (he  mix  and  highlight. 

4.  Final  highlight  is  Skull  White  added  to  the 
step'3  mix. 


WYCH  YtJ  HYDRA 
KNIVES  t  BODY 

994701 1001 601 


Mandrakes  a  if  masr  ntalevuitni  of  the  Dork  Eldar,  ffroyinx  on  rhfi>  awn 

kind  frvm  ihf  xliadvw  >  of  Commorniyh.  Who  cun  my  how  a  Dork  Eldar 
(j>rd  t-mt  t-nilve  these  vile  cmttutvx  to  spn'r  Mm  ui  btttiie’f 


wych  w/shardmet 

1  IMPALER  ARM 

994^01 1201 B04 


WYCH 

W/SHARONEt 1 

6947011201803 


WYCH 

W/ SHOULDER  6 

59-3701 1201 007 


SHADOW  GREY  BASECOAT 

1 .  Apply  a  Shadow  Grey  basecoat.  2.  Highlight 
wish  a  50/50  mix  of  Shadow  Grey  and  Dwarl 
Flesh.  3.  Apply  a  second  highlight  with  a  50/50 
mix  of  Shadow  Grey  and  Pallid  Flesh.  4.  Final 
highlight  is  Pallid  Flesh. 


TANNED  FLESH  BASECOAT 

1.  Apply  a  Tanned  Flesh  basecoai,  2.  Apply  a 
Dwarf  Flesh  highlight.  3.  Apply  a  highlight  of 
Eif  Flesh,  4  Final  highlight  i$  Pallid  Flesh. 


WYCH  W/SHAHDNET  1 


WYCH  W/  HYDRA  KNIVES  1 


Wych  w/  Wych  Weapon 
Blister  (Random  1) 

99060112018 


WYCH  W/  FALCHION 
RAZOR  1 

9947011201808 


WYCH  W/  FALCHION 
RAZOR  Z 

994701 120 1809 


WYCH  W7  HYDRA 
KNIVES  3 

994701 120100-5 


WYCH  W/  SHARDNET 
&  IMPALER  2 

0947011201805 


WYCH  W7  HYDRA 
KNIVES  1  ASM 

9947011 201 892 


WYCH 

W/  SHOULDER  7 

95470 1 1 20 1 8 1 0 


M A N  DRAK E 3  MAN  DRAKE  4 

994701 1 202303  994701 1 202304 

Mandrakes  Blister  (Random  3) 

99060112023 


MANDRAKE  1 

9047011202301 


MANDRAKE  2 

994701 12C2302 
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Beastmaster  &  Warp  Beast  Blister 
(Beastmaster  &  Random  1  Beast} 

99060112037 

Warp  Beast  Blister  (Random  2) 

99060112005 


BEASTMASTER 

954701 1200001 


t® 

ifi 

i* 

1 

r  1 
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WARP  BEAST  1  BODY 

9947011200501 


WARP  BEAST  2  BODY 

9947511200504 


WARP  BEAST  3  BODY 

99479-1200507 


WARP  BEAST  1 
FRONT  LEG 

9947011200502 


WARP  BEAST  1 
HIND  LEG 

9547011200503 


WARP  BEAST  2 
FRONT  LEG 

9947211200505 


WARP  BEAST  2 
HIND  LEG 

9947011200505 


WARP  BEAST  3 
FRONT  LEG 

994701 12M50B 


WARP  BEAST  3 
HIND  LEG 

9947011200509 


GROTESQUE  2 


GROTESQUE  4 


GROTESQUE  1 

99470 11  £021 01 


Grotesques  Blister  (Random  3) 

99060112021 


grotesque  3 

9947011202104 


GROTESQUE  2  BODY 

99*470 11202102 


GROTESQUE  4  BODY 

S947Q1 1202105 


GROTESQUE  2  ARM 

9947011202103 


GROTESQUE  4 
RIGHT  ARM 

994701 120Z1DG 


GROTESQUE  4 
LEFT  ARM 

994 701 1202 107 
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Dark  Eldar  Wyches  Box  (5) 

99110112001 

Wyches  Blister  (Random  3) 

99060112016 


Succubus  Blister  (1) 

99060112017 


WYCH  S  BODY 

9947011200110 


WYCH  4  BODY 

99470 11 2001 07 


WYCH  3  BODY 

99470112QD105 


RM  tivrr  !>\  their  Sut'fttN, 
UVtJlcM  spend  their  rilfitv 
fin- v  [teffn-tiufs  the  ttf 

xitulkiiwitii  eomtmt. 


WYCH  5 
SHOULDER 

9347011200111 


WYCH  4 
SHOULDER 

994701 1200109 


WYCH  4 
GUN  ARM 

99470 11  EC0 100 


WYCH  3 
SHOULDER 


SUCCUBUS0ODY 

094  7011 200101 


WYCH  7 
W BLASTER 

■99470 11 2001 13 


WYCH  W/ SHREDDER 


WYCH  6 
W/ SHREDDER 

9947(11 1200112 

Wyches  w/ Assault  Weapons  Blister  (Random  2) 

99060112038 


SUCCUBUS 

SHOULDER 

9947011200102 


WYCH 

W/ SHREDDER  BODY 

994/0 11 2001 03 


WYCH  W  SHREDDER 
SHOULDER 

9947011200104 


m 
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DflHK  mm 


RAIDER  CREW  SPRUE  (SHOWN  50%  ACT,  SfZE) 

M3SD1 12003 


99120112003 


SYBARITE  I 

99470 1 1 20020 1 


HAIDER  PLATFORM  SPRUE  (SHOWN  50%  ACT  SIZE) 

993M 112002 


RAIDER  HULL  SPRUE  (SHOWN  50%  ACT  SIZE) 

99300112004 


SYBARITE  2 

9347011200202 

Sybarite  Blister 
{Random  1) 

99060112002 


WARHAMMER 

401000' 


Dark  Eldar  Warriors  Squad  Box  (16) 

9912011 2002 


DARK  ELDAR  WARRIOR 
BLASTER  ARM 

701 1201  SOS 


DARK  ELDAR  WARRIOR 
SHEDDER  ARM 

994701  IS0 1303 


DARK  ELDAR  WARRIOR 
DARK  LANCE  ARM 

9947011201403- 


DARK  ELDAR  WARRIOR  SPRUE  (SHOWN  SD%  ACTUAL  SIZE) 

49380112001  -  AVAILABLE  ONLY  IN  WAHHlORS  SQUAD  BOX 


DARK  ELDAR 
WARRIOR  BODY  1 

9947011&013D1 


Dark  Eldar  Warriors 


DARK  ELDAR 
WARRIOR  BODY  2 

9047011201302 


w/  Dark  Lances  Blister  (2) 

99060112014 
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Dark  Eldar  Warriors 
w/  Assault  Weapons  Blister  (2) 

99060112039 
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Tfh‘  Rearer  Jeihikv  is  a  one- crew  veinefe  that  uses  an  anti -gfw'i fir  twfttthc  ftiRitte.  The  front 
rntHfpy,  rear  canards,  ami  keei  Matte  assume  various  form*.  Whether  these  forms  eater  to  if  re 
riders  aesthetic  tastes  of  different  haitffJkM  sitmuirms  is  impttssihle  to  fell.  The  Reaver 
Jetbike  is  eapaMe  iff  high  speeds  ami  fires  spikner-tike  ammunition  „ 

Cl  ussi  t  umI  DllSil 


A  tic  plus  Asiatics  DrciKtnouyh! 

Dmc:  SK4R576.M4I 


Reaver  Jetbike  Squadron  Box  (3) 

Available  as  Bitz  Only 


i  V 

i  .  1-’  ill* 

?  — 

%b£P-r,*  .  tan 

-.■w—  i.. 

U  { 

■  1  ■  ■ 

v- 

.  .  ,1  C'CHlU*™! 

IT  jM  ■■«  v  ■  '  1 

JETBIKE  WYCH 

TORSO  1 

99470 11202206 


JETBIKE  WYCH 
TORSO  2 

9947011202207 


JETBIKE  SUCCUBU5 

9947011202203 


JETBIKE 
3UCCUBUS  ARM 

99470 11202204 


* 


JETBIKE 
WYCH  ARM 

99470 11 202203 


REAVER  JETBIKE  SPRUE  (SHOWN  70ni  ACT  SIZE) 

99390112001 


JETBIKE  SHREDDER 

5947011202201 


JETBIKE  BLASTER 

9947011202202 
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RAIDIFUnnVBGER  PANEL  PAINTING 


A 


GLYPHS:  Pick  a  glypti  you  woutd  like  to  painl 
and  map  out  where  it  will  be  painted-  Paint  it 
carefully  with  Fortress  Grey.  Highlight  Ihe 
glyph  with  Skull  White  Clean  up  any  fagged 
lines  with  Ihe  background  eg  lor.  Apply  Gloss 
Varnish  to  make  the  glyph  stand  out. 


Hellion  Blister  (Random  1) 

99060112031 


HELLION  BODY  t 

954701 1203101 


HELLION  BODY  2 

99470 1 1 2031 02 


hellion  BODY  3 

9947011203103 


DIAMONDS:  Paint  a  diamond  shape  with  a 
50/50-  mix  of  Vomit  Brown  and  Bleached  Bone 
Outline  the  edges  with  Chaos  Black  and 
highlight  the  diamond  by  adding  more 
Steadied  Bono  to  ybur  basecoat  mix,  Apply 
Gloss  Varnish  to  make  it  stand  out 


LIGHTNING:  Paint  your  lightning  shapes  wifh 
Sunburst  Yellow  Highlight  with  Bad  Moon 
Yellow.  Highlight  intersecting  areas  with  a 
50/50  mix  ol  Bad  Moon  Yellow  and  Skull 
White.  Be  sure  to  leave  areas  ol  The  previous 
color  showing  through.  The  final  carefully 
applied  highlight  is  straight  Skull  While. 


MARBLE:  Map  out  thin  lines  over  black  with  a 
33/33/33  mix  ol  Chaos  Black,  Dark  Angels 
Green,  and  Jade  Green.  Paint  thinner  linos 
atop  ol  these  lines  with  more  Jade  Green  to 
ihe  mix  for  each  successive  highlight  The 
Final  highlight  is  a  carelully  applied  Thin  line  of 
a  50/50  mix  of  Jade  Green  and  Skull  White. 


HELLION  HELLO  LAI  VE  1 

9347011203105 


HELLION  SKYB0ARP 

0947011203104 


HELLION  HELLGLAIVE  1 

9947011 203 1 05 


HELLION  HELLGLA1VE  3 

9947011203107 


Mutinied  f» r  tnuhi-hladeif 
sky  boards,  Iblirnux  \in-cp 
i-Am  jj  from  the '  sk\  while 
MTi'iimhix  ctiilthijz  hat  fit. 
tries  These  Park  f-hhir 
tie  fight  in  'iivj'j'u  i'v/  {ttiiwk\ 
anti  ttsc  their  speed  tnui 
sfwcittiiZi'ii  tovtifious  to 

strike  tftih  k  tiitti  then 
It tovt  out  of  rasl^e  he  fine 

the  enciity  ftui  turn  their 
films  to  hear. 


IK  14 


ililialL 


IIH 


.1 
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II  ARK  EIDfln 


The  Ri  f  rarer  emtttx  with  that 
Raider  Plaffirnii  Sprue 

2002},  i ht '  Ruufrr1  £  ~ren 

Sprit?  {<#39011 2003 h  ami  the 
RuMer  mil  Sprue  { 99390 i  1 2tl04  < 
fthtwii  in  the  Troops  wtton. 


R A V AG EFt 
LEFT  SCYTHE 

&947Q1 1202309 


RAVAGER 
RIGHT  SCYTHE 

9947011202810 


RAVAGER  GUNNER  1 

994701 1 2C2901 


RAVAGER  LEFT  SIDE  HAVAGEfi  RIGHT  SIDE 

9&4701 1  964  701 1 202&07 


T» 

RAVAGE R  WEAPON  MOUNT 

9947011202000 


RAVAGER  GUNNER  ARMS 

9947Q11202BQ3 


All 
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PAINTING  DARK  ELDAR  BLADES 

Dark  Eldar  models  have  a  variety  of  di  Horen  I 
blades  that  paint  up  well  with  a  few  simple 
techniques  that  yield  great  metallic  looks. 


TRADITIONAL  METAL 

1 .  Start  with  a  Bollgun  Metal  drybrush. 

2.  Follow  with  a  Chain  mail  dry  brush.  3.  Wash 
with  Black  Ink.  4.  Finish  with  a  highlight  of 
Mithril  Silver. 

CLEAN  SHARP  METAL 

1.  Paint  ihe  blade  with  a  50/50  mix  of 
Boltgun  Metal  and  Chaos  Black.  2.  Highlight 
with  Boltgun  Metal.  3.  Follow  with  a 
Chain  mail  highlight  4.  Finish  wish  a  Milhril 
Silver  highlight. 


RUSTY,  WEATHERED  METAL 

1.  Start  with  a  Mithril  Silver  basecoat. 

2.  Add  a  Chestnut  Brown  wash.  3.  Wash  with 
a  Chestnut  Brown  and  Black  Ink  wash  mix. 

4  Finish  wilh  a  Milhril  Silver  highlight 


ALIEN  ALLOYS 

L  Start  with  a  Chainmail  basecoal, 

2.  Add  a  Green  Ink  wash.  3.  Follow  with  a 
Chestnut  Brown  wash,  4.  Finish  by 
drybrushing  with 


\E|  fTMTTMjmrr*  *4ff1Jl 


Cotistrwtrd  hy  tin*  i matin  Harntomitfi.  the  Tttlw  a  ittnufe  device  that 
in  t'i'P  jvrm.v.v  tlw  bairleflnU  un  ijrjjF^rtfrrtfr  minors,  (arches  on  U*  tss 
Jon  a,  and  Ineancratcs  them  wtthm  im  armored  stintL 


TALOS  ARM  MOUNT 

§947011201200 


TALOS  CARAPACE 

03470  IIEtrt  204 


Tales  Box  (1) 

99110112012 


TALOS  GUN  1 

9947011201210 


TALOS  SCYTHE 

904  701 1201209 


TALOS  GUN  2 

9947011201211 


TALOS  FUSELAGE 

3947011201201 


TALOS  PROW 

99470 1l2n  1203 


TALOS  SPIKES 

§9-1 701 1201 205 


TALCS  P I NCE  BARM 

0347OH2O12O7 


TALOS  NEEDLE  ABM 

99470 1 1 £0 1 203 


TALOS  BODY 

994701 1201202 
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Scourge  Squad  Box  (5) 

99110112011 


Scourge  w/  Heavy  Weapon  Blister  (Random  1) 

99060112035 


SCOURGE  SYBARITE 

9947011201101 


Karh  Sctwtfte  mtJtft  in  the  immd 
set  (J r  blister  eumvs  with  the 
Scourge  Ufr/j>*  shown  heft  ms 


SCOURGE  WINGS  1 

99470 112011 0B  i1. 


Scourge  w/  Splinter 
Rifle  Blister  (1) 

99060112020 


SCOURGE  W/  SPLINTER  RIFLE 

9347011202001 


SCOURGE  BODY  1 

9947011 201 102 


SCOURGE  BODY  2 

9947011201103 


SCOURGE  BODY  3 

994701 1 20 1 1 04 


SCOURGE  BODY  4 

9947011201105 


SCOURGE  DARK  LANCE 

9947011201106 


SCOURGE  SPLINTER  CANNON 

9947011201107 
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warhammer 

<0000 


KEV  _ 

|  Top  Box(es)^  Basecoat  Colors  &  Ink  Washes  □  Bottom  Box(es):  Highlights  ^2 

Mixed  Colors 

Mtifnigtit  &tua 
UH’Jir.wms  Biu$ 


Below:  Jw  !  fill  used  Rf?pfix 
mid  rssitt's  i.w)  ht\  IHWj 
Ktiiift'. r  In  decorate  J^fr-  pfv\v. 
iSfa jirjrW'.i  vf  actual  fi~e.t 


LtCfie  Purple 


Abaw:  AVjV  <A  ( "hr is  Sin  tin  used  ndur 
fuimfimi  vn  the  {ran r  iff  the  sd^meirls  *>t  the 


Crt30S  fltiCfc.  Red  Hare 


itrritur  frhltitli;  ut  the  front  of  etuh  JetNke. 


Fbrtwss  Gnrr.  Stood  Red 


Dark  Xflflfeijf  Gmf)  EfPSsft 
Seotp>Q rj  Green,  Bf  fr iis/r  .£  @fej£fiKf  Bone 


□ 


Seel-  Red  nV.?/:vi  Brass 
Wood  Hat.  MrtHrp  Silver 


Bliaos  Black.  Ei!  Rush  &  fflWti-.ir  Grey 
St! mow  Grey  Etf  Flesh  &  Skitlf  White 


Red  Gore.  Ltctre  Purple 
Stood  Red,  Ltdte  Purple  <4  Skill)  Wtirte 


h’.i'ij  |j  vri:.  Dwarf  Brow: 
Blond  Bed,  flurntf/wd  Fluid 


CltaOS  BtUCti,  Rnttpun  Meid[  GtOOS  flfeCtf.  SC&t>  Rett 

Fprtrass  Gray,  fftitirf Silver  StiadPw  Grey  Blmt  Bed 


84  EflHtS  WUHHSHDP  liHIHLUB 


•II  |H 


„1F  i  VlrtJ-  |r,  |l4i,  !#*«?  4J 


.  Jk«  ,  lIi  *mh-i  s  us  rohr-i 


flupj  ghjg,  nhmn\$t 


HlfV  *lf  |  i  haeli  l3hr  r*<™  -B",!*  ■ 


TACTICS 


TIPS  FOR  WINNING  WITH  DAHX  ELDAR 

A.  The  webway  portal  is  a  very  useful  tool  lor 
Dark  Eldar  armies.  Dark  Eldar  can  bring  in 
reserves  through  ihe  portal  rather  than  from  the 
table  edge  and  spring  into  action  much  more 
easily,  If  one  webway  portal  is  good,  two  are 
even  better1  Consider  purchasing  two  web  way 
portals  to  ensure  that  you  can  bring  out  heavy- 
hitting  units  Like  Tales  and  Ravage rs  into  a 
position  where  they  will  do  die  most  good  when 
you  rated  them  lo. 

B.  Raiders  are  another  way  that  Dark  Eldar  can 
maneuver  into  position  on  the  battlefield  A 
greai  way  to  use  these  swifbbut-fragife 

l  ran  sports  is  to  concentrate  your  force  on  one 
portion  of  the  enemy  lines  by  zooming  up  one 
side  ol  ihe  table.  This  strategy  can  be 
particularly  effective  in  missions  thal  use  the 
Escalation  rule,  You  can  bring  your  Raiders 
onto  the  board  in  the  same  area  and  focus 
mosl  of  your  army  in  a  place  where  your 
opponent  can  bring  only  a  portion  of  his 
army  lo  bear. 

C.  An  Archon  or  Dracon  can  become  quife  a  terror 
in  assault  with  The  right  wargear.  One 
interesting  combination  includes  a  tormentor 
helm,  combal  drugs,  the  shadow  field,  an 
agonizer,  poison  blades,  and  a  Hellion 
skyboard.  This  combination  of  equipment  gives 
you  a  commander  who  can  sip  around  the 
battlefield  and  engage  any  enemy  wnlh  a  good 
chance  of  success.  Against  high -Toughness 
creatures,  the  poison  blades  will  perform  well, 
white  the  agonizer  can  handle  most  vehicles  or 
opponents  with  a  good  armor  save.  In  the 
meantime,  the  Hellion  skyboard  doesn't  slop 
the  commander  from  gaining  the  bonus  for  two 
hand  weapons,  and  the  tormentor  helm  gives 
the  commander  something  lo  shoot  with  in  the 
Shooling  Phase  as  well! 


COUNTERTACTICS 

TIPS  FOR  FIGHTING  AGAINST  DARK  ILDAR 

A.  Wehway  portals,  while  dangerous,  are 
susceptible  to  a  couple  of  countermeasures. 
First,  there's  a  chance  you  can  desiroy  the 
model  carrying  the  web  way  portal  if  you  can 
identity  him.  Of  course,  you'll  need  quite  a  bit 
ol  firepower  (and  probably  some  indirect-fire 
weapons  like  a  Basilisk  or  Whirlwind  as  well)  To 
make  certain.  Second,  webway  portals  arc  not 
very  useful  El  you  can  surround  them  with  your 
models  to  stop  enemy  units  from-  coming  Onto 
the  board.  In  this  case,  what  you  will  need  is 
lots  of  troops  who  can  roach  the  webway  portal 
in  lime  (bikes,  cavalry,  jump  infantry,  and 
transports  can  help}. 

B.  Deployment  is  critical  when  facing  an  army  that 
is  as  mobile  as  the  Dark  Eldar.  By  placing  your 
army  close  together  in  one  area  of  the  board, 
you  can  respond  with  ihe  majority  ol  your  force 
to  almost  any  Dark  Eidar  maneuver. 

C.  This  commander  is  a  daunting  prospect  for  any 
squad  to  face  and  extremely  difficult  to  kill  due 
to  the  shadow  field,  However.  this  model  can 
be  taken  clown  through  several  methods.  Any 
weapons  that  ignore  invulnerable  saves  (such 
as  psycannons.  incinerators,  or  warscythes) 
should  destroy  this  commander  fairly  quickly. 
Another  method  is  to  surround  the  Dark  Eldar 
commander  and  use  the  sheer  weight  of 
numbers  to  drag  her  down  -  allhough  ihe 
shadow  field  fails  only  on  a  1 ,  if  you  make  your 
opponent  roll  enough  dice,  that  result  will 
eventually  come  up  I 
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Right:  This  menacmy;  'tiifos  conversion 
nwj  Bruno  Rizzo  lit?  silver  it r  she 
■•■fit tele  eatefiury  at  the  2000  french 
Golden  Demon  competition. 


Ritfl d:  A  Dark  EldaC  I.tird  h\  ,ht'<  Hull. 

Iff  low:  -1  fantastic  Dark  Etdar  htvnbi 
Khmer  fry  Felipe  R.  fJrtmh uawz  is  front 
the  Sfutmslt  (johieo  Denton  competition 


Abort:  Jason  Dyer  iw  the  Army  Appearance  ttwtmf 
nidi  his  Dark  Eldar  tu  she  Seattle  2001}  Grata/  Toitrnnfiutii 


Ihofe:  fCciih  Robertson  "s 
Drujun .  Master  of  Blades 


Iftyi  f.'  Douglas,  Htmn  nwi  the  Slayer 
Sword  tn  the  2002  Canada  Golden 
Demon  pttintittp  competition  with 
"Brother  s  Keeper. "  tut  amazing 
Dark  Etduf  Lord  conversion ■ 


WARHAMMER 

_ 40.3  ft  Ok _ 


f  99360104001 
9936020700? 

Eldar  Guardian  Sp-rue 
Zombie  Sprue 

“N 
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COMPLEXITY  RATING 
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Left:  Park  fhitir  Antum 
in.  Hannas  Bwsc  jfl'tMi 
the  2000  french  Go  Men 

Demon  vompeiitioi »■ 


Left:  This  i't:> tn- tried  it  ten  hi 
stjttntl  I'ttnt at  Tohhkss  Mvrnan 
fisc  ijaUi  jrr  the  40K  St/umi 
i  iitegttry  at  the  2000  GfC 
Golden  Demon  amwetition. 


Ptiiti  Clutmtwlain  Dork: 

Khktr  Reavers  were  used  in  his 

Grand  iintrmimcnt  urmv. 


ALTER  HATE  MODEL  -  EUTTS 

Wyches 

COMPONENTS  FOR  4  COMPUTE  MODUS 


994701 1201304  Wych  Impaler  Arm 
394701 1 20301 9  A.  Vect  Right  Arm  (?;3) 
994702 1203602  Wilch  Elf  2 
9947021203603  Witch  Elf  3 
9947021203604  Witch  Elf  4 
9947021204002  Witch  Elf  SSandard  Bearer 


COMPLEXITY  RATING 


oo 
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Far  seer  Tyli  shifted  her  mind  and 
broadcast  a  message  to  the  awaiting 
commanders.  The  time  to  launch  the 
attack  was  now T 

Instantaneously,  each  Eldar  leader  set  his 
squads  in  motion.  Their  anti-gravitic 
engines  whining  under  the  sudden  hurst 
of  speed,  Jet  bike  squadrons  and  Falcons 
swept  forward  on  the  flanks. 

Guardians  with  their  heavy 

a  kt 

weapons  platforms  emerged 
from  cover  to  anchor  the 
center  Rangers,  far  closer  to 
enemy  lines  hut  hidden  by 
their  Cameleolim  Cloaks, 
opened  fire  at  key  targets 
with  their  long  rifles. 


-4  s  Tyli  had  planned,  the  sudden 
synchronized  attack  had  eradicated 
the  Imperial  forward  fire  base  before  a 
distress  signal  could  be  senL 


The  Eldar  race  is  ancient  beyond  human 
reckoning.  It  is  said  that  the  Eldar  had 
mastered  the  intricacies  of  space  travel  before 
Mankind  first  looked  upward  at  the  stars. 

The  Eldar  are  a  technically  advanced  but 
dying  race  and  have  suffered  a  vast 
cataclysm  that  split  their  once  mighty 
civilization.  New,  the  Eldar  are  a  race  of 
wanderers  fighting  to  reclaim  their  shattered 
domain  in  a  galaxy  of  barbaric  usurpers  and 
Insidious  evil. 


Above:  Shawn  Lai/on t  nr.w 
seco Hit  pbin  at  Atlanta  Garner 
Dtiy  20 (U  with  fn\  Si-iT  Coum'U. 


Right:  Bryan  Shaw 
14 wi  thiol  place  itt  she 
Warliwtwicr  40.000 
Single  Minin  Hire  category 
itt  the  Ijis  Angeles  200J 
Gtihien  Demon  eimipeiilrim. 
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Collecting  an  Eldar  Army 

Most  players  begin  their  Eldar  armies  with  a 
strong  force  ol  Guardians  [either  Storm 
squads  or  Defender  squads)  and  a  Farseer  to 
fulfill  the  compulsory  HQ  and  two  Troops 
choices.  Next,  the  varied  abilities  of  the 
Aspect  Warriors  allow  the  commander  to  pick 
and  choose  which  skills  he  values  most  —  the 
deadly  charge  of  the  Howling  Banshees,  the 
short- ranged  firepower  of  the  Fire  Dragons, 
or  the  displacing  movement  of  the  Warp 
Spiders.  Each  of  the  Elites  choices  offers 
superlative  abilities  in  some  [but  never  ail]  the 
arts  of  war. 


Fighting  Style 

More  than  any  other  army,  the  Eldar  are 
made  up  of  highly  specialized  squads,  HQ 
types,  and  vehicles.  When  a  masterful 
commander  can  play  to  the  strengths  of  each 
squad  or  modei,  the  Eldar  become  a  nigh 
unstoppable  force,  In  the  hands  of  a  novice, 
Ihe  army  is  fragile  and  easily  broken. 
Blending  the  right  mix  for  each  game  is  an  art 
unto  itself, 


Farseers  and  Warlocks  provide  the  Eldar  with 
very  powerful  psykers,  and  the  towering 
might  of  a  Wraithlorri  or  the  lightning -fast 
attacks  of  a  Jetbike  squadron  wifi  be  hard  to 
pass  up.. 

Whether  your  style  is  moving  quickly  into 
hand-to-hand,  hit-and-run  attacks,  or 
anything  else  you  can  come  up  with,  an  Eldar 
army  that  is  focused  toward  an  overall  plan 
is  a  deadly  force  on  the  battlefield! 


Eldar  vehicles  provide  more  fast  and 
heavily  armed  options.  With  Falcons  and 
Wave  Serpents,  the  Eldar  excel  at  swift 
attacks  and  flexible  defense,  These 
vehicles  enable  the  Eldar  to  move  the 
right  units  where  they  are  needed. 
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30  Eldar  Guardians 

3  Eldar  Jetbtkes 

1  Vyp-er  Jetbike 
1  Falcon  Grav  Tank 

4  Warhammer  40,000  Jungle  Trees 


Craftworld  Eldar 

60030104002 


AVATAR  MANE 

934701  CMOS  105 


avatar  torso 

994711  f 0400102 


AVATAR  LEGS 

99470104001 01 


Avatar  of  the  Bloody- 
Handed  God  Blister  (1) 

990601 04074 


AVATAR  RIGHT 
ARM  &  SWORD 


AVATAR  ELQODY  HAND 


Their  prodigious  powers , 
them  to  see  the  futon 


Eldrad  Ulthran,  Farseer 
of  Uithwe  Blister  (1) 

99060104027 

0tT  NAME:  ELDRAD  ULTHRAN 

BIT  CODE  9947010102701 


Farseer  Blister  (1} 

99060104066 


FARSEER  spear 

994701 0405602 


FARSEER  BODY 

99470 10405301 


1 1 

1  ft 

99470 1040Q1Q3 

99470 10400 104 

Fanners  are  potent  psyfters. 

t) 
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Phoenix  Lord 


Fuegan  Blister  (1) 

99060 1 04029 


FUEGAN 
FIRE  AXE 

9947010402902 


Phut: nix  Lfinls  on  this 
pa  fie  tire  only  nwtilable 
via  Special  Offer. 


FUEGAN  BODY 

9947010402901 


Phoenix  Lord 
Karandras  Blister  (1) 

99060104028 


KARAN  DR  AS  HEAD 

0947010402602 


KARAN DR  AS  BODY 

9947010402601 


Phoenix  Lord 
Baharroth  Blister  (1) 

99060104007 


BAHARROTH  BODY 

9  &4  701  CM 00701 


Phoenix  Lon  It  have  moetetl  the  £ahi\y  for 
mifieiutiti  and  tine  totter!  x  fettrlew.  .1 
Ptmenix  Lord  will  never  Jail  hack  or  he 
pinned  ■  firn  by  attack#  that  tfo  aot 
normality  allow  a  Morale  check  to  be  taken* 


BAHARROTH 

VYINGS 


9947010401906 


Phoenix  Lord 
Asurmen  Blister  (t } 

99060104004 


Phoenix  Lord 
Jain  2ar  Blister  (1) 

99060104006 


JAIN  ZAR  BODY 

9947010400601 


JAIN  ZAR  LEFT  ARM  AND 
BLADE  OF  DESTRUCTION 

9947010400602 


JAIN  ZAR  RIGHT  ARM 
&  SILENT  DEATH 

994701 0400603 


9 

ASURMEN 

BANNER  POLE  ASURMEN  BODY 

994701040040,2  9947010400401 


TTRAiUC 
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Complete  the  haghlkjhting 
and  shading  of  the  area 
j  where  the  rune  will  be 

§  I  w\  Pc>Sl[l0necj  an[J  Is*  it  dry. 

jJP  lLa  Next  take  a  sharpened 

*  ri"  pencil  (the  mechanical 

^rfy*  onies  WOr^  and 

.  ^  < YBk  lightly  draw  out  the  design 

)  ■  '  that  you  wish  to  paint.  If 

f  1 1  you  are  working  over  a 

.  *^|  dark  color  use  a  white 

charcoal  pencil. 

Paint  over  the  pencil  lines 
jjttgWi 3^^  with  thinned-down  Chaos 
i^kW-  l  Slack  painl,  Test  the 

|  consistency  of  the  paint 

T*  before  applying  it  to  the 

modol,  fl  Ihe  paint  is  too 
thin.,  it  will  no  longer  be  opaque.  Hit's  too 
thick,  it  will  make  your  design  lumpy  and 
obscure  the  detail  When  pointing  the  design, 
make  sore  to  cover  too  pencil  lines  completely 
with  the  paint, 

'.PffKTJW  Once  dry,  go  back  with  a 
i;1  \  bright  opaque  color  and 

P^nl  in  the  center  oF  the 
BH  i  i  Chaos  Black  lines.  When 


Lflthwe  Seer 
Council  Box  (5) 

99110104084 


SEER  COUNCIL 
WITCH  BLADE  3 

994701 04&340.1 


SEER  COUNCIL 
FARSEEfi  2 

9947013408402 


WARLOCK  S 
W  WITCH  BLADE 
99470 1 040240S 


SEER  COUNCIL 
WARLOCK 


WARLOCK 
W7  SINGING  SPEAR 

9947010402407 


SEER  COUNCIL 


SEER  COUNCIL 
WARLOCK  BODY 

9&47d1 0409403 


5947010400401 


WUrttH'k  with  Singinjt  Spmr  fW47iif 0402407}  nmt  Wfu-turi;  *  with  tlV/rW 
BUirfi-  ant  ut.it*  he  niinitaxal  itt  the  B fitter, 


•  W  toe  central  line  with  a  bit  of 

pure  Skull  White.  Save  these  trny  highlights  for 
sharp  corners  or  the  tips  ol  tines  to  make  the 
design  appear  \o  have  a  bn  mere  depth  to  it. 


Begin  by  painting  the  gem 
with  toe  desired  base  color 
We  used  Jade  Green  for  ihe 

Next,  cake  the  darker  shade 
(Scaly  Green  here)  and 
paint  toe  upper  right  or  left 
corner  ot  the  gam.  While  the 
paint  is  still  wet,  take  another 
brush,  wet  it,  and  break  up  ihe  lower  border 
of  ihe  darker  shade  color  until  il  makes  a 
smooth  transition  into  the  base  color.  A  little 
practice  may  be  necessary,  but  the  end  result 
is  quite  attractive. 

For  the  highlight,  paint  the 
bottom  edge  of  the  gem 
W  opposite  the  shading  using 

the  lighter  shade  color 
(Skull  White  added  to  Scaly 
Green  in  this  case), 

Use  the  same  technique  as  described  above, 
making  sure  that  you  leave  enough  of  the 
base  color  to  make  a  smooth  transition  from 

highlight  to  shadow, 

When  satisfied  with  the  biend 

'w£  cf  shadow,  base.  -hi'lI  highlight 

colors,  take  a  bit  of  thinned 
Skull  White  paint  and  apply  a 
single  tiny  highlight  in  the  center  of  the  darkest 
pan  of  the  gem.  Finally,  add  a  thin,  curved  line 
of  Skull  White  along  the  bottom  edge  to  (inish 
off  the  overall  effect. 


WARLOCK  2 
W /  WITCH  BLADE 

9947010402401 

Warlock  Blister  (Random  1) 

99060104024 


WARLOCK  4 
W/  WITCH  SLADE 

9947010406401 


WARLOCK  1 
W  SINGING 
SPEAR 

9947010402404 


Phut'nix  Lmw  Sfuufttiit 
Ra  k  tmh  amikMe 

r 

via  Spw.wt  Offer. 


Phoenix  Lord 
Maugan  Ra  Blister  (1) 

99060104005 


1Y1AUGAN  RA 
BACKPACK 

9047010400503 


MAUGAN  RA 
BOOT 

99470 1 040050 1 


MAUGAN  RA 
MAUGETAR 

094701 04  C0502 
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APPLYING  DECALS 
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The  application  of  a 
decal  can  add  some 
extra  detail  and 
character  to  your 
models,  Start  by 
choosing  an 
appropriate  decal  lor 
your  vehicle  or  model 
and  carefully  cut  it 

out  from  the  sheet  It's  a  good  idea  to  col 
some  exlra  space  around  one  side  of  the 
decal.  This  space  makes  it  easier  to  hold  the 
paper  while  you  transfer  the  decal  to  the 
model's  surface.. 

Take  a  pair  of 
tweezers  and  hold 
the  transfer  by  the 
paper  surrounding  it 
The  shiny  area  is  the 
pari  that  will  be 
transferred,  so 
holding  on  to  the 
paper  anywhere 

outside  of  this  area  should  be  tine.  Dip  the 
transfer  in  a  shallow  dish  of  water  {we  used  a 
jar  lid)  and  hold  it  under  water  for  about  30 
seconds.  When  the  decal  starts  to  peel  away 
from  Ihe  paper,  it  is  ready  to  be  transferred, 

Take  a  brush  and 
dampen  the  area 
where  you  plan  to 
apply  the  transfer. 
This  method  will  help 
you  reposilion  the 
transfer  to  get  the 
placement  just  right. 
While  holding  the 
edge  of  the  paper  with  the  tweezers,  take  a 
brush  and  gently  slide  she  decal  off  the  paper 
onto  the  model's  surface. 

Reposition  Ihe  decal 
with  a  wet  brush  until 
it  is  in  the  desired 
position.  Next  lake  a 
piece  of  paper  towel 
or  a  dry  brush  and 
gently  dab  away  any 
excess  water  from 
the  surface.  This  step 
should  affix  your  decal  tnlo  place.  If  you  notice 
bubbles  under  the  decal,  re-wet  The  decal  and 
smooth  it  out  with  a  damp  brush. 

Take  some  of  the 
background  color 
and  paint  over  the 
shiny  area  around 
the  decal.  This  step 
win  help  hide  the  fact 
that  a  decal  was 

__ _  used  and  prevent  it 

from  detracting  from, 

the  overall  appearance  of  the  model,  It  you 
like,  the  rest  of  the  transfer  can  be  painted 
over  in  a  different  color  to  suggest  a  hand¬ 
crafted  appearance. 


Banshees  Blister  (Random  2) 

99060104067 


HOWLING  BANSHEE 
BODY  1 

&9J7B1&406701 


HOWLING  BANSHEE 
BODY  2 

99470 10 406702 


HOWLING  BANSHEE 
BODY  3 

9947010406703 


i 


HOWLING  BANSHEE 
SWORD  1 

9947010406704 


HOWLING  BANSHEE 
SWORD  £ 

9g47Q1Q4C-670& 


HOWLING  BANSHEE 
SWORD  3 

9-34701 C-4Q670G 


Howling  Banshee 
Exarch  Blister  (1) 

99060104070 


HOWLING  BANSHEE 
EXARCH  BODY 

99470 104070&2 


HOWLING  BANSHEE 
EXARCH  WEAPON 

99470 10407001 
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FIRE  DRAGON  BODY  1  FJRE  DRAGON  BODY  2  FIFE  DRAGON  BODY  3 

994701  040B2D 1  9047010400202  99470 104*)®  203 

Fire  Dragons  Blister  (Random  2) 

99060104082 


Fire  Dragon  Exarch  Blister  (Random  1} 

99060104080 


FIRE  DRAGON 
EXARCH  BODY  1 


ELITES 


FIRE  DRAGON 
EXARCH  FUSION  GUN 

904701 0403002 


FIRE  DRAGON  EXARCH 
BODY  FOR  FSRERIKE 

904701 0403003 


FIRE  DRAGON 
EXARCH  FIREPJKE 

994701 0403004 


Striking  Scorpions  Blister  (Random  2) 

99060104076 


Striking  Scorpion 
Exarch  Blister  (1) 

99060104078 


STRIKING  SCORPION 
EXARCH  CLAVY 

9947010407802 


STRIKING  SCORPION 
CHAINSWORD  ARM  1 

9947010407804 


STRIKING  SCORPION 
CHAINSWORD  ARM  2 

994701 0A076DS 


STRIKING  SCORPION 
BODY  1 

9947010407601 


STRIKING  SCORPION 
BODY  2 

9047010407602 


STRIKING  SCORPION 
BODY  3 

9947010407603 


STRIKING  SCORPION 
EXARCH  BODY 

9947010407301 
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Wraithguard  Blister  (Random  1) 

99060104008 


WRAITHGUARD  HEAD  1 

9^470104,00801 


Warp  Spider 
Exarch  Blister  (1) 

99060104030 


WARP  SPIDER 
EXARCH  CARAPACE 

99470  10-103002 


WARP  SPIDER  1 

9947010402601 


WARP  SPIDER 
EXARCH  BODY 

9947010403001 


WARP  SPIDER  2  WARP  SPIDER  3 

9947010402602  9947010402602 

Warp  Spiders  Blister  (Random  2) 

99060104067 


WARP  SPIDER  EXARCH 
DC  ATHSP  INNER 

9947010403003 


WRAITHGUARD  HEAD  2 

994701 04PQ&03 


WRAITHGUARD  HEAD  3 

39470 1 0400005 


WRAITHGUARD  BODY  1 

934701 0400SW 


WRAITHGUARD  BODY  2 

99*4701 04 0-D  602 


wraithguard  body  3 

9947010400806 
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Guardians  Box  (16) 

99120104003 


guardians  sprue  (shown  actual  size) 

99300104001 
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99510104002 
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77« ■  lildar  Storm  (ittanfhms  foxed  net  comes  with  the 
(Jwtreiiti)}\  Sprue  (99380104001 1  mid  Ehltir  Decal 
Sheri  i  yy5  fO  104002  ‘t  shown  on  lire  previous  pave. 


STORM  GUARDIAN 
PISTOL  SPRUE 

9947010408502 


Eldar  Storm  Guardians  Box  (8) 

99110104085 


STORM  GUARDIAN 
CHAINSWQRD  SPRUE 

W47D1W0S5W 


STORM  GUARDIAN  HEADS  SPRUE 

&94T01 0406501 


stohm  Guardian 
POWER  WEAPON  SPRUE 

994701 04  £»5C4 


STORM  GUARDIAN 
ASSAULT  WEAPON  SPRUE 

99J70IMJSSM 


Rangers  Blister  (Random  3) 

99060104015 


r\ 


RANGER  W7LONG 
RIFLE  1 

9947010401511 


RANGER  W/LONG 
FltFLE  2 

9947010401513 


RANGER  W  LONG 
RIFLE  3 

0947010401516 


RANGER  W/  LONG 
RIFLE  4 

9947010401512 


RANGER  W/  LONG 
RIFLE  5 

99-17010401514 


RANGEH  W/  LONG 
RIFLE  7 

99470 1040 1500 


RANGER  W/  POWER  SWORD 
AND  SHURIKEN  PISTOL 

9947019401502 
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Dire  Avengers 
Box  (8) 

99110104075 


The  Fyirf  An'n$ers 
boxed  wt  aunt's  n  ith 
i'/jh'  dun /tii tui,',  Sprue 
WS8Gt(MX)i  I  mid 

lihkir  Dvt  'id  Sheet 

imiomoo2i. 


DIRE  AVENGER 
TABARD  SPRUE 

9547(1  WQ7f)0.r5 


DIRE  AVENGER  EXARCH 
POWER  SWORD 

994701 04G7&0* 


DIRE  AVENGER 
HEAD  I 

5947010407501 


DIRE  AVENGER 
HEAD  2 

9947010407502 


□  IRE  AVENGER  EXARCH 
5HUFIKEN  PISTOL 

9947010497503 
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Heavy  Weapons  Platform  Blister 
(Random  Weapon  Platform  &  2  Random  Crew) 

990601 04066 


The  Heavy  ti'cupiM*  Pimfonn  Mister  comes  with  tutt  wmfam  wetipim. 


ELDAR  HEAVV 
WEAPON  PLATFORM 

9947010407591 


GUN  CREW  BACKPACK 

9947010407714 


ELDAR  WEAPON  SHIELD 

9947010407902 


BRIGHT  LANCE 

994701 O402SG2 


STAR  CANNON 

9947010407905 


SCATTER  LASER 

9947010407903 


GUN  LOADER 
W/AMMO  BOX 

9947010407706 


GUNNER  W/ 


GUN  LOADER  GUN  LOADER 

W/  SHUfi  IKEN  C  ATAP  U  LT  W/  B  ELT  SC  ANN  ER 

9947010407709  99470 10407710 


MISSILE  LAUNCHER 

9947010402503 


SHURIKEN  CANNON 

9947010407904 


SHURIKEN  PISTOL 

994701049771 1 


GUNN  EF  GUNN  ER  W/  HE  LMET 

9947010407712  9947010407713 
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V# 


WARHAMMER 

4(10*1) 


Wave  Serpent  Box  (1) 

99120104007 


WAVE  SERPENT  SPRUE 

390 104004 


/'/]£■  Hmv  Serpent  Bo.\  intiudrs  flu-  E Mur  Decai 
Shi\  i  i  .viTdH.i vl'jp  in  the  y>v.'i  j;r- 

s  tel  ion.  it h*  Gray  Tank  iittlt  Top  Ji  Bottom 
Sprat's  (99390  HMWi  tt  3 ami  (fit  Yyptr 

Jtihikt  Canopy  f  9939 9999QM )  till  nhawri  mill 

fit?  Fafcan  (tray  Tank. 


mao 


REAVV  V^EAPONS  SPRUE 

D929D1 04005 


Sfiining  Spear  Mk  2  Box  (3) 


i')u-  Shimng  Spew*  Sqwttt 
^  rrtmrx  u  iih  fttcJtfbike 
Sprite  1 9939'm9QMl 

WmirJJ  tM  the  itc.kl  {HifiV. 


99140104089 


SHINING  SPEAR 
EXARCH  BODY 

9947Q  10-307101 


SHINING  SPEAR 
BODY  1 

3947010406901 


SHINING  SPEAR 
BODY  2 

9947010406903 


SHINING  SPEAR 
BODY  3 

994701040-5902 


SHINING  SPEAR 
EXARCH  LEGS 

9947010407103 


SHINING  SPEAR 
LEGS  1 

994701 04&G90S 


SHINING  SPEAR 
LEGS  2 

9947010406909 


SHINING  SPEAR 
GUIDANCE  SYSTEM 

99470 1 0406906 


SHINING  SPEAR 
BANNER  POLE 

9947010406907 


SHINING  SPEAR  EXARCH 
WEAPON  SPRUE 

9947010407102 


SHINING  SPEAR  LANCE  1 

9947010406904 


SHINING  SPEAR  LANCE  2 

99470 1Q40&9CS 
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1ETBIKE  BANNERS 

Feel  free  to  photocopy  these  banners  to  use  on  your 
Jetbikes!  Simply  fold  them  in  half  along  the  Jetbike'a  pole: 
and  The  banner  will  be  level  with  the  ground,  Banners  can 
help  your  Jetbikes  look  more  distinctive  If  you  wish,  you 
can  even  come  up  with  your  own  custom  design  to  paint  on 
the  banner  for  an  even  more  personalized  look  Just  be 
carelul  when  putting  Jetbikes  with  banners  away  into  your 
carrying  case  -  you  don’l  want  to  tear  or  bend  the  banners. 
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Jetbike  w/  Shuriken 
Cannon  Box  (1) 

99140104031 


WARHAMMER 

_ .  40.000  _ 


Jetbike  Box  (1) 

99120104002 


JETBIKE  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

99339993036 


JETBIKE  SHURIKEN 
RIDER  TORSO 

■99470 1 0403 1 0 1 


T/te  Stibtkr  my  Shuriktu 
i  iiu  iuili's  ihr  JftMkf 

Sprue  fQ93999990$6l. 


JETBIKE 

SHURIKEN  CANNON 

9047010403103 


VYPER 

JETBIKE  CANOPY 

99399999036 


VYPER  JETBIKE  SPRUE  (SHOWN  70%  ACTUAL  SIZE) 

99399999037 


■i i  -"fr*-— 1  ngunl  MmiIiW tot.  *  W  J1  4m **u]  w  n*  mt*  L«m«i i  m*  iifT  »li||h ill'  |nm  A 
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ELDAR 


Swooping  Hawk 
Exarch  Blister  (1) 

99060104081 


SWOOPING  HAWK 
EXARCH  BODY 

9947Q1 04001 D1 


SWOOPING  HAWK 
EXARCH  WING 

3-9A7Q 1 040S 1 02 


SWOOPING  HAWK  EXARCH 
HEAD  &  AHM  SPRUE 

9947010408103 


SWOOPING 
HAWK  WINGS 

99479 1Q40B3G4 


Swooping  Hawks  Blister  (Random  2) 

99060104083 


SWOOPING  HAWK 
BODY  1 


SWOOPING  HAWK 
BODY  2 


994701 940*8301 


9947010408302 


SWOOPING  HAWK 
BODY  3 

BWDiM&saoa 


Dark  Reapers  Blister  (Random  2) 

99060104072 


DARK  REAPER  BODY  1 

994701 0407301 


DARK  REAPER  BODY  2 

9947010407202 


DARK  REAPER  BODY  Z 

9947010407303 


Dark  Reaper  Exarch  Blister  (1) 

99060104073 

BIT  NAME:  DARK  REAPER  EXARCH 

BIT  CODE;  99470104D73A1 

- - — WWW^HMES::WIIRKS^^ 
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PAINTING  EIDAR  VINE  PATTERNS 

Vines  can  add  some  interest  to  I  he  Hat  surface 
of  the  wings  on  Eldar  tanks  such  as  the 
Falcon  Grav  Tank  and  Fire  Prism  Grav  Tank, 


('hr  F/iU'tiu  Gruv  Ttjui: 
s ci  iiulndrs.  the 
Eltkif  Dat  ilt  Sheet 
tWStOi 04002)  shown 
in  the  Tmot*,%  section. 


Begin  by  shading  and  hrghhghting  the 
background  color  over  which  the  vane  pattern 
win  bo  painted  Be  sure  to  choose  a 
background  Color  that  will  contrast  with  the 
color  of  your  vinos  SO  that  Ihey  will  really 
stand  out, 


Next,  draw  a  series  curved  lines  with  a  pencil 
over  the  surface-  Try  to  keep  the  pattern 
looking  random  and  always  keep  the  lines 
curved  with  no  straight  sections.  Aim  to  keep 
I  he  linos  $  unilorm  distance  Irom  one  another. 
When  you're  sa1i$fied  with  the  pattern,  water 
down  some  paint  (Dark  Angels  Green  in  this 
case)  and  paint  Over  the  lines,  Varying  the 
width  of  the  tines  will  add  to  the  overall  grace 
of  the  curves,  but  that's  a  matter  of  taste. 


When  the  basic  lines  are  dry,  go  back  in  with 
the  pencil  and  add  fagged  thorns  on  either 


side  ol  the  vines,  As  with  the  vine  curves,  try 
to  keep  the  thorns  a  uniform  distance  from 
One  another.  Painl  Ihe  thorns  with  the  same 
base  color  used  on  the  vines  themselves. 


Go  back  in  and  highlight  the  centers  of  ihe 
lines  with  a  lighter  shade  of  the  vine-  color. 

When  this  is  dry,  add  another  brighter  high  light 
around  the  most  pronounced  curves  to  add 
further  depth  to  the  vines.  At  this  point,  touch 
up  any  blemishes  with  the  background  color 
Finally,  Sit  hack  and  marvel  at  how  easy  and 
attractive  the  overall  effect  is! 

V  _ J 


Falcon  Grav  Tank  Box  (1) 

99120104001 


GRAV  TANK  HULL  TOP  SPRUE  (SHOWN  30%  ACTUAL  SIZE) 

&939D1CMM1 


GRAV  TANK  HULL  BOTTOM  SPRUE  {SHOWN  30%  ACTUAL  SIZE) 

9S390T04003 


VYPER  JET6IKE  CANOPY 

993S9S9SOM 


GRAV  TANK  TURRET  SPRUE 
(SHOWN  30%  ACTUAL  SIZE) 

99390104002 


1  pprno  if?a|IfbfFl1l  iihfcw  i'li.r  iKwcd  I  vtoinjl*  mam  ‘nil  lltyflllT  Jjuin,  'UK 
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The  Fin ■  Prism  Orta-  Tank  iw.xed  set  i  'time  m  j  t/j  the  three  phonic 
Grtiv  Tank  Sprues  {99J90I04001.  Witt  if  04002,  ami  Wmt04WS> 
pictured  on  tin1  previous  page  ami  rite  Eldar  Decal  Sheet 
(99SWW4002)  shmvtt  in  the  Troops  section. 


FIRE  PRISM  PROBE 

994  701  0403002 


FIRE  PRISM 
CRYSTAL  SIDE  A  &  © 

994701 C4 03004  &  S 


Fire  Prism  Grav  Tank  Box  (1) 

99140104001 


FIRE  PRISM  GENERATOR 

99470 104038OG 


FIRE  PRISM  ENERGIZER 

§9470104-03801 


FIRE  PRISM  SENSOR 

99470 S 04D3BO3 


FIRE  PRISM  LASER  PROJECTOR 

994701 0403807 


The  t'tt'n1  for  the  Support  Weapon*  FUnfurm 
(Gtuuter  -  99470  W4077 i2  and  Gun  leader 
w  ;  Shuriketi  Catapult  99470 f  0407709 1  run  he  fount! 
in  if ic  Troops  section  wpii  the  Heavy  Weapon  Platform 


ELDAR  VIBRO-GANNON 

§947010407705 


Support  Weapon  Platform  Box 
(1  Platform  &  2  Crew) 

99110104086 


ELDAR  WEB  SPINNER 

99470 104077O& 


SUPPORT  WEAPON 
MOUNT 

$9470 10407704 


SUPPORT  WEAPON 
TARGETER 

9§470 104077C3 


s? 

*  \ 
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SUPPORT  WEAPON  PLATFORM 

§947010407701 


SUPPORT  WEAPON  PIVOT 

994701 C4 07702 


ELDAR  P-CANNON 

9947010407707 


vr.  nl.  i 
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War  Walker  Box  (1) 

99110104002 


The  VWir  Wttfkcr  include*  the 
ft  right  ijuti  f  (W470f<)4025o2K 
Scatter  tii^cr  f  W470J (WmJOi  ifntt 
Smr  Ctunttm  1<m70J 0407^05  >  -  aft  of 

which  I  W)  he  found  in  the  Troops  Section. 


WAR  WALKER 
LEFT  LEG 

M4  TOT  0400214 


WAR  WALKER 
RIGHT  LEG 

99470 104Q02 13 


WEAPON  SHIELD 

994701G400212 


WAR  WALKER 
GUARDIAN 

99470 10.10D205 


WAR  WALKER  & 
WRAITHLORD  TORSO 

&94701 04 00201 


WAR  WALKER 
POWER  PLANT 

094 7010400202 


i 


Wraithlord  Box  (1) 

99110104003 


WRAITHLORD  LEFT  ARM 

59470110490305 


WRAITHLORD  FIGHT  ARM 

904  701 0400304 


WRAITHLORD 
LEFT  LEG 

SS4701C4D030S 


WRAITHLORD 
RIGHT  LEG 

EQ4 7&1 C400307 


The  Wrttilhhtrd  includes  the  Torso  f  994701 (tdfKWiJ  t  shown  ohoVC 
tmd  the  Bright  lattice  1994701 0402502 ),  Scatter  Latter 
r  904 70 / (WO  19 i PL  mu!  Star  Cannot j  f 994701 0407905 f  -  off  of 

which  can  he  found  at  the  Troops  section: 


WRAITHLORD 
POWER  PLANT 

994701 0400 302 


WRAITHLORD  HEAD 

904  70’.  94  90303 


ROM 


TACTICS 


tips  for  winning  with  eldar 

A  A  Farseer  and  some  Wariock  bodyguards 
mounted  on  jetbikes  constitute  a  formidable 
squad,  both  for  headhunting  (shuriken 
catapults  and  (tie  Mind  War  power  are  very 
good  tor  taking  out  enemy  HO  units')  and  lank 
hunting  {singing  spears  and  witch  blades,  as 
mentioned  above,  do  very  well  against 
vehicles).  This  unit  is  amazingly  resNienl  (the 
jetbikes  provide  a3+  armor  save  in  addition  to 
the  Warlock's  and  Farseer's  rune  armor  -  nol 
to  mention  the  Fortune  power)  and  also  very- 
last  with  the  new  turbo^boost  rule  that  enables 
the  unit  to  get  nearly  anywhere  it  needs  to  on 
the  battlefield. 

B.  A  unit  of  Wraithguard  led  by  a  Warlock  with  the 
Enhance  power  can  fie  up  enemy  units  In 
hand-TO'hgnd  turn  alter  turn.  This  unit  also 
excels  st  tank  hunting.  A  squad  of  five 
Wraithguard  and  a  Warlock  in  a  Wave  Serpent 
can  provide  you  with  a  nearly  unrivaled  ability 
to  rake  out  enemy  vehicles.  Even  extremely 
tough  vehicles  like  ihe  Land  Raider  or  the 
Monolith  are  vulnerable  to  wraith  can  non  shots, 
singing  spears,  and  witchbladesl 


FOR  FIGHTING  AGAINST  ELDAR 


Although  the  Farseer  and!  his  bodyguard 
mounted!  on  jetbikes  can  be  very  tough  to  kill, 
that  unit  still  doesn't  cause  too  many  casualties 
in  close  combat.  Any  reasonably  resilient  unit 
can  tie  up  the  Farseer  and  his  Wartocks  for 
most  of  the  game  without  needing  to  worry 
about  being  cut  down,  Another  benefit  of 
assaulting  the  Farseer's  unit  is  that  you  may 
shut  down  some  of  his  psychic  powers  (some 
require  line  of  sight  and  Some  are  used  in  the 
Shooting  Phase  -  neither  type  works  well  in  ihe 
middle  of  a  big  melee).  One  chance  to  destroy 
Shis  unit  lies  in  assault  -  should  you  manage  to 
win  and  chase  the  Eldar  down,  you '111  wipe  them 
out  no  matter  what  Of  course,  wilh  the 
Eldar’s  high  Initiative,  this  result  is  possible  hut 
not  likely. 

Wrailhguard  are  tough,  but  they  are  not 
jm possible  to  beat.  Heavy  weapons  fire  {and 
especially  ordnance  blasts  Jrom  battle  cannons 
or  earthshakers)  will  cut  Wrailhguard  dawn 
without  too  much  trouble,  The  key  thing  to 
remember  about  Wrailhguard  is  that  the  unit  is 
lairiy  slow.  While  Wraithguard  can  be 
transported  in  a  Wave  Serpent,  it's  rather  likely 
that  you’ll  end  up  facing  them  on  foot  as  well 
Without  a  transport,  the  Wraithguard  can  be 
outmaneuvered.  If  you  decide  when  and  where 
to  fight  these  ghost  warriors,  they  won't  be 
much  qI  a  hindrance. 


WWW, GAMESrliYfnffl5KOP,EOM  IDS 


Top  Sox(es):  Basecoat  Colors  &  Ink  Washes  ■  Bottom  Bo*(es):  Highlights 


Mixed  Colors 


Alaitoc.  The  primary  color  of  the  Alaitm'  Crafbvodd  is  deep 
blue  with  a  bright  ctmlrasting  Vo  far  stub  a\  Star  bur. u  Ycihm 
To  add  a  hit  mure  of  tin  alien  feet,  iff  have  used  u  mot  sit'd 
effect  to  win  the  colors  on  the  bint?  parts  o/  the  armor, 


Ultlwt.  Uhlan  v  is  rj-ju-  uj  the  maw  >,  it  ns!  to  Crufiwurldsr  and  its  black  uniforms  took  suitably  jjriur 
and  forelfodirt}'.  To  emphasize  this  theme  t  uy  used  a  bone  color  so  cons  fast  the  Hack.  Bone  is 
more  subtle  than  pure  white  and  helps  keep  the  tone  of  the  army  uniformly  dark. 


BLUE  ARMOR 

fhiij.d  Bttsa,  Ltitrdinwms  Blue 

l'I'.lV'Ji'I.'lilT  Blur  if \t  It 


CMOS’  fi'JCJt.  R&J  Goes 


Cl' juf  Be, ci.  Gotten  twffcw 

fiiriVisiss  Grfj?.  Si;o0i/ist  ifei'tow  K  White 


CliaOs  Biask  BlcjcOed  Bonn 


SttaiiOYf  Ljif.'i  JfffthJtf  hi'L,1 


fwtJPiS  G if  .  Sktii)  f.'Vi.Tf 


YELLOW  ARMOR 

Gotetm  veitow.  wftiiv  ti  ij, 

SufitbsrSt  Yellow  £  SkiiiTm/te 

WEAPON 

Bleaches)  Bone  Scs9  Rev 


lyanden.  Hi’  sued  a  very  striking,  bright  shade  of  ye  lion  far  our 
h-nndtoi  force  and  dark  blue  as  a  richer  color  to  complement  the  hold 
armor  Yon  can  vary  this  color  scheme  far  your  awn  army  with 
different  curnNihitiotts  of  yellows  and  contrasting  blues. 


Scorched  Brawn  Chins  Black 


Dit&M  Yfillorr  &  KsmmsotJo  KOttk j 


Skutt  milt.  Bluett  Rivl 


Gown  yiHow,  tftamghf  Btm 
SmtmfJt  Veitow,  yttramannes  flftii 


Bataan  roffow.  MMmm  Blue  Gotten  Yefim,  Regal  8lw 

WiMMftBpM— — iWBf— .  .  1  T 

S\in twist  Yettow.  tee  Bice  Sunburst  Yellow.  Enchanted  &  ice  Blue 


Snakebite  i.  evttier,  Park  Angets  Green 
Bleached  fito.'ij,  GotSlM  <S  SeftfpWJii1  Gu'W' 


Reijifi  dine.  Bleacfied  Bn  wo 
ifKtMfitMt  Btoa.'SitltU  White 


fiit'i-Tan.  The  Craft  war  Id  of  fiiel-Tait  is  the  most  aygressivt 
find  Us  prirtuirv  whirs  uu-  white  Utld  ft  re  Ml.  These  tofors 
represent  death  (white)  or  hope  oral  renewal  tu  remit, 


Cot)  fix  Q/ey.  SnaS  Green 
FtWitts  Grey,  Snot  Gttttr  £  Skufi  White 


Sh&tfOW  Grey,  Culachan  Green 
SiLifi1  yV'1  i i l ll.  b" r?  Gresm 


QrticJm  Green.  Fortress  Grey 
Gobi Vn  Green  SS.utt  Wtfiti 


Sal  in -Haim.  The  best  way  to  yet  u  good  looking  Saim-Htmn  fora 
is  to  find  a  wuv  of  {Minting  a  Strong  red  that  yon  are  comfortable 
with.  You  could  moke  a  very  hold  red  b\  using  Blood  Bed  or  keep 
the  torre  darker  ami  more  sinister  by  choosing  Scab  Red. 


U-tfCorfi.  $hfVi iw  fe 
Bi  t'dMf  Rea  Shut  mm 


Scon  Ren  C tin  os  Black 
Seats  bad  &  Skull  VJtrUe.  fotircss  Grvtf 


.'ill  ill  im  j  -it  L' 


■  ;  •  -!  •■  »  '■  .  i-ij]  -ii:  ■  ■:  I-  i  <  ihi— t)  1  . . .  mm  Ihc  >i 
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KEY 

Top  Bo^es):  Basecoat  Colors  &  Ink  Washes 


Bottom  Boxfes):  Highlights 


Mixed  Colors 


□  a 

am 


8) far  r  Enne  Sflpt  GnJt'ti 
SkiHi  Wtm.  Scorpion  Essen 


Rfil  Go  re.  ffciflproc  Bsowa 
B-'OOif  Ft\1.  Horn 


Gt m&  BtecK  Stu itfdrir  6sev  Cfoas  Stock 

BfemJwtf  Bum.  SMrfo w  Gtey  <S  Skuti  WBtfe 


COLORS  OF  WAR 

■  B1'  P  HHV  H7  IH  ■  U  ■  1 


Uli/nwAfirtes  Glue.  toft.1:.:  5mn  Smm.  Omrf  Brm ne 

tea  flutMt,  Skull  mm  Storcwr  Gft?en  tow’ss  Gout 


HJiuft  Tiifjjuoisg.  Dark  Angels  ffnsafl 
See  Blue,  Guhfc i  Grtfut 


Cfiitex  to;-.  to&ten  Yetttrn 

Space  Mftifw/S  G ■  t-.i  SwDtifSl  YelkfVf 


Gqdt*  Sm .  fticftawtert  |fi  •? 

FarIw$  flwi',  Skull  While 


SwO  fit'll  fliBfWi  to S-T 


flfom?  Res  fiery  toop? 


C/ims  Stas*.  Res  toe 


Blood  Red,  BuiniislKiJ  tod 


Sf.'r.'d'iiTSl  'HsAfcriv,  fteS  Mqm  yatow 


0iy,jnf  ff,rdwrje.  SMap  GoCtf 


SflPf  ffrein.  Golden  YeSIOv,' 
Scorpion  GiMI,  $Mt  Moon  YolSOw 


GO'oen  Ytllow.  Cstpcxin  Green 
Skull  White.  f^fddUTflGfefi.n  a  Skull  While 


JXirfr  Anpett  (jrftL'N.  GoUf&t  W/Piv 
$putp;n/\  Green.  StinbwSt  Yellow 


Smp  Reo  Chens  Stick 


Skull  Mffittf.  Stwtow  Gre  t 


Chaos  Suck.  Bipod 


Fortress  Grey,  Sunburst  YeilOw 


GlMQS  -tfi'iJih,  LJffn?  Pulp'-:  i  Chaos  E',i£k 
Shadow  Guy.  Li&W  PurpSv  $  Skull  White 


Iff  ■  *3ilic  *  bxprilH  *  ^1  44J  OX 


iliix.<£  *.K<  1  1'  -  1  Hi  mt  r'  -. |.MblJ'  S . . .  -  !"  *• 


f.efl:  fjruh  Lunar  ft?  \  Ftintvr  u vm 
rtiini  pltitv  itt  tin-  French  2004  (JuUrn 
Demon  P&miinp  Ctaaftetfiirm. 


99399999036  Eldar  Jetbske  S  prua 
9947Q1Q406704  Howling  Banshee  Sword  I 
9947010406902  Shmmg  Spear  Body  2 


9947010406902  Shining  Spear  Body  2  {x4) 
9947021204606  Cold  One  Knight  Shield  3  (tf) 
99360104001  Eldar  Guardian  Sprue 
99470 10406602  Eldar  Farmer  Spear  (x4) 
994/01 04 07.605  D jre  Avenge r  Tabard  Sp.  ( *4 ) 


993801 D4001  Eldar  Guardian  Sprue 
9939021 200 1  Dark  EH  Warner  Sprue 
9947010900104  Exitu&  Rifle  2  (x4) 
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Si-'t  pt  fii  won  first  place  at  the  21 HM  £A 
Gulden  Oamm  Puiirfiufi  Orntpelition. 
Rifh  i rant  file  e.xtra  mile  ami  run  tiny 
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Golden  Demon  M  ode  Is  -  Clockwise*  Starting 
from  i the  Right:  ICfdar  U^r/fJcA;  hy  ( 'tin stum  tthitr 
f  UK  -  1999 J.  PluiRriix  Urn!  Baharmth  by  Sebastian  filch 
(Canada  ,'karrjj-  hy  Aryan  Shaw  (US.  200JK 

Ettirad  Uflhran  hy  1‘hicrt  v  Hnsser  (France  -  (997}, 
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many  vehicles  would  be  better  countered  by 
a  lascannon.  A  Command  Squad  is  another 
essential  lor  all  Imperial  Guard  players  and 
also  another  opportunity  to  customize  with 
such  things  as  weapon  options.  Medic, 
Standard  Bearer,  or  vox-caster  upgrades,  or 
even  additional  characters  like  Commissars, 
Sanctioned  Psykers,  Priests,  or  even  whole 
Support  Squads. 

Players  looking  to  add  onto  their  Imperial 
Guard  armies  have  many  great  options,  but 
many  are  first  drawn  to  the  vast  range  of 
armored  lighting  vehicles.  From  the 
lumbering  but  heavily  armed  Leman  Russ 
battle  tank  to  the  fast  walkers  known  as 
Sentinels,  the  Imperial  Guard  has  a  mighty 
arsenal  of  weaponry  to  choose  from,  A 
Basilisk  can  provide  artillery  support. 
Hellhounds  can  spew  flame.  Should  any 
infantry  squads  need  to  be  redeployed,  the 
Chimera  transport  vehicle  is  ready  to  do  so  in 
a  hurry.  Imperial  Guard  commanders  looking 
for  even  more  troop  options  can  go  for  the 
massed  approach  of  a  Conscript  Infantry 
Platoon,  elite  Hardened  Veterans  and 
S  to  r  mtro  c  pers .  c  I  os  e  -  com  bat  -o  r  i  eoted 

Ogryns,  or  the  mounted  support  of  the  Rough 
Riders.  Of  course,  Ihe  Imperial  Guard  can 
never  get  too  many  infantrymen,  and 
additional  Infantry  Squads  or  Heavy 
Weapons  Platoons  are  always  needed.  Start 
recruiting  your  army  today. 


Listen  and  remember.  Yon  are  Imperial  Guardsmen 
now.  It  does  not  matter  to  me  whether  you  come  from 
Catachan  or  Valhalla,  I  don't  care  whether  you  are  a 
volunteer  or  were  rounded  up  by  an  enlistment  gang. 
I  will  teach  you  to  march  like  Imperial  Guardsmen,  f 
will  teach  you  to  maintain  and  fire  your  lasguns  like 
Imperial  Guardsmen.  I  will  leach  you  to  fight  like 
Imperial  Guardsmen ,  and  that  means  learning  every 
dirty  trick  in  the  segment  urn.  Most  importantly,  I  will 
teach  you  your  duty ,  and  you  will  do  it  without 
hesitation 3  on  command.  The  reason  you  will  do  this 
is  because  our  immortal  Lord ,  the  Emperor  of 
Mankind,  owns  your  pitiful  lives -  If  there  is  one 
worthwhile  thing  you  will  ever  do.  it  is  to  honor 
your  debt  to  Him. 


Ahin-a;  Jw  WO  ll  ott  fit$S  phci' 
m  the  2003  UK  Gcuth  a  Pity- 


Righi:  Itftwihy 
Whim  'mtunp  v  kit.srktn 
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The  imperial  Guard  are  drawn  from  the 
innumerable  inhabited  worlds  that  make  up 
the  Imperium.  and  their  ranks  are  truly 
immeasurable.  While  there  is  much 
conformity  and  regulation  in  the  Imperial 
Guard,  I  fie  re  is  also  an  amazing  amount  of 
diversity  as  many  regiments  from  different 
worlds  maintain  aspects  of  their  home 
identity.  These  brave  soldiers  stand  and  fight 
for  the  Emperor  across  a  thousand  battle 
zones  scattered  throughout  the  vastness  of 
Imperial  space. 


the  Guard  to  launch  terrific  counterattacks. 
Some  Imperial  armies  can  move  quickly 
either  by  streaking  across  the  battlefield  and 
deploying  out  of  Chimeras  or  by  employing 
fast-moving  forces  like  Rough  Riders, 
Sentinel  Squadrons,  or  the  flame-throwing 
Hellhound  vehicle.  Second,  if  an  Imperial 
Guard  player  does  stand  back  and  fire,  it  can 
do  so  with  a  well  Ihought  oul  lire  pattern  of 
awesome  artillery,  heavy  weapons  teams, 
tanks,  and  massed  firepower  from  the 
infantry  squads.  Ho  enemy  force  can  afford  to 
disrespect  the  potential  volume  ol  fire  that 
can  be  called  down  on  any  battlefield? 


Fighting  Style 


The  Imperial  Guard  are  not  genetically 
engineered,  nor  do  they  use  super-powered 
alien  technology.  The  basic  soldier  of  the 
Imperial  Guard  does  not  have  claws, 
mutations,  or  thick  chitinous  hides.  What 
Imperial  Guard  members  do  have,  however, 
is  an  amazing  array  of  firepower.  In  addition 
lo  squad  after  squad  of  Infantry  armed  with 
lasguns  and  heavy  weapons,  the 
mechanized  branch  can  field  deadly  armor 
and  artillery.  Advancing  against  an  Imperial 
Guard  army  means  to  march  forward  against 

a  veritable  wall  of 
incoming  fire, 

Dismissing  imperial 
Guard  tactics  as 
merely  standing 
back  and  shooting 
can  be  misleading. 
First  off,  there  are 
numerous  troops 
and  options  for 


Collecting 
Guard  Army 


As  with  any  army>  the  best  way  to  start 
collecting  an  Imperial  Guard  force  is  to 
establish  a  basic  playable  force.  Start  with 
some  Troops  choices  and  a  leader,  which  will 
also  fulfill  your  compulsory  selections  on  the 
Standard  Missions  Force  template  Hot 
surprisingly,  the  foundation  of  an  Imperial 
Guard  army  is  the  Infantry  Platoon,  The 
standard  infantry  squad  can  be  modified  by 
extra  weapon  options  like  heavy  or  special 
weapons.  These  options  are  subtle  but  can 
be  game-winning,  For  instance,  against  a 
numerous,  but  lightly  armored  foe  like  Orks, 
the  heavy  bolter  would  serve  best,  while  a 
heavily  armored  enemy  or  one  that  employed 


IMPERIAL  GUARD 


20  Cadian  Guardsmen 
3  Cadian  Heavy  Weapon  Teams 
1  Leman  Russ  Battle  Tank 
1  Ruined  Building  Set 
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Catachan  Battle  Force  Box 

99120105016 

-  25  Catachan  Guardsmen 

-  3  Catachan  Heavy  Weapon  Teams 

*  2  Catachan  Sentinels 

*  1  Set  of  Jungle  Trees 


The  64'page  Oidev ; 
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Codex: 

Imperial  Guard 

60030105003 


UFISARKAR  CREED  JARRAN  KELL 

9947010516.301  9947Q1Q51&202 

Ursarkar  Creed  &  Jarran  Kell  Blister  (2) 

99060105162 


SANCTIONED  PSYKEF  1 

99470 1051 7301 


Sanctioned  psyker  2  sanctioned  psyker  3 

9947010517303  9347010517303 


Sanctioned  Psykers  Blister  (Random  2) 

99060105173 
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Commissar 
Yarrick  Blister  (1) 

99060105149 


Colonel  Commissar 
Gaunt  Blister  (1) 

99060105179 


Colonel  Schaeffer 
Blister  (1) 

99060105178 


Sly  Marfa  t  j'i 

f«ifv  available 

§■ 
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Sly  Marbo 
Blister  (1) 

99060105143 


COMMISSAR 
VAR  RICK  BODY 

9947010614901 


GAUNT  BODY 

99470 T0S1 0001 


COLONEL 
SCHAEFFER  BODY 

9947010513351 


SLY  MARBO  BODY 

994701 051 4301 


COMMISSAR  YAH  HICK 

accessories 

9947^10514902 


GAUNT  SWORD  ARM 

9947010516002 


COLONEL  SCHAEFFER 
SWORD  ARM 

9947010513309 


SLY  MARBO  ARM 

5947010514302 
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Colonel  "Iron  Hand" 
St  rake  n  Blister  (1} 

99060105139 


BIT  NAME:  COLONEL  STRAKEN 

BIT  CODE:  9947010513901 
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Imperial  Commissar  Blister  (Random  t) 

99060105019 


COMMISSAR  3  BODY 

994701 0501 9Q4 


COMMISSAR  1  BODY 

9947010501306 


COMMISSAR  2  BODY 

9947010501901 


co  is  Safi  i  ARM 

9947010501907 


COMMISSAR  2  SWORD  ARM 

9947010501902 


COMMISSAR  2  BOLT  GUN  ARM 

9947010501903 


COMMISSAR  3  HAND  FLAMER  ARM 

994701 050 1905 


CATACHAN  OFFICER  1  CATACHAN  OFFICER  2  CATACHAN  OFFICER  3 

994701 051 B701  9947010516702  9947010518703 


Catachan  Officers  Blister  {Random  2) 

99060105187 


TJrr  i.it’iiuaitiitfx  a  in 
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STEEL  LEGION 
LIEUTENANT  1 

9947010515201 


STEEL  LEGION 
LIEUTENANT  2 

9O4701O51  5202 


Steel  Legion  Lieutenant  Blister  (Random  1) 

99060105152 


Catachan  Captain 
Blister  (1) 

99060105017 


CATACHAN 
CAPTAIN  BODY 

9947EH  0301701 


CATACHAN 
CAPTAIN  BOLTER 

994701O501702 


CATACHAN 
CAPTAEN  BACKPACK 

9947O105017O5 
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CADI  AN  COMMANDER 

994701 051 64 &1 


Cadian  Command  Squad  Box  (6) 

99110105164 


CADIAN  COMMUNK 
OPERATOR 

99-1 701 051 6104 


CADIAN  CO  MM -LINK 

9947010516105 


CADIAN  ST  A  N  DAF)  D  BE  ARE  R  C  ADI  AN  M  E  □  1C 

&917Q1  05 1 6402  99470 10516403 


Cadian  Medic  &  Standard 
Bearer  Blister  (2) 

99060105169 
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The  Ctniiii j\  Heavy  Ufctljprtni  TewiiS 
include  the  Catlum  Deati  Sheet 
(99510105005^  shmu ?  an  the 

N/rpfj.vrJF  pfifte. 


Cadian  Heavy  Weapon 
Squad  Box  (3  Teams) 

99120105009 


Cadian  Heavy  Weapon 
Team  Box  {1  Team) 

99120105012 


CADIAN  HEAVY  WEAPON  CREW  SPRUE  (SHOWN  70%  ACT.  SIZE) 

393B01Q5QS-1 


5 IMPERIAL  GUARD  HEAVY  WEAPON  SPRUE  (SHOWN  70%  ACT.  SIZE) 

&938G1 05003 


CADIAN  OFFICER  I 

9947010516C01 


CADIAN  OFFICER  2 

994701 0516502 


CADIAN  OFFICER  3  CADIAN  OFFICER  4 

B94 70t 05 1 6603  S94701051 S604 


CADIAN  OFFICER  6 

&947G1 0*1 6605 


CADIAN  OFFICER  6 

994701 D516506 


Cadian  Officer  Blister  (Random  2) 


99060105166 
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Catachan  Heavy  Flamers  Blister  (2) 

99060105140 


CATACHAN  HE  AW  FLAMER  BODY  t 

09470 1Q6M001 


CATACHAN  HEAVY  FLAMER  BODY  2 

99470f 051 4402 


Catachan  Heavy  Weapon 
Squad  Box  {3  Teams) 

99120105014 


Catachan  Heavy  Weapon 
Team  Box  {1  Team) 

99120105017 
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CATACHAN  HEAVY  WEAPON  CREW  SPRUE 

993801 05005 
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Steel  Legionnaire 
Lascannon  Team  Blister  [1  Team) 

99060105157 


LASCANNON  (SUMMER 

9047010515701 


LASCANNON  LOADER 

9947C1 051 5702 


LASCANNON  POWER  PACK 

294701 D51 5709 


LASCANNON 
TRIPOD  FRONT 

9947010515704 


LASCANNON 

02470 1051 5705 


Steel  l.cyiatmuirc  Heavy  Wvttprm  learns 
are  only  available  via  Special  Offer, 


Steel  Legionnaire 
Heavy  Bolter  Team  Blister  (1  Team) 

99060105156 


HEAVY  BOLTER  GUNNER 


Steel  Legionnaire  Missile 
Launcher  Team  Blister  (t  Team) 

99060105154 


994701  OS 15501 


HEAVY  BOLTER  LOADER 

9047010515602 


HE  AW  BOLTER 

9547QtG&l5G03 


HEAVY  BOLTER 
B3  POD 

9947010515604 


MISSILE  LAUNCHER 
LOADER 

99470 10514a 10 


MISSILE  LAUNCHER 
GUNNER 

•99470 105 1 48 11 


MISSILE  LAUNCHER 

9947010514612 


LOADER  BACKPACK 

294701 05 140 13 


Tech-Priest  Enginseers  Blister  (Random  1) 

99060105175 

Ah-\  ays  endeu  mr  n>  fight  the  enemy  an  your  terms.  If  yon  art 
powerful  at  clase  i jmifiars,  then  engage  in  tfrwe  terrain  where 
your  nilvanlage  will  print  givaiesi.  1}  ran  are  superior  at  ton# 
range,  then  fight  the  bailie  at  a  distance.  No  one  ever  hVjw  a 
haute  whit  failed  m  lake  advantage  vflm  enemy's  weakness. 


The  Tiit'lka  Imperium 


Imperial  Servitors  Can  /ft  found  in  the 
inquisition  section. 


ENG  IN  SE  EH  POWER  AXE  1 

9947010517503 


enginseer  BODY  1 

9947010517501 


ENGINSEER  POWER  AXE  £ 

99470 1051 7504 


ENGINSEER 
BACKPACK  ARM 

9947010517505 


ENGINSEER  BODY  2 

9947010517502 


ENGINSEER  BACKPACK 

994701 05 17500 
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The  Ctffihtn  Ku&rkm  boxed  set 
indttiks  the  Caelian  Ducat  Sheet 
tW510f050t.t5)  shown  in  HQ. 
Suiftmnioprr.s  am  itefrwuf  m 
flic  tntjuLsitim  section. 


CADI  AN  KASRKlN 
BACKPACK 

0^47-D  1  OS'S  6-502 


CADIAN  kasrkin 

FLAMER  BACKPACK 

&3J 70: 05 17005 


CADIAN  KASRKIN  GRENADE 


LAUNCHER  BACKPACK 

094701 Q&1 7006 


Cadlan  Kasrkin  Squad  Box  (10) 

99110105165 


CADIAN  KASRKIN  1 

9047010515503 


CADIAN  KASRKIN  2 

09470 1 O&l 6504 


CADIAN  KASRKIN  3 

9S470105 i 6505 


CADIAN  KASRKIN  4 

9947010516506 


CADIAN  KASRKIN  FLAME R 

9&4701051 7M1 


GRENADE  LAUNCHER 

9947010517002 


Cadian  Kasrkin  w/  Special 
Weapons  Blister  (2) 

99060105170 


The  Kourkin  Sergeant  blister 
im  balt  s  the  T'mtimi  Kusrkin 
But i kmirk  f W 4  70  / 05 16502  L 


CADIAN  KASRKIN  MELT  A 
GUN  BACKPACK 

994701051 7007 


Kasrkin  Sergeant  Blister  (1) 

99060105154 


CADIAN  KASRKIN 
MELTA  GUN 

9&47Q10517C03 


CADLAN  KASRKIN 
PLASMA  GUN 

934701051 7004 


CADIAN  KASRKIN 
PLASMA  GUN  BACKPACK 

9947010517000 


KASRKIN  SERGEANT 

9947010516501 
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CATACHAN  SNIPER  1 

994701 05 1 4501 


CATACHAN  SNIPER  £ 

994701 05 1430? 


CATACHAN  SNIPER  3 

9947010514203 


Catachan  Sniper  Blister  (Random  3) 

99060105142 


RATLING  1 

994  7010501 203 


RATLING  2 

994701 0501 20& 


R  ATLI NG  3 

99470 10301 202 


RATLING  4 


RATLING  5 


RATLING  G 


CADIAN  SNIPER  1 

9947010517001 


CAOIAN  SNIPER  5 

9947010317602 


Cadian  Sniper  Blister  (Random  2) 

99060105176 


CATACHAN  DEMOLITION 
CHARGE  1 


CATACHAN  OEM  OUT  I  ON 
CHARGE  2 


99470 1050 1294 


904701 0501 206  ^47010501201 


9947010514401 


994701 051440? 


Ratling  Sniper  Blister  (Random  5) 

99060105012 


Catachan  Demolition  Charges  Blister  (2) 

99060105144 


OGRYN  BODY  1 

994,7616504300 


OGRYN  HEAD  1 

994701 0504363 


Ogryn  w/  Ripper  Gun  Blister  (Random  1) 

99060105043 


OGRYN  BODY  2  OGRYN  BODY  3 

99470 1050 4307  9947010504310 


OGRYN  HEAD  2 

994 70 T 059430 J 


OGRYN  HEAD  3 

994701 D 504302 


OGRYN  LEGS1 

9947010504304 


OGRYN  LEGS  2 

9947010504305 


OGRYN  GUN  1 

9947010504309 


OGRYN  GUN  2 

90470 10504308 


OGRYN  GUN  3 

99^7010504311 
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The  Curium  Sinn'k  Troops  btueri  Iu'i  inciitrins  ihr 
Curium  firrni  Sturt  W95Wtft5im\  shmrrl  in  HQ. 


Cadian  Shock  Troops  Box  (20} 

99120105008 


CADI  AN  W  MELTA  GUN 

9947(31051  7201 


CADI  AN  W  PLASMA  GUN 

994701 D5 17202. 


Cadian  w/  Assault 
Weapons  Blister  (2) 

99060105172 


99380105002 
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Catachan  Jungle  Fighters  Squad  Box  (20) 

99120105004 


CATACHAN  VW  MELTA  GUN 

99470 1Q5048K 


CATACHAN  W/ FLAMER 

9947Q105G5G12 


Catachan  w/  Assault 
Weapons  Blister  (2) 

99060105061 


CATACHAN  JUNGLE  FIGHTER  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

59300105031 
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Armageddon  Steel  Legion  Squad  Box  {10} 

99110105148 


STEEL  LEGIONNAIRE  1 

9&4701 0514304 


STEEL  LEGIONNAIRE  2 

9947010514905 


STEEL  LEGIONNAIRE  3 

99470-1 0514806 


STEEL  LEGIONNAIRE  5 

994701  Ml  4906 


STEEL  LEGIONNAIRE  4 

9947010514607 

Steel  Legionnaire  Troopers  Blister  (Random  3) 

99060105155 


STEEL.  LEGIONNAIRE  6 

9947010514009 


The  Ar/mgeridan  Steel  Legion  Synod  boxed  ii?i  inehidm 
the  mi  suite  kmm  her  bit:,  found  in  the  Steel  Legion  Mix-site 
iMHilcher  Team  blister  (99060 i OS  !S4  i  I'/finv^  j>r  HQ.  The 
Sfeci  Legionnaire  wifit  Assault  Weapon  tmd  Sergeant  hitz 
for  this  boxed  set  con  he  found  on  the  opposite  page. 
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UflElfllfll  GUARD 


Steel  Legionnaire  Sergeant 
Blister  (Random  1) 

99060105181 


STEEL  LEGION 
SERGEANT  2  BOGY 

09470 105  want 


STEEL  LEGION 
SERGEANT  1  BODY 

9947010515331 


STEEL  LEGION 
SERGEANT  1  Aftf,1 

904701051 5332 


STEEL  LEGIONNAIRE  STEE  L  LEG  I ONN  AiHE 

W/  GR  EN  ADE  L  AUNC  HER  W  PL  ASM  A  GUN 

994 75105 14003  9047010515303 


Steel  Legionnaire  w/  Assault 
Weapons  Blister  (2) 

99060105180 


STEEL  LEGION  SERGEANT  2  ARM 

5947515514802 


Tiinilh  GfinXtS-  MV  only  tn'mftibie  vitl  Sped  it!  Offt'r. 


TANITH  GHOST  1 

994701 55 10 101 


TANITH  GHOST  2  TANlTH  GHOST  3 

99170 155161 02  9947010510103 


Tanith  Ghosts  Blister  (Random  3) 

99060105161 


TANITH  GHOST  4 

994701051  Cl 04 


POSING  THE  BASIC  GUARDSMEN 

The  lirst  things  lo  think 
about  as  you  assemble 
a  new  set  of  models  are 
their  poses,  The  most 
basic  pah  of  the  pose  is 
l he  position  ol  the  legs 
on  the  base, 

Below,  the  model  is 


Aj> 


K 


most  of  the  space  to  Ihe  front,  This  position 
helps  lo  create  a  sense  of  forward  mol  ion  and 
helps  balance  the  weight  of  the  model. 


Example:  Hy  making  tht 


iniiuii  thx  i.'ikm  to  act  the 
modi' i  further  hut  k  Ol r 
the  hast,  the  illusion  of 
\{.n'ird  j.v  vt-mo'isit'd. 


The  design  ol  ihe  models  means  thai  ihe 
weapon  arms  fit  comic  da  bly  in  only  one 
position,  This  position  makes  matching  up  the 
gun  arm  with  ihe  supporting  arm  easier.  It's  a 
good  idea  to  attach  ihe  weapon  arm  first  and 
then  (he  supporting  arm  straight  away.  By 
ussrig  polystyrene  cement,  you  give  yourself  a 
lit  He  time  to  adjust  the  arms  il  they  don'i  meet 
perfectly.  To  get  an  idea  of  what  the  different 
arms  look  like  on  a  Finished  model,  lake  a  look 
at  the  photos  of  models  throughout  Lhis  section 
of  the  catafog.  in  White  Dwarf  magazine,  or  on 
the  Games  Workshop  web  site. 


One  lining  to  keep  in  mind  when  putting  ihe 
models  togelher  is  to  keep  the  pose  natural.  A 
cood  way  to  check  this  out  is  just  to  stick  the 
parts  ol  ihe  model  together  with  Blu-Tac  before 
you  go  ahead  with  the  gluing.  This  slop  gives 
you  a  chance  to  see  how  the  model  will  look 
before  you  start  gluing.  You  could  even  try 
taking  up  a  pose  yourself  to  get  the  fee!  of  how 
a  reat  person  would  stand.  The  models  above 
show  two  very  naturalistic  poses. 
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Imperial  Guard  Chimera  Box  (1) 

99120105013 


CHIMERA  HULL  B  (SHOWN  40%  ACTUAL  SIZE) 

96309999048 


CHIMERA  HULL  D  (SHOWN  40%  ACTUAL  SIZE) 

093999990-18 


CHIMERA  HULL  C  (SHOWN  40%  ACTUAL  SIZE) 

09399990047 


CHIMERA  HULL  E  (SHOWN  *10%  ACTUAL  SIZE) 

99399999090 


TFjnjfimES  woROBP  mm 
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TANK  TRACK  SPRUE  ( SHOWN  50%  ACTUAL  SIZE) 

9S3S99990*a 


IMPERIAL  TANK  ACCESSORY  SPRUE  (SHOWN  50%  ACTUAL  SHE) 

993.901 06003 


-  Hill  i  I  III  l  i 


TANK  WHEEL  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

09390539043 
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TALLARN  TURAN  MORDIAN  RYZA 
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IMPERIAL  GUARD  DECAL  SHEET 

995101 05004 
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IMPERIAL  GUARD  TANK  TRANSFERS 
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1 234567890 
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WARHAMMER 
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HELLHOUND  TUHRET  BOTTOM 

99470 105C5501 


HELLHOUND 
INFERNO  CANNON 

9947010505503 


HELLHOUND  FUEL  TANK  BOTTOM 

9047010505505 


The  hnpvfiiit  ffclthtumtf  vT  inrittrii^  fmfn:rtuf  Gutted  Deetd  Sheet  (W510t05tMMi,  Itttptrhd 
Timk  Tnu  k  .Spi  ne  i  W.mWWmi  htipirut!  Tank  Wheels  Sprue  mjy9999tMJ).  and  Chimera  Mutts 
Si.  C.  !).  and  E  (99^9^999046.  47.  4S.  50).\hnwit  with  the  bnperitd  Giumi  Chime  nr. 


HELLHOUND  TOP  PLATE 

99470 1-D5055C2 


hellhound 

TARGETING  CUPOLA 

9947010505504 


HELLHOUND  FUEL  TANK  TOP 

994701 05055D6 


HELLHOUND  SMALL 
TURRET  PLATE 

9947010505597 


HELLHOUND  LARGE 
turret  PLATE 

9947010505500 


HELLHOUND 
FUEL  HOSE 

9947010505509 


Imperial  Hellhound  Box  (1) 

99140105055 


IMPERIAL  TANK  ACCESSORY  SPRUE  A  (SHOWN  &D%  ACTUAL  SIZE) 

99399909035 


Tra  n&MES  WORKSHOP  C 
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Rough  Rider  Blister  (Random  1) 

99060105044 


ROUGH  RIDER  HUNTING  LANCE 

99470 1  C5Q44DG 


ROUGH  RIDER  TORSO  3 

9947010504403 


ROUGH  RIDER 
LIEUTENANT 
HUNTING  LANCE 

9947DHJ505W3 


Rough  Rider  Command  Blister  (1) 

99060105145 


ROUGH  RIDER  TORSO  1 

994701 0504401 


ROUGH  RIDER  torso  a 

99470 10M440? 


MEDIEVAL  HORSE  SODV  SPRUE 

99333990003 


HEROES  or  mi 
24TH  MCHflRlflN 

The  Mach  aria  n  24ih 
PDF  was  the 
inspiration  Tor  this 
Veteran  squad.  This 
regimenl  from  one  of 
(he  planets  in  (he 
Cadi  an  sector  is  Known 
lor  its  devotion  to  Solar 
Macharius.  Iheir 
planet’s  namesake 


MEDIEVAL  HORSE  HEAD  SPRUE 

99399999013 

Utah  tit r1  Rt H( xt i  Sifter  hti&ter  mu!  R otigft 
Hitter  Cfwtma/ui  hlixle-r  iwtmk  the 
Metik'Ytii  Htfrse  Beuh  mut  Head  Sprues. 


ROUGH  RIDER  HUNTING  1 

9947010504405 


ROUGH  rider  Lfos  2 

9947010504401 


ROUGH  RIDER 
LIEUTENANT  BODY 

0947010505231 


ROUGH  RIDER 
LIEUTENANT  ARM 

9947010505302 


The  squad  consists 
oMhn  decorated 
heroes  of  The 
Macharian  24lh, 

Although  their 
weapons  are  very 
personalized,  Iheir 
uni  (or  ms  are  still  standard  The  main  addilions 
are  the  Imperial  Scripture  ernb ro idery  a nd 
punly  seals.  These  additions  show  that  these 
Troops  are  the  most  devout  followers  g! 
Imperial  Scripture  in  the  sector  and  have 
proven  their  faith  in  battle. 


All  kinds  of  plastic  and  metaf  components 
were  used  with  the  Sergeant  (shown  below) 
as  well  as  purity  seals  made  from  green  stuff. 
The  halo,  made  Irom  an  Ork  shoulder  pad, 
reflects  the  ex!  re  me  purity  and  devotion  ol 
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WARHAMMER 

4900a 


CATACHAN  SENTtNEL  ACCESSORY 
SPRUE  {SHOWN  60%  ACTUAL  SIZE) 

99390105002 


i'fit'  tmperitii  Guard  Si'Mim’J 


bn.\fii  KtH  inriuttfs  hit:  10 
it? aft  tm  fatperiul  Gimnf 
Sertfiwt  fw  ci 1  Ctiutfinm 
Si'ttfiwt  1  Ur/jn-n  jj-j  ihp  h-fi) 


99120105007 
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IMPERIAL  GUARD  SENTINEL  SPRUE  (SHOWN  80%  ACTUAL  SIZE) 

33390105001 
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The  Steel  Legion  Sentinel  boxed  \tkr 
frrel tides  the  Impcrfat  (riitmi  Sentinel 
Sprue  xhimn  tm  the  ttp/Hixile  puyx  ttmt 
the  Imperial  Giuml  Deenl  Sheer 
fypSfOtflSiXWl  bum'll  with  /he  Chimera. 


Steel  Legion  Sentinel  Box  (1) 

99140105151 


STEEL  LEGION 
SENTINEL  CANOPY 

994701051510? 


STEEL  LEGION 
SENTINEL  AERIAL 

9947010515101 


STEEL  LEGION 
SENTINEL  SHIELD 


STEEL  LEGION 
SENTINEL  SIGH l 


934701  osi 


9947010515104 


STEEL  LEGION  SENTINEL  LASCANNQN 

99470 1051 Si 03 


STEEL  LEGION 
SENTINEL  POWER  PACK 

9947010515105 
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cadian  sentinel 

VISION  SLITS 
9947010516304 


'# 

CADIAN 

SENTINEL  HEAD 

994701 051 6S05 


CADIAN  SENTINEL 
TARPAULIN 

094701 051 680S 


CADIAN 

SENTINEL  FRONT 

9947010516001 


CADIAN 

SENTINEL  PLATE 

994701 051 fiSO? 


The  Cadititt  Sentinel  boxed  set  inctiufe*  the  Imperial 
( luurd  Sentinel  Sprue  dunvii  <a\  the  oppastte  page 
tmd  the  Ctiditm  Deetil  Sheet  mSt(H05(KJ5i  in  HQ. 


Cadian  Sentinel  Box  (1) 


99140105168 


CADIAN 

SENTINEL  PACK 

9947010516807 


CADIAN  SENTINEL 
TURRET 

9947010510603 


CADIAN  SENTINEL  AUTOCANNON 

994701 3516905 
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Biisilfok  xfunvn  similar 
them  fit  ! an f  size. 


The  Basil/ vk  Tank  buxe/i  «■/  includes 
Chimera  Hull  It  amt  C  (V9Jv<Wm-7). 
Imperial  Tank  /In  ^  ywy  Sprue 
iW.iWWi.’tfMS.U.  fuipt'rml  Rink  Truck  anil 
iVhrcK  Sprue x  tWiWWQ(tf2-J),  anti 
Imperial  Guard  f'h-rul  $foet 
iW5fG105(MM}  v /rr^n  J"i  with  the  Chimera, 
Uufati  UH'huh's  Cat  Han  Hruvy  Wmipmt 
Cm i  Sprue  fWJfitt/OSfVHi  \timvn  in  HQ. 


99120105015 


BASIU5K  FRAME  E  (SHOWN  60%  ACTUAL  SIZE) 


BASILISK  FRAME  O  (SHOWN  W%  ACTUAL  SIZE) 

99399906044 
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IMPERIAL  nunflll 


{'fir  Leman  Rtn. \  finale  Tank  tu>xeil  .«'? 
inrhuten.  she  IrH/wiitf  Tank  Aarvawry 
Sprue  (V939Qi(iJ\iXhi J.  itu/tcriaf  Tank 


iji. 


TWVVWWM2-J }r  anil  Imperial 


shmvn  a  iih  tier  Chimera. 


Leman  Russ  Battle  Tank  Box 

99120105011 


LEMAN  RUSS  HULL  B  (SHOWN  40%  ACTUAL  SIZE] 

&9399999G53 


LEMAN  RUSS  HULL  C  |SHOWN  40%  ACTUAL  SIZE) 

993099990^ 
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Leman  Russ  Demolisher  Tank  Box  (1) 

991 401  OS  167 


DESERT:  Bubonic  Brown. 

Graveyard  Earth,  and  Bleached  Bone 


U-mtm  tit if.i'  %  Dt'iimiishct  shown 
^matter  than  aetuaf  size. 


The  Leman  Russ  OenmUsln t  Tank 
ho  xed  set  int  itules  Lamm  Russ  Frame 

li  and  C  (V939999G52- Si  shaven  with 

the  lana/t  Rush,  the  imperial  Tank 
Accessory  Sprue  tWW/WStXU}, 
imperial  Tank  Tmek  on d  HVhvA 
Sprites  (99399WWM2'Jh  and 
Imperial  Guard  Dentil  Sheet 
(WSiOiOMMl  shtny/! 
wih  the  Chimera. 


TANK  CAMOUFLAGE 

Depending  on  what  world  and  in  what  terrain 
you  are  fighting,  camouflage  can  take  on  a 
variety  of  appearances. 

PRAIRIE:  Snakebite  Leather, 

Bubonic  Brown,  and  Bleached  Bone 


SWAMP;  Chaos  Black,  C-ntachan 
Green,  and  Kommando  Khaki 


LAVA:  Chaos  Black,  Bestial 
Brown,  and  Scab  Red 


JUNGLE;  Dark  Angels  Green. 
Calachan  Green,  and  Camo  Green 


SNOW:  Catachan  Green, 
Skull  While,  and  Codex  Grey 


DEMOLISHED  GAMMON 

92470 10&167D1 


DEMOLISHED  TURRET  PLATE  1 

99470  lOStfiflM 


DEMOLISHED  TURRET  PLATE  2 

3947010516705 


DEMOLISHER 
GAMMON  BARREL 

904 7D1 05 16702 


DEMOLISHER 
MULTI ’MELT A  SPONSON 

994 701 05 16700 


DEMOLISHER  PLASMA 
GUM  SPQNSON 

9947010516707 


demolisher  CAN  NOW  mantlet 

9947010516703 


DEMOLISHES  ENGINE  COVER 

99470 1 051 67D6 
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TACTICS 


UPS  FOR  WINNING  WITH  IMPIRIAI  GUAR® 

A  The  Hellhound  i$  a  good  match  to  I  he  Chimera 
-  t?oth  vehicles  have  comparable  weaponry  (or 
the  most  part  and  both  are  good  al  anti¬ 
personnel  h  re  power.  The  Hellhound's  higher 
side  armor  can  shield  the  Chimera's  more 
vulnerable  flanks. 

6.  A  large  mob  of  Con  scripts  can  lie  up  enemy 
units  in  hand-to-hand  combat  for  many  turns, 
as  long  as  you  ensure  thal  an  officer  is  nearby 
10  lend  his  Leadership  {ideally,  the  company 
standard  would  be  nearby  as  well  in  case  you 
need  a  reroll  I ).  Once  the  Conscript  Squad  has 
done  its  job  and  you  aro  ready  to  open  lire  on 
ihe  enemy  warriors,  you  can  revert  to  the 
Conscript's  normal  Leadership  of  5  and  they 
are  very  likely  to  run  a  Way  and  leave  their 
opponents  exposed  to  your  guns. 

C.  If  you  are  using  Doctrines  for  your  Imperial 
Guard  force.  Close  Order  Drill  and  Iron 
Discipline  are  both  very  valuable  choices. 

Close  Order  Drill  increases  a  unit's  Leadership 
end  Initiative,  both  of  which  are  very  handy  in 
close  combat  -  at  Initiative  4,  a  unit  of  10 
Guardsmen  has  a  chance  to  tight  bock  against 
even  such  formidable  toes  as  Space  Marinos 
anetOrks!  Meanwhile.  Ihe  Iron  Discipline 
doclrine  will  let  your  forces  regroup  even  if 
under  50%,  meaning  that  your  precious  heavy 
weapons  and  special  weapons  troopers  have  a 
greater  chance  of  participating  in  (he  battle 
oven  if  they  need  to  run  away  once  in  a  while. 

D.  The  Imperial  Guard  has  an  unusual  structure 
for  ils  troops  known  as  ihe  Infantry  Platoon.  A 
single  Infantry  platoon  can  contain  up  so  six 
heavy  weapons  and  even  more  special 
weapons.  Although  not  cheap,  each  special 
and  heavy  weapon  is  surrounded  by  plenty  of 
grunts,  meaning  that  your  opponent  has  to 
chew  through  quite  a  lev*  of  your  men  to 
silence  your  best  guns  A  canny  Imperial 
Guard  player  often  fields  as  many  heavy 
and  special  weapons  as  he  can  in  order  to 
maximize  his  firepower  while  leaving  his 
opponent  with  several  difficult  choices  ■  no 
matter  which  unit  the  enemy  targets,  there 
are  still  plenty  more  where  that  one  came 
from.  Manpower  and  firepower  are  the 
bywords  of  Imperial  Guard  might! 


UPS  FOR  FIGHTING  AGAINST  IMPERIAL  GUARD 

A.  Hellhounds  are  still  only  AVI 2  on  the  Iront 
and  sides,  not  especially  di  (lieu  It  to  crack 
with  lascannons  or  hunter- killer  missrles, 

Also,  you  should  keep  in  mind  that 
immobilizing  (he  Hellhound  is  nearly  as 
goad  as  blowing  il  up,  as  (he  Inferno 
cannon  has  a  relatively  short  range  of  24". 

B.  Any  large  infantry  unit  can  be  dealt  with  by 
template  weapons,  ordnance,  or  massed 
volleys  of  firepower,  Conscripts  can  be  tough  to 
dislodge  when  they  are  in  cover,  bui  any 
reasonable  amount  of  anti -personnel  liro power 
(you  should  no!  waste  lascannons  shots  on 
these  4-point  soldiers!)  will  cut  down  their 
numbers  to  manageable  levels,  cause  Ihem  So 
flee,  or  wipe  them  our. 

C.  Close  Order  Drill  means  that  the  Guardsmen 
have  to  be  base-to-base  in  order  to  receive  the 
doctrine’s  benefits.  What  this  means  for  you  is 
that  ihe  Guardsmen  are  in  perfect  Flamer  and 
Old nn nee  formation!  Any  template  weapon  will 

reap  massive  benefits  from  firing  at  Close 
Order  Drill  Iruops,  so  feel  Iree  to  cu!  loose  with 
trag  missiles  and  flamers  when  faced  with 
these  ordered  firing  lines. 

D„  One  of  the  best  ways  to  eliminate  the 

manpower  advantage  oi  the  Imperial  Guard  is 

to  cut  down  on  their  Leadership,  if  you  can 

oisminate  the  officers,  Che  rank  and  file  troopers 
won't  last  long  in  close  combat  or  against 
massive  casualties.  An  especially  nasty  I  rick  is 
to  use  a  unit  that  effects  leadership  in  a  wide 
radius,  such  as  Necron  Pariahs,  and  wade  right 
into  the  middle  of  the  Imperial  Guard  lines 
Soon  enough,  you  should  see  the  Guardsmen 
{and  their  many,  many  heavy  weapons)  fleeing 
away  from  you  I 
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WARHAMMER 
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We  are  at  war  with  forces  too  terrible  to  comprehend.  We  cannot  afford 
me  rev  for  anv  of  its  victims  too  weak  to  take  the  correct  coarse.  Mercy 
destroys  us;  it  weakens  us  and  saps  our  resolve *  I* id  aside  all  such 
thoughts*  They  are  not  worthy  of  Inquisitors  in  the  service  of  Our 
Emperor,  Praise  his  name,  for  in  our  resolve  we  only  reflect  his 


purpose 


-  inquisitor  Enoch,  Castigations  of  the  Lust  Days 


Waging  a  covert  war  for  over  10,000  years, 
the  vast  Imperial  institution  known  as  the 
Inquisition  has  thousands  o!  divisions  and 
subdivisions.  Some  of  them  take  to  the  field 
of  battle  when  forces  threaten  the  continued 
survival  of  the  lm  pen  urn  ol  Man,  Noteworthy 
among  them  are  the  Ordo  Malleus,  or 
Daemon  hunters,  and  the  Ordo  Hereticus,  or 
Witch  Hunters, 

The  Inquisitors  of  the  Ordo  Malleus  work  to 
destroy  the  physical  manifestation  of  Chaos 
itself:  the  Daemon.  An  Inquisitor  has  at  his 
disposal  every  member  of  the  Imperium  and 
will  not  hesitate  to  commandeer  local  troops 
at  a  moment's  notice.  Such  is  the  influence  of 
the  Inquisitor  I  hat  he  can  call  upon  the  Space 
Marines  of  the  Adept  US  Astartes  or  even  the 
feared  Grey  Knights  and  lead  a  force  of  the 
Imperi urn's  lines!  warriors  against  Humanity’s 
loul  nemeses,  wherever  they  appear. 

While  the  Dae  monhunters  protect  the 
Irnperium  from  outside  enemies,  the  Ordo 
Hereticus  defends  Humanity  against  threats 
from  within:  witchcraft,  heresy,  and  mutation. 
The  Witch  Hunters  keep  a  close  watch  on 
many  other  Imperial  organizations,  from  the 

Adeplus  Arpites.  to  the 
Astropaths,  to  the 

Inquisition  itself.  It  is  a 
brave  man  who 
crosses  a  Witch 
Hunter,  as  simply 
opposing  a  member 
of  the  Ordo 
Hereticus  can  bring 
accusations  of 
heresy  and 

witchcraft.  The 
Chamber  Militant 
of  the  Ordo  Hereticus  is 
the  virtuous  and  pious 
Adepta  Sororitas,  the 
Sisters  of  Battle.  This 
ancient  order  of 
warrior  women 
is  dedicated  to 
the  Emperor 


\ 


/  «- 


This  Sister  vf  Bunk'  Burner  Bearer  by  Witt  Hnhtt  hym  lJ 
Runner  Up  at  f hr  2 (KM  Ijis  Annette  Gtu/ton <  Pity 
Go  him  Dt-ntuii  Pointing  Ciwpetitiruh 


and  the  Imperial!  creed  and  includes  the 
best  and  brave sf  warriors  a  Witch 
Hunter  can  call  upon. 

Fighting  Style 

The  armies  of  (he  Ordo  Hereticus 
and  Ordo  Malleus  possess  so  much 
variety  that  they  can  bring  to  bear 
any  number  of  different  methods  to 
gain  victory.  The  Grey  Knights  of  the 
Daemonhunrers,  while  few  in  number, 
combine  hard-hitting  assault  capability  with 
an  impressive  amount  of  firepower.  The 
Adepta  Sororitas,  by  contrast,  can  field  a 
massive  force  of  fast-moving  troops  with 
devastating  short-range  firepower. 
Inquisitorial  forces  can  also  call  upon  Imperial 
Assassins  and  Death  Culttsts  to  add  another 
type  of  hand-to-hand  combat  ability.  No 
doubt,  versatility  is  the  greatest  strength  of 
the  Inquisition,  and  there  is  no  limit  to  the 
combinations  of  units  you  can  use  to  smite 
the  foes  of  the  Emperor. 

Collecting  an 
Inquisition  Army 

At  the  core  of  the  Daemon  hunter  army  is  a 
collection  of  elite  and  incredibly  skilled 
individuals  who  excel  in  every  battlefield  role. 
Even  the  lowest  ranks  of  the  Grey  Knights 
are  the  equal  of  the  strongest  units  of  other 
armies.  Grey  Knights  are  well  equipped, 
which  means  that  both  their  ranged  and  close 
combat  capabilities  far  outstrip  those  of  their 
brolher  Space  Marines.  A  Daemonhunter 
army  can  also  call  on  allies  and  inducted 
troops.  From  lethal  Death  Cultists,  to 
mighty  Dreadnoughts,  to  unpredictable 
□as monhosts,  the  army  list  presents  an 
entire  spectrum  of  the  Imperial  war  machine, 
If  you're  looking  for  an  elite,  diverse  force, 
i hen  a  Daemonhunter  force  may  be  the 
army  for  you. 

The  armies  of  the  Ordo  Hereticus  can  call 
upon  both  the  zealous  forces  of  the 
Ecclesiarchy  and  the  well-armed  Adepta 
Sororitas,  also  known  as  the  Sisters  of  Battle, 
The  warrior  women  of  the  Sisters  of  Battle 
form  the  mainstay  of  the  military  forces  of 


Utnv  Pifanvt. v'  ih'tss!)  i T nit  Asxasxin  wt/rs  third  pitta? 
at  f/Jtv  20(t4  A  tint i m  Caines  Day  Golden  Demon 
Painti/iH  t 'mupefithm, 

the  Ordo  Hereticus.  Battle  Sisters  armed 
with  bolters,  wearing  power  armor,  and 
possessing  frighteningly  powerful  faith  can 
handle  nearly  any  challenge,  In  addition,  the 
Ordo  Hereticus  can  call  upon  highly  trained 
units  of  Inquisitorial  Stormtroopers  to  lend  aid 
with  special  equipment  and  armored 
personnel  carriers.  The  Ordo  Hereticus  has 
other,  even  more  dangerous  assets,  They 
include  Arco-Flagellants.  normal  humans 
who  have  been  transformed  into  cybernetic 
killing  machines  as  punishment  for  past 
heresies;  the  Sisters  Repentia,  Battle  Sisters 
who  seek  atonement  by  fighting 
righteous  and  unbridled  fury; 
Celestian  Squads,  Battie  Sisters  who 
proven  themselves  above  and  beyond  the 
call  of  duty 

These  diverse  forces  can 
be  tailor  made 
to  fit  almost 
any  strategic 
and  tactical 
style.  Collecting 
a  Daemonhunter  or 
Witch  Hunter  force 
will  be  a  rewarding 
experience  for  both 

the  hobbyist  and 
the  gamer  in  you? 
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CcH-k-?;:  Daimcm  hunters  anti  Codex:  Wikh  Hunters 
include  ail  the  rules  and  tftfrrrmtaitm  yon  need  tv  field 
a  OuemOrthuttitV  nr  U-ftr/r  Hunter  army,  respectively. 
Also  included  tire  painting  guides,  scenarios, 
hack  e round  infonnulnm,  rides  for  Special  Chill'HCters 
timl  much  more. 

Both  of  these  armies  arc  highly  adaptable,  and  forth 
n m  hr  ased  cj.ii  ad ics  hy  Space  Marine  and  Imperial 
Guard  armies  (?j  welt  (ts  hy  each  other.  Smite  The 
unholy  Daemon  and  the  Heretic  and  defend  the 
Imperium  fromfoes  within  and  without. 
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MISSIONARY 
PACK  3 

9947010801206 


A 


MISSIONARY  1 
CHAINSWORD 

994701 8981202 


Imperial  Missionary  Blister  (Random  t) 

99060108012 


MISSIONARY  BODY  1 

994701:0601201 


MISSIONARY  BODY  2 

99470 1 080 1 204 


WITCH  HUNTER 

WITCH  HUNTER 

WITCH  HUNTER 

WITCH  HUNTER 

WITCH  HUNTER 

WITCH  HUNTER 

CRUSADER  2 

□1 A  LOGO  US 

ACOLYTE  2 

SERVO-SKULL  t 

CHERUB  2 

SERVO-SKULLS 

904701 8904301 

9947&10&O46O2 

9947010804803 

094701 0004 3 D4 

9047010904805 

904701 09 04 606 

Witch  Hunter  Henchmen  Blister  (Random  1  Henchman  and  Random  1  Servo-Skull  or  Cherub) 

99060108048 
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COMBAT  SERVITOR  1  COMBAT  SERVITOR  2 

994701070 1 705  994701 0701 703 

Imperial  Servitor  Blister  (Random  2) 

99060107017 


GUN  SERVITOR  BODY  1 

0947010700107 


GUN  SERVITOR  BODY  2 

9947010701701 


GUN  SERVITOR 
PLASMA  CANNON 

0947010701705 


GUN  SERVITOR 
HEAVY  BOLTER 

9947030701 704 


GUN  SERVITOR 
MULTI:  MELTA 

99470 107001 09 


IMPERIAL  PREACHER  1  IMPERIAL  PREACHER  2 

5947010302301  0947010802202 


IMPERIAL  PREACHER  3 

99470 1 0003203 


Imperial  Preacher  Blister  (Random  1) 

99060108022 


Sisters  of  Battle  Canoness  Blister  (Random  1) 

99060108056 


CANONESS 

BODY 

0947010505601 


CANONESS 
SWORD  SPRUE 

994701 9303002 


CANONESS 
PISTOL  SPRUE 

994701 0505603 


CANONESS 
BOOK  SPRUE 

9947010605004 


CANONESS 
BACKPACK  1 

904 701 0005605 


CANONESS 
BACKPACK  2 

39-470 1 0005600 
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THRONE  OF  JUDGEMENT  FRONT 

9^7010305101 


THRONE  OF 
JUDGEMENT 
LEFT  TANK 

■93470 1G0O&IO6 


THRONE  OF 
JUDGEMENT 
RIGHT  TANK 

99470*0505106 


THRONE  OF 

JUDGEMENT  seat 

994701  DS:a5lOS 


THRONE  OF 
JUDGEMENT  ENGINE 

394701 0005103 


THRONE  OF 
JUDGEMENT  BANNERS 

9947O1O0O5H34 


THRONE  OF  JUDGEMENT  SPRUE  1 

9347010005107 


THRONE  OF  JUDGEMENT  TORSO 

9947Q 100051 08 


THRONE  OF 

JUDGEMENT  RIGHT  LEG 

3947010805109 


THRONE  OF 
JUDGEMENT 
LEFT  LEO 

3947010005110 


THRONE  OF  JUDGEMENT  SPHUE  2 

9947010605111 


THRONE  OF  JUDGEMENT  FEET 

9947010005112 


Throne  of  Judgement  Box  (1) 

99110103051 

The  Thttirif  af  Jtitf£<pmatt  also  tm  imlw  H'T/iVj 
ffttnirt*  Deft  ft  Sheet  t995I01GftfX}4.i  ahmen  earlier: 


THRONE  OF 
JUDGEMENT  MELTA 

9947010005110 


INQUISITOR 

TORSO 

99470 100051 14 


INQUISITOR 

LEGS 

9947010005115 


INQUISITOR 
ARM  SPRUE 

99470 106051  IS 


THRONE 
SERVITOR  1 

9947010005117 


THRONE 
SERVITOR  2 

9947010005118 
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ABC  Q-FL  AG  ELLA  NT  ARCO  FLAGELLANT 
BODY  t  BODY  2 

999370 10&QSS01  999370I0S050O3 


A  RCO- FLAGELLANT 
ARM  SPRUE  1 

99S4701 OS05S02 


arco-flagellant 

ARM  SPRUE  2 

9994701  OBOSeW 


REPENTIA 
MISTRESS  ARM 

994701 0B055O2 


SISTER  REPENT! A  1 

90471010605503 


SISTER  REPENTIA  2 

994 70 1 0605504 


SISTER  REPENTIA  3 

9947010305805 


Sisters  Repentia  Blister  (Random  3) 


Arco-Flagellants  Box  (6) 

99110106058 


0AEMONHQST 1  DAEMON HOST  2 

994701 0700401  99470107004-02 

Daemonbost  Blister  (Random  1) 

99060107004 


Sisters  Repentia  Box  (10) 

99110106055 


SISTER  REPENTS  A  4 

00470 10&D55 06 


REPENTIA 
MISTRESS  BODY 

0947010005501 


99060106059 
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Grey  Knight 
Terminator  BUs 


.v,nH  ■,,,  =  .«?* 


GREY  KNIGHT 
CAPTAIN  BODY 

394701 G7OO0G2 


GREY  KNIGHT 
TERMINATOR  1 

99.170 1 0700604 


GREY  KNIGHT 
TERMINATOR  2 

994701070060ji 


GREY  KNIGHT 
TERMINATOR  3 

0947010700606 


(Random  1) 

99060107013 


Grey  Knight  Terminator 
w/  Incinerator  Blister 
(Random  1 ) 

99060107015 


GREY  KNIGHT 
CAPTAIN  ARM 

994701 0760603 


GREY  KNIGHT 
STORM  BOLTER  1 

9947010700607 


GREY  KNIGHT 
STORM  BOLTER  2 

394701 0700600 


GREY  KNIGHT 
INCINERATOR 

99470 1 0700609 


GREY  KNIGHT 
PSYCANNON 

9947010700610 


GREY  KNIGHT  CAPTAIN 
FORCE  HALBERD 

99470 1 070060 1 


GREY  KNIGHT 
SHIELD  SPRUE 

9947G1  Q700fi  1 S 


GHEY  KNIGHT 
FORCE  SWORD  1 

9347010700611 


GREY  KNIGHT 
FORCE  SWORD  2 

994 701 070061 £ 


GREY  KNIGHT 
FORCE  HALBERD  1 

0947010700613 


GREY  KNIGHT 
FORCE  HALBERD  2 

9947010700614 


Grey  Knight  Terminator 
w/  Psycannon  Blister 
(Random  t) 

99060107006 
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DEATH  CULT 
ASSASSIN  1 

9947010700701 


DEATM  CULT 
ASSASSIN  2 

994701070370? 


Death  Cult  Assassins  Blister  {2} 

99060107007 


Vindicare  Assassin  Blister  (Random  t) 

99060106001 


CALL! DUS  ASSASSIN  2  CALLIDUS  ASSASSIN  1 

3947-01  0&DQ203 

Callidus  Assassin  Blister  (Random  1} 

99060108002 


CALLIDUS  BODY 

9947010503201 


CALLIDUS  LESS 

9947010800502 


VINDICARE  BODY  1 

D94701 UStiOlOl 


VINDICARE  BODY  2 

994701 0S001 03 


VINDICARE  EX  ITUS  RIFLE  1 

3947010300102 


VINDICARE  EX  ITUS  RIFLE  2 

994701 0300104 


Eversor  Assassin  Blister  (Random  1) 

99060108003 


EVERSOR  BODY! 

9947010900331 


EVERS  OH  BODY  2 

0947010800904 


Culexus  Assassin  Blister  (Random  1} 

99060108026 


CU LEXUS  BODY  CU LEXUS  HEAD  1 

9947010802601  9947D1&S02&O3 


EVERSOR  ARM  1 

$347010800302 


EVERSOR  PACK  1 

9947010300303 


CULEXUS  HEAD  2 

904701 QBQ 2604 


EVERSOR  ARM  2 

9947010800305 


EVERSOR  PACK  2 

9947010800300 


CULEXUS  EYE 

$3470 10802602 
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ADDING  INQUISITIONAL  FLAIR  TO  YOUR  VEHICLES 

While  the  stack  Rhinos  and  Chimeras 
available  are  perfectly  line  tor  inclusion  in  your 
Inquisition  torces,  a  few  Inquisitorial  details 
here  and  there  cant  go  too  tar  wrong. 

The  accessory  sprues  from  various  characters 
in  the  Inquisitor  range  are  great  tor  little  icons 
and  details  to  add  to  your  vehicles. 

Inquisitors  Covenant  and  Eisenhorn  come 
with  sprues  that  include  a  number  of 
appropriate  symbols,  and  vehicle-sized 
purity  seals  can  also  be  made  out  of  putty 
and  thin  plastics rd. 


Ml  t>f  tin1  Sinrmfmopcr 
Bli tiers  utki  Bis:  are  tmty 
avuihibk  v'm  Special  Offer. 


CHIMERA  ICON  TEMPLATE 


Copy  Templates  at  135% 


STORMTROOPER  STORMTROOPER 

SEfi G  E  A  NT  1  SERG  E  A  NT  2 

9947QtQ$1 3601  9947010513602 

Stormtrooper  Sergeant  Blister  {Random  1) 

99060105183 


STORMTROOPER  4 

9S4  701 051 3704 


STORMTROOPER 
W  PLASMA  GUN 

W47C1Q5MW2 


STORMTROOPER 
W7 FLAMER 

9947010514103 


STORMTROOPEft 
W/  MELTAGUN 

9947010514101 

Stormtroopers  w/  Assault  Weapons  Blister  {Random  2) 

99060105182 


STORMTROOPER  W 
GRENADE  LAUNCHER 

9947010S14104 


STORMTROOPER 1 

9947010513701 


STORMTROOPER  2  STORMTROOPER  3 

9947Q1 0513702  3947010513703 

Stormtroopers  Blister  (Random  3) 

99060105137 


Shown  below  is  a 
template  that  you 
can  use  to  make 
an  icon  for  your 
Inquisitorial 
Chimeras.  Simply 
copy  the  template, 
transfer  the  shapes 
to  plasttcard  or 
cardboard,  and  cut 
them  out. 
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Sisters  of  Battle 
Squad  Box  (10) 

99110108062 


BATTUE  SISTER 
W/  ST  OR  M  BOLTER  1 

994701 0BQS702 


BATTLE  SISTER 
W7  FLAMER 

994  701 0805701 


SISTER  SUPERIOR  SISTER  SURE 

W  PL  ASM  A  PISTO  L  W/  BOLT  PIS 

9&47Q 10305201  9947Q1&0D5; 

Sisters  of  Battle  Sister 
Superior  Blister  (Random  1) 

99060108052 


SISTER  OF  R ATTLE  SISTER  OF  BA 

1MAGIFER  1  (MAGIFER 

994701 0005001  99470 103050 

Sisters  of  Battle  Imagifer 
Blister  (Random  1) 

990601060 50 


BATTLE  SISTER  BATTLE  SISTER 

5TQHM  BOLTER  2  W/  MELT  A  £ 

99470 108057C3  9947[>U>£[]5r04 

Sisters  of  Battle  w/ Assault 
Weapons  Blister  (Random  2) 

99060108057 


SISTER  OF  BATTLE  £ 

994 70 1060 04 04 


SISTER  OF  BATTLE  3 

■794  70 10600405 


SISTER  OF  BATTLE  1 

9947010800403 


Ai!  Sister*  t>f  Until?  b shifts 
i  tmmin  tun  Sister*  of  Haiti e 
Park  1 994  71  i  f  <Mtt>4P  l )  for 
ttteli  maid. 


SISTER  OF  BATTLE  7 

9947010601310 


SISTER  OF  BATTLE  5  SISTER  OF  BATTLE  6 

994701 0301 303  9947010801 309 

Sisters  of  Battle  Blister  (Random  3) 

99060108013 


SISTER  OF  BATTLE  4 

9947010300407 


SISTERS  OF 
BATTLE  PACK 

994  70 1 0600401 
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Grey  Knight  w / 
Psycannon  Blister  (1J 

99060107016 

SIT  NAME:  GREY  KNtGHT 
W7  PSYCANNON 

BIT  CODE  9347010701601 


Grey  Knight  w/ 
Incinerator  Blister  (T) 

99060107010 

SIT  NAME:  GHEY  KNIGHT 
W7  INCINERATOR 

BIT  CODE:  934701 07002 H 


Grey  Knight  Squad  Box  (5) 

99110107002 

Grey  Knight  Blister  (Random  2) 

99060107011 


GREY  KNIGHT  SWORD 

994701 07C0306 


Grey  Knight  Justicar  Blister  (1 ) 

99060107009 


GREY  KNIGHT 
BODY  3 

33470 10700234 


GREY  KNIGHT 
BODY  4 

934701070020& 


GREY  KNIGHT 
JUSTICAR  BODY 

994701 Q700201 


GREY  KNIGHT 
BODY  1 

3947010700202 


GREY  KNIGHT 
BODY  2 

994701 0700203 


SPACE  MARINE  BACKPACK  SPRUE 

993331  01  004 


GREY  KNIGHT  HALBERD  1 


9947010700207 


GREY  KNIGHT  HALBERD  2 

9947010700200 


GREY  KNIGHT  HALBERD  3 

9947010703200 


GREY  KNIGHT  HALBERD  4 

394 701 0700210 
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HEAD  SWAPS 

One  of  Itie  brgge&E  complaints  among  Sisters 
of  Battle  players  is  that  as  toe  majority  ol  the 
range  is  made  of  metal  figurines;  thus,  larger 
armies  tend  to  be  a  bit  repetitive ,  because  the 
same  model  must  be  used  over  and  over  One 
of  the  best  ways  to  change  the  took  of  a  figure 
is  to  replace  the  head, 

WhiFe  doing  a  head  swap  on  most  minialures 
is  rather  easy,  the  design  Of  the  Sisters'  armor 
makes  this  conversion  a  bit  difficult  to 


accomplish.  Use  a  saw  and 
cut  across  the  top  Of  the 
armored  collar.  This  step 
serves  two  purposes.  First,  of 
course,  you  get  rid  of  the  old 
head.  Secondly,  it  is  much  easier  land  safer} 
to  drill  on  a  Hat  surface  rather  than  a  curved  or 
irregular  surface. 


Now  that  you  have  a  flat 
area,  drill  a  hole  in  the  center 
of  the  stump.  Start  with  your 
sm  a  lies l  bit  and  gradually 
progress  through  the  sizes 
until  you  make  a  large 
enough  hole.  To  enlarge  the 
hole  you  may  need  to  use  a 
routing  bit  in  a  motorized 
rotary  tool,  tf  you  don't  have 
one,  you  can  also  carefully 
carving  out  the  excess  with  a 
hobby  knife.  While  it  might 
seem  tempting  to  begin  with 
the  largest  bit,  it  Is  better  to 
progress  too  ugh  toe  $i*es 
gradually.  With  a  rotary  tool,  it 
is  safer  to  progress  Irom 
smaller  to  larger  bits,  and 
doing  so  also  gives  you  more 
control  on  toe  location,  angle, 
and  depth  of  your  hole. 


You  may  need 
to  clean  up 
the  area  with 
a  needle  file 
to  make 
everything 

neat  and  smoolh.  Amazon  heads  from  the 
Mordheim  range  make  perfect  Sisters  of  Battle 
heads.  Cut  off  ihe  topknot.  To  hide  the  spol 
where  the  topknot  was  removed,  use  green 
stuff  and  sculp!  some  extra  hair,  Some  Elven 
heads  from  the  Warhammer  range  work  well 
as  Sisters  of  Battle  heads  too, 


SERAPHIM 
JUMP  PACK 

93470 10&1 1001 

Seraphim  bm rr.y  ttnd 
Misrers  include  one 
Seraphim  Jump  Pack 
1 99470 Wmi (Ml}  for 
each  wodt'L 


The  Seraphim  Squint  includes  a 
lifted  Hunters  Decal  Sheer 
l995iOIGH(XM}  shown  hi  the 
HQ  section. 


Sisters  of  Battle 
Seraphim  Squad  Box  (5) 

99110108063 


SERAPHIM  SUPERIOR 

w/  power  swo  no 

99*57010304601 


SERAPHIM  SUPERIOR 
W  PLASMA  PISTOL 

9947010594602 


SERAPHIM  SUPERIOR 
W/  BOLT  PISTOL 

994701 PBOieOJ 


Sisters  of  Battle  Seraphim  Superior  Blister  (Random  1) 

99060108046 


SERAPHIM  W/  BOLT 
PISTOLS  1 

9947010301002 


SERAPHIM  W/BOLT 
PISTOLS  2 

9947010801004 


Sisters  of  Battle  Seraphim 
Blister  (Random  1) 


99060108039 


SERAPHIM  Wt 
HAND  FLAMERS 

9947010301005 


Sisters  of  Battle  Seraphim 
w/  Hand  Flamers  Blister  (2) 

99060108043 
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PENITENT  ENGINE 
DRIVER  1 

99-i7oi  oeosaoi 


PENITENT  ENGINE 
DRIVER  2 

9947010395202 


PENITENT  ENGINE 
BACK 

9947010005393 


Penitent  Engine  Box  (1) 

99110108053 


7 hi'  Penitent  Engine 

h&Xtfd  (in'luthw  .Orc 

IWfr/p  Hunters  Dtcal 
Sheet  f 995 10108004} 
xfwwH  in  file  HQ  st vtuw.. 


PENITENT  ENGINE 
BODY 

smtowbokm 


PENITENT  ENGINE 
EXHAUST 

994701 000 5308 


PENITENT  ENGINE 
FOOT 

994 701 0005307 


PENITENT  ENGINE 
ARM  PLATE 

99470 10005305 


PENITENT  ENGINE 
FIGHT  ARM 

9347010535309 


penitent  ENGINE 
LOWER  BODY 

99470 1080 53 0€ 


PENITENT  ENGINE 
LEFT  ARM 

9347010595311 


PENITENT  ENGINE  LEFT  LEG 

994701 000531 0 


PENITENT  ENGINE  RIGHT  ARM 

9947010805312 
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MAKING  FIRE 

As  pari  of  the  holy  trinity  of  Bn  Iter,  Flamer, 
end  Mella,  you  migh(  find  your&elf  wanting 
to  represent  the  fiery  wralh  of  the  Emperor! 
To  make  your  flames,  start  with  an  armature 
to  build  around  The  armature  will  help  your 
flames  maintain  their  shape  as  they  cure 
and  will  help  you  lo  shape  them  while  ihe 
green  stuff  is  Sliil  sod.  The  easiest  way  to 
make  an  armature  is  to  use  a  small  bit  of 
wire  or  paperclip.  Use  pliers  to  shape  the 
wire  into  approximate  a  flame  shape  and 
then  glue  the  armature  into  the  barrel  of 
the  weapon. 


7 "/re  hnnUiluUrf  /inmJ  set 
i tit  [lairs  tin:  U'rtt  ft  Hunter 

[kail  siu'i'i  ms  to  i mm  \ 

shown  in  (fit  ftQ  so: Stf m. 


Sisters  of  Battle  Immolator  Box  (1) 

99120108001 


RHINO  SPRUE  1  {SHOWN  3014  ACTUAL  SIZE) 

99390199004 


RHINO  SPRUE  2  (SHOWN  30%  ACTUAL  SIZE) 

9  9 390 1 9 9003 


Once  (he  glue  on  the  armature  is  set,  use  a 
teardrop-shaped  blub  of  green  stuff  to  make 
the  general  shape  of  The  flames, 


To  give  it  that  blazin'  look,  make  a  series  ot 
parallel,  wavy  lines  to  create  individual 
tongues  of  flame.  If  you  start  at  the  bottom 
and  work  your  way  to  the  top,  you  can  make 
very  convincing  Flame  effects! 


Larger  frirtunw  of  th i-  fihitw  sprues  run  he  found  in  tha  SfMt-e  Murine  wetitm. 
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£l  STEPS  OF  BATTLE  IMMOLATOR  SPRUE  (SHOWN  75V*  ACTUAL  SIZE) 

99390108001 
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The  Sixter  <>J  Haiik 
Ext m'iM  h  only  uvuiluhle 
via  Special  Offer. 


EXORCIST 
SERVITOR  ARM 

99.17010805408 


EXORCIST 
ORGANIST  HANDS 

99ATCM  Q305402 


EXORCIST  ORGAN  BAY 

904701 0005404 


EXORCIST  PIPE  BASE 

9947O1O0G5414 


EXORCIST  RIGHT  PIPES 

S347QT 0305*11 


EXORCIST  CENTER  PIPES 

9947010805413 


EXORCIST  LEFT  PIPES 

9947010005412 


EXORCIST 
ORGANIST  BODY 

994701 0506401 


EXORCIST 
SERVITOR  BODY 

9947010605407 


EXORCIST  ORGAN 
KEYBOARD 

994701080^03 


EXORCIST  ORGAN  FRONT 

9347010605405 


Sisters  of  Battle  Exorcist  Box  (1) 

99140103054 

The  Exorcist  boxed  set  include.*  the  UfriVr  I  lamer  Den d 
Sheet  (WflOiftSOQJ  i  shown  in  the  I  IQ  .section  and  the 
Inmtnhitot  Spy  tie  {QWVtitltRQtil  I  and  Rhino  Huff  Sprue 
l  and  2  ftfyJ OQtV9GQ4  051  shown  with  the  Unmotator. 


EXORCIST 
MISSILE  RACK 

9947010505410 


EXORCIST 
MISSILE  WELL 

9947010805409 


EXORCIST 
ORGAN  SIDES 

3947010005400 
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EXORCIST  FRONT  A  AMOR 

9947010005415 


EXORCIST  LEFT 
front  ARMOR 

994701 O0C54 16 


EXORCIST  LEFT 
REAR  ARMOR 

9947010605419 


EXORCIST  RIGHT 
REAR  ARMOR 

99470 108054 18 


EXORCIST  RIGHT 
FRONT  ARMOR 

9947010S05417 
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Sister  of  Battle  w/  Heavy 
Bolter  Blister  (1) 

990601 03006 


Sister  of  Battle  w/  Heavy 
Flamer  Blister  (1) 

99060108007 


Sister  of  Battle  w /  Multi 
Melta  Blister  (1) 

99060108016 


HEAVY  BOLTER 
SISTER  BODY 

9947-Ll  1 C&0O6O2 


HEAVY  FLAMER 
SISTER  BODY 

99'1 70 1080070* 


MULTI  MELTA 
SISTER  BODY 

994,70 1 030 1 601 


BATTLE  SISTER 
HEAVY  FLAMER 

S94701 DBGO702 


RATTLE  SISTER 
MULTI  MELTA 

994701060160? 


The  Shier  of  Burnt 

iv/  i'v  ff (filer  rtiffouies 

f' 

(trt'  Simt-t  of  Batik  Pm‘k 
(99470 mtXHO  l  J  .v/rmiTf 
m  Troops  sffiitjn . 


HEAVY  FLAMER 
SISTER  RACK 

9947O100CO7O3 


BATTLE  SISTER 
HEAVY  BOLTER 

9947010000609 


MULTI  MELTA 
SISTER  RACK 

99470108016(73 


CHEATING  INQUISITORIAL  HENCHMEN 

While  the  Daemonhunters  and  Witch  Hunters 
ranges  both  provide  ample  figures  to 
represent  your  Inquisitor  and  retinue,  you  may 
find  yourself  wishing  lo  field  a  wargear 
selection  that  is  not  currently  represented  in 
the  miniatures  range  or  perhaps  you  wish  to 
do  a  conversion  lor  the  sheer  joy  of  it. 


Here  are  a  Sew  examples  of  converted 
Henchmen  that  show  how  you  are  noi  limited 
to  just  one  range  when  it  comes  to  source 
material  lor  your  conversions. 


A  Mordheim  Chaos  Cultist 
has  been  converted  lo 
make  a  vicious-looking 
Henchman,  perhaps  a 
Warrior  lor  a  radical 
Daemon  hunter? 


By  pairing  the  converted  Gun  Servitor  and 
Sage  in  a  mini-diorama,  this  conversion 
conveys  on  effective  representation 
of  how  those  Henchmen 
mighl  interact. 

This  Missionary  has 
traded  in  his  staff  and 
c  ha  insword  for  a  censer 
and  scroll  cases,  white 
the  Crusader  below 
makes  use  of 

Bretonninn  tuti 


As  you  can  see.  the 
only  Shing  limiting 
your  conversions  is 
your  imagination  If 
you  can  visual  l2e  it. 
you  can  probably  lind 
the  bili  to  make  if.  A 
quick  perusal  of  this 
catalog  will  probably 
provide  enough  ideas  to 
make  the  craziest 
Henchmen  you  can  find] 
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BrOtUed  ftesii  ScUfJWI  WflfcV 
Abactorf  Son?  Mithnt  SSftwj" 


Seafi  fee*.  Dwarf  Bmjiw 

fiftf.  ShPtfifJ  J'ijii:" 


BLOODY  ROSE 

fftitf  G-djit,  Ci-mfra  flfjrf 
filnofl  ft«l  CflrfsA  Grey 


EBON  CHALICE 

CfiPVS  Coder  Grey 

StTjj'w  Gm,  Shift  nwrtu 


KEY 

|  Top  Box(es):  Basecoat 


Colors  &  ink  Washes  [£]  Boltom 


Box(es):  Highlights 


Mixed  Colors 
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Stott  flW,  Dw:.T.r/  flVWLrtf 
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SACRED  ROSE 


SiWgby  Grey,  Clraos  BltCfl 
ShiK  Wtbtti.  Sftitfoi  Gwy 


ARGENT  SHROUD 

flgfl&rffl  Metal  Coifax  §tjgy 
Mtsrn  Stiver,  $k\t>i  m  toe 


S&tQW  Metal,  Shadow  Grey 
¥ mu  Silver.  SkuH  irVftrw 


■ 
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ftrain  Brass,  $CQict\\*d  Brown 

-f*  bv!l  r » ■■r*  r  ■  ■■  i  i  ■  ■  ■  ■  ■■ 

IWwsflad  CoW.  fltejctaicf  fi’Di'ip 


MARTYRED  LADY 

LTujiJj  fl.fa.-Ji.  Stop  flw 
fijtojtoiv  fire;'  Jteotf  fffri 


VALOROUS  HEART 

Cftjos  fltecfr  Ccufe*  Grey 

Shadow  Grey,  Sktltl  rtMe 


C.l’jdOJ  ff.'atJf 
Tannatf  Fi^s'i 
SftArfff*1  Grey,  CV,M,'f 

lr.'-J5,'l  £  SM  rVVl.te 


ShfftQ w  Grey, 
lUWl  Flesh 
Skull  waitA  fit  Flesh 
&  Staff  tVfrft 


!Tgrji7Si1  Fitafj, 
SfflfJ  ftfti 

Elf  Flush,  SCAti  Red 
A  Skull  While 


Searched  Brawn, 
Branded  flesh 
VtwKjf  flroiw?.  Branied 
Flesh  &  Skull  IMrft? 


Cf&Qti  Black 

Fortress 
Purple  &  Shull  Wtute 
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BssflUtf  Browo 
flMfc  Gwen 
Forte, 
Sob'tn  G™n 


Snakebite  leather. 
Blood  Rod 
Bleached  Bone, 
Blood  Rt'ti  >fi  V'ffjjjr  flrawn 


fortress  Grey. 
Uliramattom  Blue 
Skull  White,  lilltannincd 
Bli/6  &  Skull  White 
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TACTICS 

TIPS  FOR  WINNING  WITH  IRE  INQUISITION 

A-  A  Canoness  wilh  a  jump  pack,  evrscerator, 
Mantle  of  Ophelia,  and  Cloak  of  St,  Aspira 
can  tie  a  real  headache  for  your  opponent. 

She  can  boost  into  combat  with  nearly  any 
enemy,  bum  a  Faith  point  for  an  invulnerable 
save,  and  cause  all  sorts  of  havoc.  A 
Canoness  is  nol  to  be  underestimated  in 
combat  and  can  kill  quite  a  lew  enemy 
models.  If  she  is  slain  instead,  you  can 
celeb ratef  You've  just  gained  2  more  faith 
points  due  to  the  Martyrdom  rule. 

S.  Seraphim  with  inferno  pistols  can  charge  into 
assault  and  then  use  the  Hit  A  Run  rule  to  end 
up  nexi  to  a  tank  alter  the  Assautl  Phase. 

During  the  Witch  Hunters  player's  turn,  the 
Seraphim  can  double- tap  their  inferno  pistols 
and  easily  kill  the  tank,  A  somewhat  riskier 
move  is  to  get  behind  the  tank,  lire  the  inferno 
pistols  only  once,  then  follow  up  with  a  charge 
(Seraphim  are  equipped  with,  krak  grenades!)  if 
the  pistols  fail  to  destroy  the  vehicle. 

C.  A  squad  Of  Dominions  armed  with  multiple 
flamers  can  use  divine  guidance  to  cause  an 
impressive  number  of  casuallies  on  any  foe. 
regardless  ol  how  good  the  enemy's  armor 
save  might  be.  Since  Dominions  must  take  a 
Transport  vehicle,  an  Immolatur  is  usually  a 
very  good  choice  and  can  provide  even  more 
fiery  death  to  your  opponent 

D.  A  Dreadnought  armed  with  twin-linked 
lascannons  and  a  missile  launcher  can  hide 
behind  terrain  and  step  out  during  the  1st  turn 
to  hunt  enemy  tanks,  A  lack  oF  ability  to  deal 
with  armored  vehicles  is  one  of  the 
weaknesses  of  the  Grey  Knights.  Thus.  Sills 
Dreadnought  lactic  neatly  solves  the  problem 
and  provides  some  extra  hand-to-hand  power 
in  a  pinch  (especially  since  Grey  Knight 
Dreadnoughts  have  Weapon  Skill  5  and  count 
as  10  models  for  outnumbering?). 

E.  An  Inquisitor  armed  wilh  a  psycannon  and 
three  Gun-Servitors  (two  with  heavy  bolters 
plus  one  with  a  plasma  cannon)  can  add 
impressive  lirepower  to  any  force  for  a 
reasonable  point  cost.  In  addition f  the  Inquisitor 
can  take  more  items  (such  as  the  Emperor's 
Tarot  to  help  you  take  the  1st  turn  or  Mystics  to 
attack  enemy  Deep  Strikers)  to  improve  his 
overall  usefulness, 

F  A  squad  of  Inquisitorial  Stormfroopers  armed 
with  molla  guns  or  plasma  guns  and  mounted 
in  a  Rhino  can  be  very  useful  in  a  drive -by 
capacity.  The  unit  can  get  into  position  quickly 
(thanks  Ic  the  Rhino)  and  lire  the  special 
weapons  from  the  top  hatch  at  nearby  enemy 
tanks  or  squads.  One  way  to  add  surprising 
hand-to-hand  capability  to  such  a  unit  is  to 
upgrade  one  Stormtrooper  lo  a  Veteran 
Sergeant  and  give  him  a  thunder  hammer. 


.  '  4 " 


■» 


A.  It's  nearly  impossible  to  ignore  a  Canoness 
with  a  jump  pack  -  so  squish  her  early  on  and 
just  accept  that  you'll  bo  giving  your  opponent 
some  free  faith  points.  On  the  other  hand, 
killing  the  Canoness  gives  you  over  100  Victory 
Points  and  reduces  the  number  of  things  you 
need  to  devote  your  attention  to  during  the 
game,  so  taking  her  out  is  still  a  good  idea. 

B.  Seraphim  should  bo  a  priority  target  when 
playing  against  any  Witch  Hunter  opponent. 
Heavy  weapons  should  be  a  hie  to  thin  out  a 
Seraph  inn  Squad,  and  a  dedicated  hand-to- 
hand  assault  unit  can  usually  handle  what  the 
Seraphim  dish  out  Just  keep  in  mind  that  the 
Seraphim  can  and  usually  will  be  jumping  away 
from  you  after  the  combat  is  over  thanks  to 
their  Hit  &  Run  rule.  Also,  you  can  keep  your 
tanks  away  from  youi  hand-to-hand  units  it  you 
know  your  opponent  is  likely  to  (ietd  some 
Seraphim  with  inferno  pistols, 

C.  If  you  destroy  the  transport  vehicle  early  on,  it 
wont  be  too  tough  to  single  out  the  Dominion 
Squad  lor  destruction.  Heavy  weapons  or 
hand-to-hand  combat  will  usually  net  you  some 
Victory  Points  for  each  dead  Dominion  and 
keep  those  flamers  from  roasting  your  units. 

0.  One  ol  the  mam  weaknesses  ol  a 

DaemonbunterS  army  is  a  lack  of  anti-tank 
firepower  For  the  most  part,  Dreadnoughts  and 
Land  Raiders  are  the  true  threats  to  tanks,  Hi 
your  tanks  eliminate  these  units  first,  you  can 
rampage  nearly  unchecked  through  the  rest  of 
Ihe  army.  However,  make  sure  to  keep  your 
eyes  open  for  Inquisitional  Sloi'mtroopers  with 
melta-guns  or  mulli-melta  Gun-Servitors. 

E.  The  Inquisitor  and  his  retinue  may  be  well- 
armed.  but  they  are  still  vulnerable  to  massed 
lirepower  One  good  battle  cannon  shell  or  a 
few  volleys  of  heavy  bolter  fire  should  eliminate 
the  majority  of  the  inquisitor’s  resources. 

F  Rhinos  aren't  too  tough  to  destroy,  especially  it 
the  Stqrmtroopers  are  shooting  out  the  top 
hatch  (the  vehicle  then  counts  as  open -topped). 
As  long  as  you  don'l  ignore  Ihe  easily 
underestimated  Rhino  full  ol  Stomntroopers. 
you  shouldn't  be  surprised  by  it  later  on  in 
the  game. 
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Right:  Riehnrd  Ilewlei-xtiiA  bunk 
h enc,  “In  The  Euipertn  \  Si  nine, " 

wvr  srrmut pfavr  m  the  200 >  t!K 
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Right!  Jinx  spi'fttteuiiii 
{iii  rt  he  i'  (  sip  Suns  Stern 
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2003  Golden  Demon 
pointing  rvwpr petition. 


Itelow:  (ho/trk  iiixeniwx 
uvur  2tttl  phtce  for  the 
Wiirhiu/ifi/er  40.000  l 

Sitifthr  Mr/dutme  \ 

tft  the  hr*  Angelex  , 

2003  Gulden  Demon 

fttiiunt ij§  et  mtpelith  m. 


\bvw:  Mixon  hmiiiittio'x 
Rcdenipiui  Kyrittttv  unwi 
fix  ft  {dote  ul  she  2JXM  hn 
’^nuetes  Cntkten  Demon 
fnintfi  Hg  rirmperli if  rrr 


1  _ • 

r 

i  *  1  _ = 

1 '  "1  Ue  1/^ 1 1 II 

Wf 

1-  _ ?  »  »:  1 

*  * 

b' 

— ^ - - 

m 

™  S™  "it15  .1 

k*j,  .**7 

7fi 

i  j  -  JiB  -  - 

j£s 

Pe--.  t7*  b 

l»~i 

4 

i  i 

»^WMBP  j 

9  | 

-  1 

‘‘mSSb 

2  j.  VMV 

* 

1  ■ 

P  *  .Jr  jg^rj aj  i 

flip  m  "k  it  i 

npprv  -  i.  -*■  j 

UBpn,  I 

MB.  J  naAL"  ■.  • 

b.|  M  |  f'JI 

■  »  -Jr 

[. 

fcSBI 

3R|  1 !- — ■  3| 

1  I 

riHfi 

M 

3  —■ 

1  *■' 

IU 

5 

•_ 

G3 

ssL'm 

\*1 

\L  _ 

iC 

_  ■* 

r  m«m4  i 

ji  C  trm*  J 

r  1  i 

[*£i 

J 

t 

•it——  - 

r 

3d 

0C  i 

111  ihiJJpili  1  ■“•j'f-Wt  imp 


M 


I 


1.  U 1 1 


ft ight;  .ttit.nl>  Niehort  uvtt  first 
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Ooy  Gohktt  Demon  vompetUimt. 
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Helo  *v  For  hb  i'xtnk.mhmiry 
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99380203004  BreL  Foot  Command  Sprue 
9938(1105002  Cadsan  Shock  Troops  Sprue 
99471399001 09  Covenant  SigiS&  Sprue 


THIS  CONVERSION  CONTAINS  THE 
SPECIAL  OFFER  BiH  SHOWN  HERE 

See  tflv  1'tiUlit‘K  initttiiuctUift  for 

mo  tv  irtformutam-  VV? 


COVENANT  SIGIL  SPRUE 

994713SBQQ609 


9947010516502  Cartian  Ka&rhin  Backpack  {x3) 
9947010516503  Cadi  an  Kasrkin  1 
994701  OS  16506  Cadian  Kasrkin  4 
994701051 7004  Cad ian  P lasma  Gun 
9947010517003  Cadian  Plasma  Backpack 
9947139900607  Eisenhum  Sigils  Sprue  {x4} 


THIS  CONVERSION  CONTAINS  THE 
SPECIAL  OFFER  BTTI  SHOWN  HERE 

.SVi '  the  (Mtilfag  mlroifm'lion  ptr 
more  mfurnwtum. 
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Despite  the  staccato  hursts  of  big  shoot  as  ami  the  bellowing  war 
cries  of  the  greens  kins,  the  Nee  ran  Warriors  advanced  silently 
across  the  barren  plains.  Here  ami  there ,  the  great  fusil iade  of  the 
Orks  would  drop  or  dismember  one  of  the  mechanical  monstrosities, 
hut  ittorc  often  than  not,  the  mechanical  warrior  would  rise  out  of 
the  dust  and  continue  to  march  closer. 

On  the  flanks f  Destroyers  and  Heavy  Destroyers  skimmed  over  the 
desert  floor,  swiveled  their  cannons,  and  discharged  arcane  green 
holts  that  ripped  through  Ork  Dreadnoughts  with  relative  ease. 
Looming  over  the  oncoming  forces  was  a  mighty  Monolith,  an 
immense  pyramid  crackling  with  incandescent  energies. 

h  ot  the  only  time  in  his  short  and  brutal  life ,  Ork  Warlord  Gruzgutz 
felt  something  akin  to  the  human  emotion  of  regret.  If  only  those 
weedy  Grots  hadn’t  disturbed  that  cursed  tomb.,. 


Right:  William 

Nirhfttum  math'  this 

A 'rtfrtjjj  /.i.m/  fn))jpfrte 
with  fveMiSTrt  fun 
/hr  hLs  2002  fktfhlx 
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Across  the  galaxies,  something  ancient  and 
sinister  stirs  in  (he  darkness.  The  skeletal 
warriors  of  the  Necron  race  have  lain 
undisturbed  and  dormant  For  millions  of  years, 
but  the  horrors  are  awakening,  No  longer 
living,  Ne crons  long  ago  traded  rhejr  mortality 
for  metal  shells  and  eternal  servitude  to  the 
star- born  gods,  the  CTan.  Now,  leg  tons  of 
undying  warriors  are  moving  once  more  and 
seek  domination  of  all  that  live, 


HeioH"  Jcrrs  mwU-  thh  g/rut  Vc,  ro» 
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Ttwmumctti  army. 
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Fighting  Style 

Necrons  can  withstand  a  tremendous  amount 
of  damage  thanks  to  their  high  Toughness, 
excellenl  armor,  and  most  of  all,  the  Well  Be 
Back!  rule,  which  allows  the  mechanical 
beings  to  self-repair.  Nothing  is  more 
demoralizing  to  a  foe  than  to  have  all 
the  Necron  casualties  from  the  last  round 
stand  back  up  again  ready  for  more  battle. 
However,  remember  that  this  implacable 
nature  alone  will  not  ensure  victory. 

To  win  the  game,  a  Necron  player  must  do 
more  than  receive  the  enemy's  fire  and  must 
deliver  his  own  kilting  blow  as  well.  The 
Necrons  are  unique  in  that  they  use  deadly 
Gauss  technology  that  can  take  out  vehicles 
and  strip  any  foe  down  to  its  constituent 
atoms.  While  the  bulk  of  a  Necron  army  is  not 
fast,  there  are  numerous  squads,  like 
Wraiths,  that  can  Deep  Strike  or  move  quickly 
or  other  squads,  like  Flayed  Ones,  that  can 
infiltrate  to  disrupt  the  enemy.  Destroyers  and 
Heavy  Destroyers  can  provide  long-range 
support,  and  Necron  players  should  not 
overlook  the  Scarab  Swarms  that  can  tie  up 
enemy  forces.  While  an  enemy  shifts  to 
counter  each  of  these  individual  threats,  the 
Necrons  move  Forward  to  bring  more 
weapons  to  bear. 

Collecting  a  Necron  Army 

We  always  suggest  starting  a  new  army  by 

fulfilling  the?  requirements  the  Standard 

Missions  Force  Organization  chart.  A  Necron 
Lord  (HQ)  and  iwo  units  of  Necron  Warriors 
(Troops)  is  a  fine  start  and  an  imposing 
center  to  any  army.  Bulking  up  on  additional 
Necron  Warriors  is  always  advisable,  as  they 
can  destroy  vehicles,  are  formidable  in  hand 
to  hand,  and  help  keep  the  army  from 


Phasing  out  -  a  cataclysmic  event  that 
causes  the  army  to  disappear  mysteriously 
when  its  numbers  drop  below  25%  of  its 
original  total. 

Necron  commanders  have  a  variety  of 
choices  to  enlarge  the  army,  Pariahs  are  anti- 
psykers  and  are  equipped  for  hand-to-hand 
combat.  Immortals  are  tougher  and  provide 
more  firepower  than  Warriors.  Flayed  Ones 
are  close  combat  specialists  that  infiltrate  the 
enemy  and  literally  skrn  therm  alive.  Fast 
Attack  options  include  the  southing  Scarab 
Swarms,  the  floating  Wraiths,  and  the  heavily 
armed  Destroyers.  Necron  players  must 
make  a  few  tough  decisions  as  all  their  heavy 
support  choices  are  excellent.  The  Tomb 
Spyders  can  aid  Necrons  in  their  self- repair 
ability  and  also  create  Scarab  Swarms  on  the 
battlefield.  Heavy  Destroyers  wield  the 
mighty  Heavy  Gauss  Cannon.  The  Monolith, 
in  addition  to  being  a  huge  and  impressive 
model,  is  a  valuable  (if  ponderous) 
transport  craft  that  allows 
Necrons  anywhere  on  the 
battlefield  to  vanish  and 
re-emerge  from  the 
Monolith's  portal. 

Carefully  chosen 
and  used  together  to 
support  each  other 
on  the  battlefield, 

the  Necrons  are 
nigh  unstoppable 
and  will  soon  hav 
whole  galaxies 
(or  at  least  all  of 
your  opponents) 
quaking  in 
their  boots. 
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MEGBDMS 


Hecron  Battleforce  Box 

99120110003 

*  20  Necron  Warriors 

*  5  Necron  Scarab  Swarms 
-  3  Necron  Destroyers 

*  1  Necron  Decal  Sheet 


This  M-fMfi?  niltbnok 
1 1  Minim  painting  ttntf 
minfeiittx  guides, 
but  'kgromid.  unit  the 
firft  rides  for  fielding  o 
ftHTl J  i\f  jVtffWH.Y 


Codex: 

Necrons 

60030110001 


CTan  Deceiver  Box  (1) 

99110110020 


DECEIVER  RIGHT  ARM 

99470 1i  002000 


DECEIVER  HEAD 

9947011002001 


Necron  Lord  Blister  (1) 

99060110009 


LORD  SPRUE 

9947011000902 


The  most  sitfdirsfk  uled  of  the  C‘ Tun's  v-rvanfs,  \errrw  tjonh 
net  its  fenders  nod  energy  tor j  fur  the  :\vt  mn  Worritm.  ( 'hid 
n\  entmhtmg  vestments  and  wielding  nltrkflt.  it  ret)  tie  stuffs. 
.\remn  Lortfs  orr  a  n  efiittiug  sight  mi  the  h nifhfteld  tin d 
diivrt  their  muThtrs'utiiiek  in  immltmtl  sikm'f. 


LORD  BODY 

994  ?{m  000901 


necron  rod  sprue 

993901 1 0OP  i 


DECEIVER  BODY 

9947011DO2OC4 


DECEIVER  LEFT  AH M 

994701 1QO2O05 


DECEIVER  CLOAK 

9947011002096 


DECEIVER  ROCKS 

9947011002009 


DECEIVER  BASE 

9947011002007 


DECEIVER  HORNS 

99J  701 1M2O02 
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WARHAMMER 


NIGHTBPINGER 
RIGHT  ARM 

00470 11QQ14Q1 


NIGHTS  RINGER 
LEFT  ARM 

994701 1  DO  1  <03 


NIGH  1  Li  HI  MGER 

LEGS 

99470 11  C0 14 05 


NIGH  TB  RINGER 
BASE 

99470 11 00  UH 


C'Tan  Nightbringer  Box  (1  > 

99110110014 


NIGHTBRINGER 

CLAW 

9947011 00 14&4 


NECFQN  DESTROYER  SPRUE  (SHOWN  90%  ACTUAL  SIZE) 

933901 10D02 


DESTROYER 
LORD  STAFF  1 

99470 11 00  H3  04 


LORD  STAFF  2 

9947011 001605 


Destroyer  Lord  Box  (1) 

99140110016 


7Tft‘  .V**(T(W  OMraw  Lord 
comes  with  the  Xixrott  Rod  Sprite 
t99.t90tt(XH}l  i  show?  or r  tin- 
previous  pope  and  r hr  Necrttn 

Dccnl  Sheen  995  lOtHUiOh 
shown  oi  Fust  Attack. 


DESTROYER  LORD 
ACCESSORY  SPRUE 

9947011001603 


DESTROYER 
LORD  SPINE 

994 7C 1103*602 


DESTROYER 
LORD  BODY 

9947311 0D1 601 
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MECROMS 


PARIAH  BLADE 

9847011001907 


PAflIAH  WEAPON  1 

35470 11 001 90!5 


PARIAH  WEAPON  2 

994701 1M 1906 


Panah  Blister  (Random  1) 

99060110019 


PARIAH  BODY  1 

&9470 1 1 DO 1 90  J 


PARIAH  BODV  2 

994701  im  1902 


PARIAH  BODY  3 

994701 1001 903 


PARIAH  BODY  4 

994 70 1 1 001  $04 


iitufi  Fannin,  ntui  immoritilx  cwtfi1  'i  Jf/j  thi-  Xwrim  Rati  Sftrur  \W3VtH  ttKHft  J  ttirtyn  w  HQ- 


IMMORTAL.  GUN 

9947011 001 D05 


IMMORTAL  SPRUE 

99470 11 001  m 


Immortal  Blister  (Random  1) 

99060110010 


ir MORTAL  BODV  1 

99470 1 1 001 M 1 


I MMO  RTAL  60  D Y  2 

99470 1 1  D0 1 002 


IMMORTAL  BODY  3 

&34 701 1001 003 


IMMORTAL  BODY  4 

■9947011001004 


BURNISHED  METALS 


Here  are  three  different  ways  to  create  a 
metallic  look  for  your  Necrons.  Whether  you 
choose  traditional  silver  or  some  other  color 
scheme,  you  II  find  these  techniques  useful. 


BURNISHED  SILVER 

Prime  your  model 
black  and  dry  brush 
it  with  Baltgun 
Metal  Then,  thin 
some  Boltgun 
Metal  paint  and 
begin  building  up 
the  highlights  by 
painting  them 
directly  on  the 
model.  The  next 
highlights  should 
be  Chain  mail  and  then  Mithril  Silver.  IT 
you  want  a  darker  color,  mix  black  or  dark 
blue  into  the  Boltgun  Metal  before  you 
begin  drybrushing. 

burnished  gold 


Prime  your  model  black.  Next,  dry  brush  your 
Me  cron  with  Brazen  Brass  and  then  Shining 
Gold.  Thin  down  a  bit  ol  Shining  Gold  and 


begin  building  up 
the  highlights  by 
painling  them 
directly  onlo  the 
model.  The  next 
layer  of  highlights 
should  be 
Burnished  Gold- 
Next.  add  a  little 
Mithril  Silver  to  She 
Burnished  Gold  to 
get  that  burnished 
metal  effect.  Be 


carelul  not  to  add  too  much  silver  as  il  will 
make  the  melal  look  grey  rather  than  providing 
a  nice  shine.  Remember  la  ihin  your  mix, 

BURNISHED  COLOR  METAL 

Many  players  like  a  burnished  metal  look  tor 
their  Necron  Warriors.  Burnished  metal  is 


highly  polished,  and  one  way  to  simulate  its 
appearance  is  to  mix  Mithril  Silver  into  your 
base  metal  color.  Add  a  bit  more  Mithril  Silver 


for  each  highlight.  Thin  your  metallic  paint 
slightly  and  pull  the  brush  toward  the  area  you 
wish  to  highlighl. 

NONMETALLEC  METAL 

Creating  a  metallic  look  using  Mai  colors  takes 
a  little  more  time,  but  the  outcome  looks 
fantastic  I  Here  is  a 
non  metallic  Necron 
from  Jason  Phillips's 
2002  Los  Angeles 
Grand  Tournament 
army.  For  Ihis  effect, 
start  wilh  a  very  dark 
base  color,  highlight 
up  very  quickly,  and 
finish  with  a  small 
final  highlight 
of  white. 
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FLAYED  ONE  CLAWS  1 

3947011001505 


FLAYED  ONE  CLAWS  2 

9047011001506 


FLAYED  ONE  BODY  3 

9947011001503 


FLAYED  ONE  BODY  4 

9947011001504 


FLAYED  ONE  BODY  2 

994701100150? 


FLAYED  ONE  BODY 

9947011001501 
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Necron  Warriors  Box 
(12  Warriors  &  3 
Scarab  Bases) 

991 2011 0001 


The  Yi-'rrfJ/j  M atriar1,  route  n  it i\  fht  S'errort 

fan!  Stu  ta  fWtf/tiiifXMHy  thmett  in  HQ. 


NECRON  WARRIOR  SPRUE  {SHOWN  50%  ACTUAL  SIZE} 

99330110001 
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NECRDHS 


WRAITH  TAIL  1 

9947&T  1 001 70S 
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WRAITH  ARMS  1 

M47011M17M 


WRAITH  ARMS  2 

994703 IDO 1704 


WRAITH  ARMOR 

994701 1001707 


Necron  Destroyer  Sox  (1) 

99120110002 

The  DcHtmer  t  own's  with  the  .Vt-cj vti 

Rod  SpriH1 1  W.J  Wtl  HHttl? )  and  DcJimtyi'r 

Spnti'  {99390 ff  0002}  xtonru  ^r  HQ. 


WRAITH  TAIL  2 

99470 1 1 00 1 700 


STEF  4 

Highlight  ihe  eyes 
and  gun  tube  with 
Scorpion  Green 
Then,  paint 
Shining  Gold  on 
the  chesl  icon,  glue 
the  rod  in  place, 
and  finish  the  base 
of  Ihe  model. 


NEC  RON  DECAL  SHEET  (SHOWN  70%  ACT.  SIZE) 

39  5  lOt  1.0001 


WRAITH  BODY  1 

99470*1 001 701 


WRAITH  BODY  3 

99470  1 1 00 1702 


Wraith  Blister  (Random  1} 

99060110017 


STEP  2 

Painl  the  model  with  three  different  ink  wash 
colors.  Apply  each  to  random  sections  of  Ihe 
model  and  allow  ihe  washes  to  run  together 
The  following  inks  were  used  on  l his  model: 
Brown.  Black,  and  Dark  Green.  Each  was 
diluted  slightly  wilh  water,  and  a  drop  of 
Gloss  Varmsh  was  added  to  give  the  model 
more  shine. 


Once  the  model  rfrres,  drybrush  it  with  Bcltgun 
Metal,  Next,  pick  out  the  eyes  and  gun  tubing 
wilh  Snot  Green. 


SPEED  PAINTING  NEGRONS 

Neurons  are  a  great  army  to  painl  quickly, 
because  dry  brushing  is  a  fast  and  effective 
way  to  highlight  metal  Follow  these  steps  to 
get  a  tournament-ready  army  in  no  time! 

STEP  1 

Alter  cleaning  and  assembling  your  models, 
spray  Ihem  with  Chaos  Black  primer  (not 
shown).  When  dry.  spray  them  with 
Bollgun  Metal. 
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Tlu'  Arcmfr  Heavy  Ih'Mnnrr  fflcM'j 

1  ? 

Mt'ftm r  A'ui  /  S/jj-ju'  J  yV.iWJ/  WfJfJO j j r j- ,r  Xcrt'tm 
Diaimyi  r  Sprue  tW390fHm2>  .vAmi'it  in 
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NEGRON  HEAVY 
DESTROYER  CANNON  TOP 

9947011 00 1H03 


NECRQN  HEAVY 
DESTROYER  SPINE 

9957011001003 


NEGRON  HEAVY 
DESTROYER  CANNON 

93  470 1HXM0Q1 
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Necron  Heavy  Destroyer  Box  (1) 

991 401 tOOl 8 


TOMB  SPYDER  SQDY 

394701 1001303 


Tomb  Spyder  with  Particle 
Projector  Cannon  Blister  (t) 

99060110013 


Tomb  Spyder  Blister  (1) 

99060110011 


TOMS  SPYDER 
MUZZLE 

994 7D1 1001504 


TOMS  SPYDER  CLAW 

994701 1QD1 303 


The  Tinnh  Spviler  and  TtHtli*  SftXttcf  n'llh  Pur  fide  Project  nr  Oimmn  hinfl 
inetliifc  fhe  Wxt'tttt  fid/I  Sprue  (QQJfflftllflflQti  \hawri  it  J  flw  HQ  seditm, 


TOMB  SPYDER  HEAD 

9947011001301 


TOMB  SPYDER  PARTICLE 
PROJECTOR  CANNON 

&94701V0O13C6 


TOMB  SPYDER  CLAW  ARM 

9947011001305 


TOMB  SPYDER  LEGS  (RANDOM  \) 

9947011001307 


NEftMIHS 


The  tWterm  MiiiwUth  *-wt ws  wrrir  the 
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NEC  BON  MONOLITH  CRYSTAL  SPRUE 
(SHOWN  50%  ACT.  SIZE) 

33M11OQ0& 


NEGRON  MONOLITH  BASE 
( SHO  WN  50%  ACT.  SIZE} 

993901  *0QCM 


Necron  Monolith  Box  (1) 

99120110004 
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NECRON  MONOLITH  FRONT  SPHUE 
(SHOWN  50%  ACT  SIZE) 

99390110006 


NECRON  MONOLITH  SIDES  SPRUE 
(SHOWN  50%  ACT.  SIZE] 

99390110007 


NECRON  MONOLITH  ACCESSORY  SPRUE 
(SHOWN  50%  ACT  SIZE) 

99390110003 
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Top  Bones:  Basecoat  Color  @  Bottom  Bon(es):  Highlight  Color  or  Ink  Washes  Wined  Colors 
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TACTICS 

TIPS  m  WINNING  WITH  NEGRONS 

A.  Necron  Destroyers  are  horrifically  efficient  at 
Killing  Enemy  infantry,  and  their  jetbike 
movement  makes  performing  this  role  even 
easier,  One  interesting  tactic  to  use  with 
Necron  Destroyers  is  to  Turbo  Boost  24'  into 
cover  with  a  unit  of  Deslroyers  and  line  up  lot 
side  shots  on  tanks  or  in  such  a  way  as  to 
ignore  the  cover  behind  which  your  opponent 
has  positioned  his  vulnerable  troops. 

B.  The  Veit  of  Darkness  is  an  excellent  tool  to  get 
your  expensive  Lord  out  of  close  combat  and  to 
move  him  and  a  nearby  unit  (ideally,  a  group  of 
tough,  well-armed  Immortals)  into  position  for  a 
devastating  barrage  of  firepower  on  an 
unsuspecting  enemy  unit.  The  Veil  is  also  great 
for  attacking  units  that  are  in  cover  (or  even  out 
of  sight  altogether)  or  out  of  range  of  ydur  other 
units.  Do  not  use  the  Veil  if  doing  so  would  put 
your  precious  Necron  Lord  in  range  of  too 
many  enemy  guns. 

C  Scarab  Swarms  can  Deep  Sink#  down  into  Ihe 
enemy's  formation  and  cause  all  sorts  of 
disruption.  Since  they  are  fearless,  they  can 
also  tie  up  a  valuable  assault  unit  or  draw 
heavier  guns  away  from  your  valuable  Necron 
Warriors,  At  12  points  each,  Swarms  are  an 
affordable  distraction  that  your  opponent  will 
likely  either  under-  or  over-estimate.  Add  in 
some  disruption  fields,  and  the  Swarms  can 
handle  Sentinels,  War  Walkers,  and 
occasionally  even  Dreadnoughts  (or  at  least  tie 
them  up  In  combat  for  turn  after  turn),. 

D,  A  Necron  Lord  with  a  Destroyer  Body  and  a 
Resurrection  Orb  is  ideal  la  keep  your  Necron 
Warriors  around  even  in  the  face  of 
overwhelming  firepower  or  power  weapon 
attacks.  The  speed  and  durability  ol  the 
Destroyer  Body  can  bring  youf  Lord's 
Resurrection  Orb  wherever  it  is  most  needed 
and  gwe  you  the  opportunity  to  add  the  Lord's 
own  helty  assault  power  to  any  developing 
close  combat  lo  make  the  results  rise 
dramatically  in  your  favor.  Add  in  a  warscythe 
and  a  phase  shifter,  and  the  Lord  can  take  un 
enemy  HO  models  in  hand-to-hand  (and  even 
stand  toe-fo-toe  wilh  a  Space  Marino  Chaplain) 
and  can  assist  in  a  Wraith  assault. 
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TIPS  FOR  FIGHTING  AGAINST  NEGRONS 

A.  When  the  Destroyers  move  lar  away  from  ihe 
Necron  lines,  lt“s  a  good  lime  to  move  those 
lump  infantry  models  into  assault  (or  il  you  are 
playing  Tau,  hii  the  Destroyers  with  a  truckload 
of  burst  cannon  shots), 

B.  Using  the  Veil  of  Darkness  to  move  around  a 
largo  group  of  Necrons  can  be  dangerous, 
because  the  scatter  distance  can  move  the 
target  point  dose  to  impassible  terrain  or 
enemy  models.  Keeping  some  assault  units 
nearby  can  help  make  this  tactic  a  lot  more 
risky  lor  the  Necron  player. 

C.  Sometimes,  it's  besi  to  fighl  lire  with  fire  il  you 
find  Swarms  making  your  iife  difficult,  one  of 
the  best  ways  to  handle  1  hem  is  to  go  ahead 
and  assault  If  you  can  ouln umber  the  Swarms 
and  win  combat,  the  Swarms  will  lake  extra 
Wounds  (because  they  are  Fearless)  and  will 
go  away  that  much  faster,  The  sooner  you 
drive  oil  the  Swarms,  the  better1  Remember 

I  hat  template  weapons  cause  double  Wounds 
on  Swarms  Thus,  even  a  simple  flamer  can 
exterminate  these  annoying  vermin, 

D.  Try  to  kill  the  Necron  Lord  as  parly  in  the  game 
as  possible  If  it’s  not  possible  to  do  so.  keep  in 
mind  that  the  Lord  while  a  scary  opponent, 
has  only  3  Attacks  It's  possible  to  swamp  him 
with  large  groups  ol  warriors  (such  as  an 
Imperial  Guard  Infantry  Platoon.  Grots,  or 
Termagants)  to  tie  him  up  m  combat  for  a 
number  of  turns.  If  the  Lord  is  on  a  Destroyer 
body,  lying  him  up  in  combal  is  even  belter,  as 
lie  can’t  use  all  that  lovely  jetbike  movement  he 
paid  for!  In  general,  one  the  best  Things  you 
can  do  in  a  Fight  against  Necrons  is  To  attempt 
to  reduce  the  army  to  25%  or  less  ot  its  original 
numbers  and  force  the  army  to  disappear  per 
ihe  Phase  out  rule. 
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UTERNATI  MODE  -  ELITE 

Necron  Pariah 

CEWflHTNTS  FOR  1  COMPIF 


99390 1 1 0001  Necron  Gauss  Rod  Sprue 

90470 11001 005  Destroyer  Lord  Staff  2 

99470207  Iltoi  Catapult  Crew  1 


9939011 0002  Necron  Pestoyer  Sprue 

9939011 3001  Tau  Gun  Drone  Sprue 

9947010200605  F.  Bile  Chirugeon  Arm  t  (*2) 
9947010200606  F.  Bile  Chirugecn  Arm  2  (x2) 
994701 1001301  Necron  To  mb  Spyder  Head 
9947011001 303  N.  Tomb  Spyder  Claw  2  (*2) 
9947011001305  N,  Tomb  Spyder  CJaw  1  (x2) 
99470 11001307  N .  Iamb  Spyder  Legs  ( *3) 
9947011001406  Nighibringer  Base 
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With  guttural  howls ,  Mekboy  Krudz  and  his  Hurna  Boyz  stormed  past  the 
broke j t  remnants  of  a  mob  of  Slugga  Boyz  and  charged  the  trench.  With 
several  ominous  whoosshes ,  great  gouts  of  oily  flames  shot  into  the  hastily 
dug  Imperial  positions.  The  blackened  and  horrible  things  that  still  moved 
and  screamed  in  the  trench  were  loudly  dispatched  by  sluggafire. 

For  a  single  moment,  the  entire  squad  paused  in  a  very  un-Orky  fashion 
and  twisted  nozzles,  adjusted  goggles  f  and  tapped  fuel  tanks .  Assured  that 
their  gear  was  working,  the  Mekboy  led  his  boyz  down  the  trench  and 
towards  the  bunker  that  bad  caused  the  Orks  so  much  trouble. 

“Dem  'Oomies  is  gonna  pay,”  growled  Krudz. 

an  obvious  place  to  start,  a 
cunning  Ork  Warlord  can 
make  an  infinite  amount  of 
adjustments  to  this  theme. 

For  instance,  an  Ork 
mastermind  with  a 
fondness  for  mechanized 
movement  can 
invest  in  lots  of  Trukks  to 
speed  his  force  across 
the  board.  Dreadnoughts 
and  Killer  Kans  make 
awesome  support  for  an 
infantry  advance,  and 
the  potential  of  facing  as 
many  as  nine  Killer  Kans  on 
the  battlefield  has  caused  many  an  Ork 
opponem  to  quake  in  his  boots.  Screens  of 
Ork  bikers  and  Grots  can  soak  up  a  tot  of 
enemy  firepower  and  allow  large  Boyz  mobs 
to  advance  with  a  minimum  of  losses,  and  a 
Warlord  can  trim  the  foe  down  before 
assaulting  by  fielding  lots  of  shooly  stulf  like 
plenty  of  big  shoot  as,  a  few  pieces  of  Grot 
artillery,  and  a  motley  assembly  of  Wartraks. 
There  are  many  brutal  tactics  to  try,  but 
remember,  the  best  ones  are  the  ones  that 
result  in  your  foe  dripping  off  Ihe  end  of  your 
choppas!  Waaaghl!! 

Collecting  an  Ork  Army 

We  always  suggest  starting  a  new  army  by 
fulfilling  the  requirements  of  the  Standard 
Missions  Force  Organization  Chart,  For  Orks, 
this  means  a  Warboss  for  the  HQ  choice  and 
two  Troops  choices  -  pretty  much  an  ideal 
situation  for  gelling  started  and  forming  the 
center  of  your  army.  Expanding  the  Ork  army 
after  you've  collected  and  painted  your  HQ 
and  two  Troops  choices  is  easy.  Ork  armies 
have  everything  a  Warboss  could  want:  rock- 
hard  infantry,  screening  troops,  lots  of  fast 
attack  options,  and  plenty  of  heavy  support. 
Having  a  range  of  models  will  allow  ihe  Ork 
player  to  change  his  forces  from  battle  to 
battle.  For  one  game,  he  can  field  high 
numbers  of  hand-to-hand  fighters  to  swamp 


Orks  are  the  most  widespread  of  all 
races  known  to  Ihe  Imped  urn  of  Man,  Orks 
are  savage,  barbarous,  and  so  totally  warlike 
that  their  thirst  for  battle  and  conquest  is 
unquenchable.  Orks  don't  negotiate  -  they 
fight,  and  they  like  it  that  way, 

Fighting  Style 

Ork  War  bosses  have  long  been  accused  of 
using  un subtle,  sledgehammer  tactics.  These 
charges  are  undeniably  true,  but  then  again, 
so  is  the  bloody  evidence  of  their  success, 
Even  basic  Qrks  are  fearsome  hand-to-hand 
opponents.  The  fact  that  Orks  are  relatively 
cheap  points-wise  means  thal  there  are 
usually  a  large  number  of  them.  While  a 
frontal  assault  by  overwhelming  numbers  is 


Benjamin  ff&ntv’x  KuiHmixxttr  Yarsaikk 
wan  first  place  at  the  2004  AtUiutti  (unites  Dus 
Galt  leu  Demtm  Painting  Otm/wliTiiM. 

an  enemy.  For  the  next,  he  can  go  with  more 
speed  or  firepower, 

A  few  specialized  mobs  fielded  alongside  a 
healthy  number  of  Ork  Boyz  can  add  lots  of 
punch  to  an  army.  Burna  Boyz  can  field  an 
extraordinary  number  of  flame-throwing 
burnas,  which  can  also  be  used  as  power 
weapons  (no  armor  save!)  in  combat. 
Skarboyz  are  crusty  veteran  Orks  who  pack 
close  combat  attacks  with  extra  strength, 
while  Stormboyz  use  Jump  Packs  to  close 
the  gap  with  the  foe  more  quickly.  For  heavy 
support,  it  is  tough  to  beat  the  walking 
menace  of  Killer  Kans  or  Dreadnoughts,  but 
Big  Gunz  provide  some  wicked  options,  like 
the  always-hitting  Zzap  guns  or  the  far- 
reaching  shells  of  a  Lobba.  Orks  can  be 
battlefield  scavengers  too.  and  troops  like 
Lootas  may  make  use  of  enemy  heavy 
weapons  and  even  Looted  vehicles  Irom 
other  armies.  Even  a  Basilisk  or  Land  Raider 
can  turn  up  In  an  Qrk  force. 

With  so  many  effective  and  fun-tc-play 
choices,  it  won't  be  long  before  you  are 
building  up  your  own  Ork  Waaagh!  (the  Orky 
word  for  massive  invasion). 
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Oik  Battle  Force  Box 
99120103004 


■  1 6  Ork  Boyz 

*  5  Ork  Warlike  $ 

’  1  Ork  Warbuggy 

*  1  Ork  Wartrukk 

*  Battle  field  Accessories 


GETTING  STARTED 


The  4S-pafni  Ork  ruk'hank  ifejt)  awlwm  pun mug  tintt 
rnrxietirtR  RtiittaSt  iHteksrtntnd.  tuui  rfrd-  full  army  li\i/ur 
the  (?rks.  The  32 -pave  Anna^eAintt  ruieiwnk  tnyfui 
emtaim  tinny  ittf  run  tin  f\  jnr  the  Arniagethfan  war. 


Codex:  Codex: 

Orks  Armageddon 

60030 1 03002  60030 199001 


Warlord  Ghazghkull 
Thraka  Box  (t) 

99110103092 


GHAZGHKULL'S 

TUSKS 

9947010309201 


GHAZGHKULL’S 
POWER  CLAW 

994701 0309206 


GHAZGHKULL'S 

JAW 

9947010309202 


GHAZGHKULL  S 
STIKK  BOMBCHUKXA 

W4701 0309206 


GHAZGHKULL'S 

HEAD 

994701 0309203 


GHAZGHKULL’S 

BODY 

9947010309204 


GHAZGHKULL’S 
BACK  BANNER 

9947010309307 


GHAZGHKULL'S 

kustom  shoota 

9947010309309 


GHAZGHKULL'S 
POWER  CLAW  ARM 

994701 0G0921O 


GHAZGHKULL'S 

LEGS 

?9470l 0309205 
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MOB  HEAD*  NOB  HEAD  2 

9347010308216  9947010308219 


Nobz  Mob  Box  (5) 

99110103082 

Nob  Blister  (Random  1) 

99060103037 


NOB  HEAD  3 

9947010303220 


NOB  HEAD  4 

994701 030H22T 


NOB  HEAD  5 

9&47Q 10303222 


NOB  POWER 
CLAW  ABM 

9047010308210 


NOB  BODY  1 

9947010303201 


NOB  BODY  2 

9947010300202 


NOB  BODY  3 

994701030620-3 


NOB  BODY  A 

9947010306204 


NOB  RIGHT 
CHOP  PA  ARM 

9947910303203 


NOB  LEFT 
SLUGGA  ARM 

9947010303206 


NOB  LEFT 
CHOPRA  ARM 

9947010303212 


NOB  BIG  SHOOTA  2 

99470 1 0303207 


NOB  BIG  SHOOTA  1 

9947010306206 


NOB  RIGHT 
SLUGGA  ARM 

9947Q 103062 U 


QRK  NOB 
BACK  BANNER 

904704O3CO4O& 


NOB  CLAW 
BOTTOM 

9047010309209 


NOB  STANDARD 
BACKPACK 

9347010300223 


NOB  STANDARD  TOP 

9947010300217 


NOB  ICON 
POLE  1 
9947010300213 


NOB  ICON 
POLE  2 

9347010308214 


NOB  ICON 
POLE  3 

99470103002(6 


NOB 

STAND AR  D 
BOTTOM 

9947010300216 
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Warboss  Siister  (Random  1) 

99060103079 


QRK5 


ORK  WARBOSS  ATTACK  SQUIG  ARM 

9^17010309104 


WARBOSS 
CHOP  PA  ARM 

994 701 0307903 


ORK  WARBOSS  S HOQTA/BUftN  A 

994701 03091 03 


WARBOSS  BODY  1 

&94701 Q3Q7901 


WARBOSS  SHOOTA  ARM  W/  MAGAZINE 

0947010307902 


WARBOSS  BODY  Z 

9947010309101 


WARBOSS  HEAD  1 

gWTOlOWTMH 


WARBOSS  HEAD  2 

99470 1Q3091QZ 


WARBOSS 
BACK  BANNER 

Md?0l  0007305 


Mad  Dok 

Grotsnik  Blister  (1) 

99060103097 


MAO  DOK 
GROTSNIK  BODY 

9947010309701 


MAO  DOK 
GROTSNIK  head 

gfttfOUHOOTGS 


MAD  DOK 
GROTSNIK  CLAW 

994 701 M 09704 


MAD  DOK 

GROTSNIK  SHOOTA 

9947D1Q3Q9TO 


MAD  DOK  GROTSNIK 
CLAW  ARM 

99470I03097Q5 
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MEGA ARMOR 
HEAD  SPRUE  1 

9947010307803 


MEGA  ARMOR 
HEAD  SPRUE  2 

994701 Q307E04 


MEGA  ARMOR 
HEAD  SPRUE  3 

9947410007005 


MEGA  ARMOR 
JAW  PLATE  1 

99470 103Q7807 


MEGA  ARMOR 
JAW  PLATE  2 

994701 03 0780$ 


WIEGA  ARMOR 
JAW  PLATE  3 

99A701 03978CO 


Nob  in  Mega  Armor  Blister  (Random  1) 

990601 03076 


MEGA  ARMOR  BODY  1 

9947010307001 


MEGA  ARMOR  BODY  2 

9347010307802 


NOS  CLAW  BOTTOM 

9947010303209 


MEGA  ARMOR 
POWER  CLAW  BLADE 

9947010307812 


MEGA  ARMOR 
POWER  CLAW 

934701 03073 1 3 


MEGA ARMOR 
SHOOTA 

9947010307309 


MEGA  ARMOR 
SHOOTAySKORCHA  COMBI 

0947010307310 


MEGA  ARMOR 
SHOOTAyROKKIT  COMBI 

S947G1G307B11 


Otrti.\htHti(!x,  a  Mckhtty  wifi  cxhih/1  the  kind  of  ambition  uxuitliy  seen  only  a  tunny 
.\nht-  Although  fit'  i  on  never  aspire  to  lead  tt  whttfe  w  orbit  nd^  the  Mekbtn  mi? 
yitfiter  other  Vtekhoyz  n\  ft  Mowers  and  xuin  hi  power  ami  stature. 


Mekboy  Blister  (Random  1) 

99060493005 


mekboy  right 

ARM  W  SHOOTA 

994704O3OO5OS 


MEKBOY  RIGHT 
ARM  W/  SLUGGA 

9947040300506 


MEKBOY  Vi? 
WRENCH  BODY 

9947040300501 


MEKBOY  W / 
MALLET  BODY 

9947043300503 


MEKBOY 
BAG  KP AC  K 2 

3947O403OO504 


MEKBOY 
backpack  1 

9947040300503 
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Stormboyi  Mob  Box  (8) 

99110103076 

The  StwmhtrK  Mob  faneti  net  tiho  inrfiute*  the  Ork  fit >yz 
Spnttf  (W.itiH  iOMMU  t.  nhitwti  with  the  Ork  Buy;  Mot*  fan-rtf  net. 
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STORMBOV  ACCESSORY  SPRUE 

9947010307601 


5k*  | 


STORMBQY 
ROKKIT  1 

99470 1 03076&2 


5T0RMBOY 
FtOKKIT  2 

9947010307603 


STORMBOY 

BODY 

9947010307604 


Stormboy  Nob 
Blister  (1) 

99060103090 


STOHWtBOY 
NOB  body 

9947010303031 


STORMBOY  NOB 
HEAD  SPRUE 

9947010303002 


STORMBOY  NOB 
JUMP  PACK 

9947010309003 


Tin- Sturmimv;  N**l>  Witter  uhotonttih j.v  Not*  Rifiht  Chapptt  Antt  iW70iOM82Q8l  and 
i Sub  Left  SfofiKti  Ann  {9*M?0WMf82GbK  fcrrfft  v/wWt  with  the  Ork  Xt> te, 
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DRK  FLESH 

Even  though  ail  Orks  are  green  they  don'i  all 
have  to  look  the  same!  Below  are  some 
different  ways  to  paint  your  greenskins. 

Tip:  Try  mixing  up  different  greens  and 
browns  and  then  add  lighter  shades  to  create 
your  own  skin  tones. 


BASECQAT:  CATACHAN  GREEN 

For  a  basic  Ork  color,  begin  with  Catachan 
Green  and  add  Goblin  Green  to  it  for  the  first 
two  highlights  Add  some  Rotting  Flesh  to  the 
green  mixture  for  the  final  highlight. 


BA  SBC  OAT:  DARK  ANGELS  GREEN 

To  create  darker  Orks  use  Dark  Angels  Green 
and  add  Bad.  Moon  Yellow  lor  the  highlights 
For  each  highlight,  simply  increase  the 
amount  oi  Bad  Moon  Yellow  that  is  added  to 
the  green. 


8ASECOAT:  50%  DARK  ANGELS  GREEN 

50%  BESTIAL  BROWN 

After  the  basecoai  is  mixed  add  Carno  Green 
for  I  he  first  two  highlights.  For  I  he  final 
highlight,  use  straight  Gamo  Green  for  a  more 
defined  look. 


BASECQAT:  50%  SNOT  GREEN 

50%  GRAVEYARD  EARTH 

This  lighter  green  uses  Rotting  Flesh  as  the 
highlight  ingredient.  Add  an  increasing  amount 
of  Bolting  Flesh  to  the  Snot  Grean/Graveyard 
Earth  mix  lor  each  oi  the  highlights. 
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Ork  Boyz  Box  (16) 

99120103003 


ORK  BOYZ  SPRUE  (SHOWN  70%  ACTUAL  SIZE) 

aeftBDtfloooi 
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KWl  ( 


SLAVER  GRABBASTiKK 

9947040301102 


SLAVER  WHIP 

9947040301103 


SLAVER  BODY 

9947040301 101 


Staver  Blister  (1 ) 

99060403011 


GROT  1 

994 7040301 201 


I- 


GROT  2 

994 7040 30 1  £02 


GROT  3 

9947040301 203 


GROT  W/ 
BLUNDERBUSS  1 

9947040302601 


GROT  W/ 
BLUNDERBUSS  2 

994704 0302602 


GROT  4 


9947040301204 


GROTS 

9947040301 20S 


GROT  6 

99479403012106 


GROT  WV 
SLUGGA&  KNIFE 

9947049302303 


Grots  Blister  (Random  4) 

99060403023 


GROT  W7  2  SIX 
SHQOTAS 

9947040302694 


Tankbusta  Boyz  Blister  (2) 

99060103093 


TANKBUSTA  BODY  1 

9947010609391 


TANKBUSTA  BODY  2 

994701 0309305 


TANKBUSTA  ARM  1 

9947010309332 


TANKBUSTA 
ARM  2 

99470 1 0309304 


«  •  r  |  PR  1 


«d»[>  ir-ji-  i  IN  1  -*  n  ii  iiijJ  i  .  ufluife  ailici^  on  kxkJ  C^xpcrni*-  imj*  nrr  pli|gh  iSfr  llir— : 


WARHAMMER 

4  0.000 


Start  by  cutting  out  a  base  from  hardboard 
and  sanding  the  edges  down.  Create  a  hill 
shape  out  of  insulation  foam  and  glue  it  in 
place  on  top  of  the  hardboard. 

Cover  the  base  wild  while  glue  and  sand. 

This  layer  will  protect  the  loam  from  Ihe 
super  glue  and  spray  primer. 

Take  bitz  and  pieces  from  various  inode  is 
and  glue  them  into  place  with  super  glue 
Stack  them  to  look  random  and  disorganized- 
Make  multiple  layers  of  bitz  to  create  a 
disheveled  look. 


Once  the  scrap  pile  is  built,  prime  it,  with  black 
spray  primer  and  then  paint  ill  with  slightly 
watered-down  Bestial  Brown  paint  Add  some 
areas  of  Scab  Red  throughou!  the  pile, 

Dry  brush  with  Boltgun  Metal  and  use  Chestnut 
Ink  to  ‘"Stein"  random  areas.  Finish  up  by 
gluing  static  grass  to  the  base. 


J 


Boyz  w/  ’Eavy  Weapons  Blister  (Random  2) 

99060103088 


’EAVY  BOY  UEGS  1 

994701 03 08803 


EAVY  BOY  LEGS  2 

9947010308004 


'EAVY  BOY  ’EAVY  SHOOT  A  TQRSO 

3947m  pso&aoi 


'EAVY  BOY  FtOKKIT  LAUNCH*  TOR  SO 

9947Q103G9S02 


EAVY  BOY 

HEAD  1 
9647010308605 


EAVY  BOY 
HEADS 

S547O1O3O0SO6 


’EAVY  BOY 
HEAD  3 

g3J7&l03&5BD7 


■EAVY  BOY 
HEAD  4 

93470 10300603 


Burna  Boyz  Blister  (Random  2) 

99060103083 


BURNA  BOY  BODY  1 

094701 0006301 


BURNA  BOY  BODY  2 

9947010300332 


BURNA  BOY 
HEAD  1 

M47DI 0606303 


BURNA  BOY 
HEAD  2 

99470 1Q30B3D4 


BURNA  BOY 
HEAD  3 

994701 0308305 


BURMA  BOY 
HE  AD  4 

9947010306306 
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STIKK  BOM  MAS  SPRUE 

39*701 03Q3QC6 


Stifrk  Bommas  Mob  Box  (12) 

99110103080 


STIKK  BOMMAS  ARM  1 

99*70 103O&OO1 


STIKK  BOMMAS  ARM  2 

99J7Oi03S3tK)2 


STIKK  BOMMAS  ARMS 

9947-O1O3O0OO3 


STIKK  BOMMAS  ARM  4 

99*7010303-00*1 


‘f  in-  Sutrnihoyz  Mt?i>  iwxe<t  n-l  ntm  htrhuh-.\  the  Ork 


Boy:  S>™‘  t WSNOI OJfX) l ),  nhowti  with  the  Ork  Hoy:  Moh  hexed  set. 


Warbike  Box  (1) 

99120103005 


'{'fu-  W'at'hikc  comes  with  the  Sr/utli 


Tire  Sprite  t99$9W99t)J4).  shown 
with  the  Wai  tmkk  find  ihi-  Ork  Deeai 
Sheet  flWJ/i f) 1030041  shown  later. 


WARLIKE  SPRUE  {SHOWN  65%  ACTUAL  Slit) 

AVAILABLE  ONLY  IN  WAR&IKE  SOX 
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WARHAMMER 

40,0  40 
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SKORCHA  CUPOLA 

394701 0303 t&t 


SKORCHA BASE  PLATE 

994701 03M 102 


The  Wurirak  Skorcha  comes  with 
the  Smufi  Tier  Sprue 
f  yy.iyyy vwiMi.  shtnvn  he  low,  the 
iron  wheel  Sprue  ( W.mmir2  L 
shown  Inter,  unit  the  Ork  Dee  of 
Sheet  iW5tOiOJ(JQ4f  shown  Utter : 


SKORCHA  FLAMER 

9947010303103 


Wartrak  Skorcha  Box  (1) 

99140103001 


SKORCHA 

GAUGES 

9947010303109 


SKORCHA  TAPS  & 
LEVERS  SPRUE 

934701 03031 07 


SKORCHA  TANK  TOP 

9&4701G303104 


SKORCHA  TANK  BOTTOM 

9947010303105 


SKORCHA  TRAILER 
COUPLING 

9947010303106 


SKORCHA 

HATCH 

9947010303100 


SKORCHA 
SNQTLING  PUMPER 

9947010303110 


WARTRAK  SPRUE  (SHOWN  57%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  WARTRAK  EDX 


Wartrak  Box  (1) 

99120103001 


The  Wartrak.  {-tunes  with  the 
Small  Tire  Sprue  ( 993 WWOJ-I ), 
shown  wish  the  Warrrnkk.  and 
the  Ork  Decal  Sheet 
mS  to  1 03004. J  shown  later. 


■  MxpfciUid. 


Ifl  iU  t  1-uJ  IU*  J*U«  CotftMJi  HU-  vjff  nJt^h  L««i®  ttj 


Snvv 


The  Wiinriikk  comes  with  the  CM  Da  it? 
Sheaf  (995lOI(Kh'.}f.j4i  shumi  filter. 


Wartrukk  Box  (1) 

99120103002 


LARGE  TIRE  SPRUE 

99399999033 


4. 


SMALL  TIRE  SPRUE 

9939999903J 


WARTRUKK  SPRUE  *SHOWN  75%  ACTUAL  SIZE) 
AVAILABLE  ONLV  IN  WARTRUKK  BOX 
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OAK  DECAL  SHEET  (SHOWN  72%  ACTUAL  SIZE) 

995101 03004 


<1 

E 
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War  buggy  Bo*  (1) 

99120103006 


Tft  c  WiirbsrgKy  t  v  .ujrr.v 


Mvi/p  /ftp  Zi’iwf*  ??w  A)vwi4  f -tjmc/  f/nr  7rnp  fWJW9B9£lWJi  ftfrf/j  jutouvi  uvtfp  fb>  UfrwjdJL 


WARBUGGY  SPRUES  (SHOWN  70%  ACTUAL  SIZE) 

AVAILASLE  ONLY  IN  WARBUGGY  BOX 

reS-^MITWDHKSHDF  WMM 
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Ml  aw  **+  **rf&ut4  if  iiMIrl  k®,  ad  ifNim  4-tl  iJ  pi<  y  p^sr*  1  Jin  Iran  n..> 
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E&t  'h  wmtpieit'  minimi  on  this 
page  irii'huh'i'  the 
fuw  lutz  sium  /t  here. 


ORK  KANNON  SPRUE 

9947010309606 


ORK  ZZAP  GUN 

9947010309503 


ORK  ZZAP  GUN  FIREft 

0947O1 0305532: 


ORK  ZZAP  GUN  CHASSIS 

994701 030050*5 


ORK  ZZAP  GUN  SPOTTER 

994701030950) 


Zzap  Gun  Blister 
{1  Zzap  Gun  and  2  Crew) 

99060103095 


IRON  WHEELS 

99399999032 


r 

-  j 

"M  Mr 

v  jpl 

Kannon  Blister 
(1  Kannon  and  2  Crew) 

99060103096 


ORK  KANNON  LOADER 

9947010300501 


ORK  KANNON  FlREFl: 

904  701 03 09 60 1? 


QRK  KANNON  SHIELD 

9947010300805 


ORK  KANNON  BARREL 

9947010309503 


ORK  KANNON  CHASSIS 

9047010309604 


ORK  LOBE  A  CHASSIS 

9947010309404 


ORK  LOBSA 
HATCH 

394701 0304406 


ORK  LOBBA 
BARREL 

90*47010309403 


ORK  LOBBA 
MOUNT 

994761 0309405 


ORK  LOBBA  F1RER 

9947010309462 


ORK  LOBBA  5POTTA 

09*3701  D3  0940 1 


Lobba  Blister 
(1  Lobba  and  2  Crew) 

99060103094 


IiU  J  il , 
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DHKY  VEHICLE  AND  WEAPON  DETAILS 

CHECKS 

To  create  checks,  start  by  painting  two  straight 
lines  with  a  fine  delaii  brush  and  thinned 

Chaos  Black  paint.  Paint 
another  line  in  Ihe  canter 
ol  them  to  create  three 
evenly  spaced  fines. 


Make  a  grid  by  carefully 
painting  lines  (hat  are 
perpendicular  to  the 
original  three. 

For  the  checkered  effect, 
paint  alternate  squares 
Skull  White. 


Fill  In  the  real  of  the 
squares  with 
Chaos  Slack. 


BAGS 


Begin  by  painting  two 
parallel  lines  with  thinned 
Chaos  Slack,  Paint  a  zig¬ 
zag  pattern  in  between 

these  lines. 

Carefully  fill  In  one  set  ol! 
triangles  with  a  color  of 
your  choice  [we  used 
Sunburst  Yellow). 

Finish  by  filling  In  the  rest 
of  the  triangles  with  a 
dilferenl  color  (we  chose 

Skull  White). 


GLYPHS 

Choose  3  glyph  and  paint  it  onto  a  model  with 
thinned  Chaos  Black  paint.  Remember,  Orks 
aren't  the  be$i  artists,  so  it's  okay  it  the  glyph 
Is  a  little  sloppy. 


Fill  in  the  area  with  another  color,  but  leave 
she  edges  black.  Here  we  used  Codex  Grey, 
but  a  darker  shade  ol  your  army  color  would 
work  welt  tool 


Using  a  lighter  color,  start  from  the  top  (the  teeth 
points)  and  paint  streaks  downward  (toward  the 
base  ol  the  teeth).  We  used  Skull  White. 


KILLER  KAN 
BANNER  POLE 

9947(1 10300410 


KILLER  KAN 
BACK 

9947C1 03-08404 


KILLER  KAN 
FRONT  1 

9947010308401 


KILLER  KAN 
FRONT  2 

9947010308402 


KILLER  KAN 
FRONT  3 

9947010308403 


KILLER  KAN 
ARM  1 

9947010308406 


KILLER  KAN 
ARM  2 

99470 10308407 


Killer  Kan  Blister  (Random  1) 

99060103084 


KILLER  KAN  LEG 

99470 10308408 


KILLER  KAN 
TOP  HATCH 

9347010308400 


K(LLER  KAN  SITZ  SPRUE 

9947010308405 


Jfit-  Kith-  r  Ktm  aku  to  Me .1  ttu-  Stmlm  fW470tf>3Q  7705}. 
Ettvy  Shoot"  Power  CImv  m47tmS07707l 

lin-Min-  tV'MJOJti.mrOXj.  mid  Rok kit  Launcha  i  $9470 1 0307704} 
.drown  with  the  Ork  Drettdiiiutgtii*  pht\  ffte  Qrk  Decal 
Sited  fQ9S IQ  1 03G04)  xhtrwn  earlier. 


NOB  ICON 
POLE  1 

9947010308213 


NOB  ICON 
POLE  2 
9947010300314 
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DREADNOUGHT 
POWER  PLANT 

9947010307717 


ARM  1 

99470 10307700 


Use  Chestnui  Ink  lor  the  basecoai  of  the  rusty 
patches.  Next,  apply  watered-down  Bestial 
Brown  over  the  Chestnui  Ink  patches. 


DREADNOUGHT 
POWER  CLAW 

0547010307707 


DREADNOUGHT 

BUZZSAW 

9947010307700 


DREADNOUGHT 

ROKK1T 

LAUNCHA 

9947010307704 


DREADNOUGHT 

bottom  hatch 

9947010307715 


DREADNOUGHT 
TOP  HATCH 

3947010007716 


X- 

m  §  -  ,  . 

_  «_ 


DREADNOUGHT  SITZ  SPRUE  1 

994 701 0307701 


DREADNOUGHT  BlTZ  SPRUE  2 

99-37010307702 


The  Dreitdnmt$m 
uisa  ttunt's  with  rht 
Ork  Dee  a  I  Sheet 
WSIWQjtQMt 
Ulfnvn  earlier. 


dreadnought 

LEG 

9947010307711 


Ork  Dreadnought  Box  (1) 

99110103077 


DREADNOUGHT 

FOOT 

90A7CHC3Q7712 


DREADNOUGHT 

SKGRCHA 

BW70  10307705 


DREADNOUGHT 
’EAVY  SHOOT  A 

903704  S3  37 7 03 


DREADNOUGHT 
ICON  POLE 

904701,0307705 


Once  dry,  usd  undiluted  Bestial  Brown  to 
strengthen  the  appearance  ot  the  rust.  Finally 
drybrush  Vermin  Brown  over  the  rust  spots  for 
a  lintshing  highlight. 


DREADNOUGHT  PRONT 

99470 103377 13 


DREADNOUGHT  SACK 

9947010307714 


PA1HI1NG  BUSTY  MOM 

Many  of  the  Grk  models  are  equipped  with 
metal  weapons  and  have  various  metal  bin. 
Most  Ork  metal  is  rusty,  since  they  obtain  it 
irom  scrap  piles  and  never  take  vety  good 
care  ot  it-  Here  is  an  easy  and  fast  way  to 
paint  metal  with  rusty  spots  all  over  it. 

Start  by  priming  the  model  black  and  apply  a 
watered-down  coat  ot  Tin  Bilz.  Dry  brush  the 
model  with  Boltgun  Metal  and  use  heavier 
strokes  In  small,  random  patches 
(steps  not  shown). 


j? 


DREADNOUGHT 
ARM  2 

9947010307710 
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WARHAMMER 

40.000 


r 


Kir 


Top  Box(es):  Basecoat  Colors  fi  Ink  Washes 


H  Bottom  Box(e&):  Highlights 


Mixed  Colors 


DEATMSKUILZ 

Ena)  ffihi?.1?  (jffr.Tjn.iftiMS  ftto- 

Gaww  Grearr.  to-  Siuj 


DEATHSKULLZ 

I1  ■' Fiji rJ  jfiue.  L.'tonn^ki'itfL:  Fto 
Utimntar/nes  Bfue  *  fctf  fee  Btui 


GOFFS 

Pworf  Chaos  flC,ict 

SSfoSw  Oato1,  Stuff  Wltifu 


EVIL  SUWZ 

■fetf  Gwa  Gtiitfe?!  Yf.ui >v: 
3<oos!  Re rJ  SiWry^sl  ftjfgpv 


GOFFS 

I'm  E:L~.  Gftafls  ffiaot 
SA’i.-'if  L'  V".  :* 


BLOOD  AXES 

&«?/  £w«_._CAffas  am 

Gtibim  Sreiiri  Chs>nnai{ 


BAD  MOONS 

Butt [M Mif.1;, f.'.  Gnto’in  Vaitoft 

ctmifimai!.  £W  Atom  ream 


■  ■ 

□  □ 


BAD  MOONS 

Bflrtftw it  MriM.  Sofefen  Mm 

CftaiVjrrarf.  b.Tui1  .ypflrt  Vfeffpirv 


BLOOD  AXES 

flratefrfc  Itfjtfief.  Cater  Grey 

CftSftS  .eWJ£A  FtirtfmSf  GYty 


BLOOD  AXES 

Stmthtia  Lcattii'r,  Glm&s  Steel r 


BLOOD  AXES 

AuAontfc  frown  Vfi-rnwj?  Brawn 

CfljftK  Bhck 


BLOOD  AXES 

C ftaus  gfiicfr  i^d.v*;  ruraourgr 

SM  WMtr.  Fonms  Gm 


All  mwufwTi  inr  >r  rtW  JwsftM  M.  w|i-  h,  Mi#.  «i  ifftfe  *i  i  Jhl,  ■  -  ■  i.iJ  »«ii  u*ki*  suiiru  i*-  Kiel  L  uiiiu  i  jui  ru  p  IuJ.iIy  l*->m  i|nec  Hn^n 


TACTICS 


TIPS  FOR  WINNING  WITH  ARMS 

A.  The  major  advantages  of  an  Qrk  army  are 
numbers,  mobility,  and  determination.  Qrk 
armies  can  field  massive  mobs  and  severely 
outnumber  most  other  armies  (Tyranids  being  a 
notable  exception).  Orks  are  also  extremely 
mobile  -  ihe  vast  majority  of  their  weaponry 
can  be  fired  on  the  move,  and  the  army 
includes  both  cheap  transports  and  effective 
bikes.  Orks  also  rarely  fail  Morale  Checks  - 
iheir  Mob  Size  Check  ability  means  that  Qrks 
will  rarely  ever  run  away.  If  you  keep  these 
factors  in  mind  and  play  aggressively,  your  Or*; 
army  should  be  able  to  leverage  these 
advantages  into  a  real  chance  for  victory.  Try 
not  to  get  too  detracted  by  the  shiny  tanks, 
Dreadnoughts,  and  big  gunz  -  you  need  plenty 
of  Boyz  to  win? 

B.  Qrks  normally  aren't  very  resilient  when  (aced 
with  most  ranged  weapons.  However,  a  few 
pieces  of  kit  can  produce  a  fairly  resilient  force 
of  Orks.  Mekboyz  can  carry  kustom  force 
lietds  to  protect  the  Boys  on  fool,  and 

Ward  ikes  can  cruise  along  in  the  front  lines 
to  provide  a  cover  save  to  all  She  units  behind 
(hem.  Add  a  big  unit  of  Grots,  and  ynur  Qrks 
can  withstand  a  great  deal  of  shooting  while 
IhBy  head  toward  the  -enemy! 

C.  Most  40 K  players  properly  respect  choppas 
and  know  that  Qrks  excel  in  assault.  You  can 
pull  out  a  nasty  surprise,  however,  by  fielding  a 
full-size  mob  of  Flash  Gitz  lhat  has  the  more 
dakka  upgrade  and  four  big  shootas.  This  unit 
can  put  dul  more  than  enough  firepower  to 
make  up  for  the  Orks'  poor  accuracy  and  can 
put  a  crimp  in  the  plans  oi  an  opponent  who 
was  expecting  your  Orks  to  assault  exclusively, 
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COUNTIRTACTIGS 

TIPS  FOR  FIGHTING  AGAINST  ORKS 

A,  One  way  to  stow  down  an  Ork  army  is  to 
neutralize  its  advantages.  To  whittle  down 
numbers,  use  template  and  blast  weapons.  To 
reduce  the  effects  of  ihe  Mub  Size  Check,  you 
can  use  many  units  who  can  affect  enemy 
Leadership  (such  as  Necron  Pariahs,  Culexus 
Assassins,  and  some  psychic  powers).  To  cut 
down  on  |he  Orks'  mobility,  destroy  transports 
and  put  Warbikes  on  your  priority  list  ot  targeis. 

B,  AH  he  ugh  the  kustom  force  fietd  and  the 
Warbikes  do  provide  some  pnoteclion,  it  is  not 
enough  to  withstand  concentrated  fire-  Focus 
on  taking  out  ihe  Warbikes  and  the  mobs  with 
Ihe  Mekboyz  first,  and  you  will  find  It  much 
easier  to  deal  with  the  rest  of  the  army  once 
they’re  gone,  in  addition,  template  weapons 
ignore  cover  saves.  Armies  that  can  lield  quite 
a  few  flamers  (such  as  the  Witch  Huniers)  can 
have  a  field  day  frying  Orks  regardless  of 
kustom  lores  fields  or  Warbike  interlerence. 

C,  The  Flash  Gitz  can  be  a  bit  problematic, 
especially  for  armies  with  tow  armor  saves  like 
Tyranids  or  Imperial  Guard,  Although  it  may 
seem  counterintuitive,  this  unit  makes  a  good 
target  for  an  assault.  All  those  expensive  guns 
will  go  to  waste  if  they're  tied  up  in  close 
combat!  Alternately,  consider  driving  a  tank  in 
Inont  of  ihese  Orks  to  block  off  their  line  of  sighl 
lo  your  other,  more  vulnerable  units.  The  Flash 
Gitz  will  have  a  hard  time  taking  out  any 
vehicJo  with  AV  12  or  more. 
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Above;  Paul  Cbrrit'Ji  \  Dt j  a-W  titty-  wan  a  rttm wv  jr/r  ,jf  |/rt“  2WW  ito/ftinrjft' 
Garner  Day  GoMen  Demon  Pamimg  Compel  ithttt. 

I -eft?  Rajffi  Por.%-e^hkm 's  The  Power  **/  the  Gun  wort  ifanf  phn'c  al  fhe  2004 

t.A  ( Himes  Day  Golden  Demon  Fannin y  CtmjieiitiML 


Below:  Paul  Canitk's  Orb  Gtmfmkk  mwi 
first  plate  at  the  2004  liultimmT  Gann's 
Day  Goftk'n  Dwntto  Painting  Camftttimm 


ORKS 


A.btti't'1  Alturt  D,  Cut  ruM-ft 

UiJ/iJirM  [titter  tit  fhr  Ffettih 
201 M  (Jutnes  iXiv  intltit-tj 
Dutm ui  Fainting  ( 'ouijwtiriiM 
wuh  his  Orti 


99470 10308303  Buraa  Boy  Head  1  (*2) 
99470 1 0308505  Ard  Bay  J  aw  Sp  rue  ( x 2 ) 
994701 0308506  ‘Ard  Boy  Shoulder  Sprue 
99470209 11 501  Black  Ore  Body  1 
9947020911 502  Black  Ore  Body  2 
9947020911503  Black  Ore  Body  3 
9947020911504  Black  Ore  Body  4 
9947040300802  Ok  Gun  Sprue 


ARD  BOV  JAW  SPRUE 

994701 G30B505 


THIS  CONVEHSDH  CQHTMNS  THI  SPflSAL  QTO  0JT7  SHUWH  HERE 

Svmv  tin*  rfituhw  i.'ii'fi kA'ji  i,*w  r,li  W.» ij.f  l^iriTKf^Vwi. 


'ARD  BOY  SHOULDER  SPRUE 

WQI  030&5Q€ 


ORK  GUN  SPRUE 

9947O4OGOO0Q2 


1  htfva:  Dvaats  Mvaw.h  s'.vjjj  ittirtf  pium  m 
[hr  2004  /_4  {statics  Dtiy  Caltien  Demtiii 
PtlirltiiiK  Ctunf>t,lifttn\  with  fits-  Kilter  Ktni, 


ALTERNATE  MODEL  -  TROOPS 


Grots 


COMPONENTS  FOR  4  COMPLETE  MODELS 


99380209005  Goblin  Sprue  A 
99380209008  Goblm  Sprue  B 
9947040303103  Grot  Weapon  Sprue  (x2> 


COMPLEXITY  RATING 


THIS  CONVERSION  CONTAINS  THE 
SPECIAL  OFFER  BfTZ  SHOWN  HERE 

See  the  eufittttf!  iitiruthiciittti 
fur  mure  inforMitititm. 


GROT  WEAPON  SPRUE 

9947040303103 
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Sergeant  Peterson  surveyed  the  rubble  and  carnage ,  took  off  his  helmet,  and  scratched 
his  head  in  amazement .  For  3  days,  the  3rd  Imperial  Guard  Militia  Regiment  had  been 
held  up  by  rebel  forces  embedded  in  the  trenches  and  thick  cover  of  sector  317.  Several 
assaults  had  been  launched,  all  resulting  in  heavy  casualties  and  a  complete  failure 
to  penetrate  enemy  lines * 

Just  as  the  3rd  Regiment  prepared  for  another  seemingly  hopeless  attack,  they 
were  told  by  command  to  hold .  Instead  of  the  expected  artillery  barrage,  two 
squads  of  Ultramarines  arrived  in  their  Rhino  Transports.  It  was  the  first  time 
Peterson  had  seen  Space  Marines ,  and  the  rumors  all  fell  short  of  reality.  In 
unspoken  coordination ,  one  squad  supplied  covering  fire  while  the  other 
squad  advanced.  In  perfect  order,  the  two  squads  advanced  into  the  Rebel's 

most  fortified  positions .  Enemy  fire  washed  over  the  7' -tail  power-armored 
giants  but  bounced  off  like  gentle  rainfall.  In  a  few  moments,  it  was  over 
Just  like  that ,  the  Space  Marines  remounted  their  vehicles  and  went  off  on 
further  missions.  As  the  grisly  evidence  at  Peterson's  feet  proved ,  there  were 
no  rebel  survivors . 


Hat  llixlwp'x  Wolf  Priv\t  won  \ec(tnr$  place  ir\  the 

40,000  Single  Mudafutc  at tcgtny  tsi  r he 

2(  JffJ  Xihiriiti  (intilm  Datum  put  it  tun:  cumpeiilitirt. 


Space  Marines  are  genetically  modified 
Super  soldiers  that  were  first  made  in  the  dark 
and  distant  past  by  (he  Emperor  himself. 
Equipped  with  power  armor,  extra  organs, 
enhanced  reflexes,  superhuman  strength, 
and  more,  the  Space  Marines  are  Humanity's 

finest  warriors,  Organized  by  Chapters,  each 
of  which  has  varying  degrees  of  autonomy, 
Space  Marines  are  deployed  to  the  most 
deadly  battle  sites  of  the  Imperium. 

lighting  Style 

A  Space  Marine  army  is  capable  of  fulfilling 
any  battlefield  mission.  By  mixing  squad 
selection,  weapon  choices,  and  equipment,  a 
Space  Marine  force  can  defend,  attack, 
stand  back  and  shoot,  rapidly  advance, 
or  any  combination  imaginable.  Indeed, 

Space  Marines  are  entrusted  with  all  sorts 
of  specialist  missions  such  as  raid  inn  ’W 
behind  enemy  lines,  capturing  vital 
positions,  and  defiant  rearguard  actions. 

Some  Space  Marine  Chapters  are 
renowned  for  a  particular  battlefield 

trait  or  fighting  style.  The  White 
Scars  are  famous  for  their  hit- 
and-run  style  of  attacks,  white 
the  Blood  Angels  are  feared 
most  for  their  dose  assault 
prowess.  To  find  out  more 
about  famous  Space 
Marine  Chapters  and 
their  histories,  look  for 

Codex  army  books  and 
the  Index  Astartes  series. 


Hr  other  Cetpinfn  Finnegan  pninlcd 
!n  Matt  Ver&tui  won  third  place 
at  the  1004  Chicago  (iotdtfi 
Demon  flAifttiHg  vtuttfipfitfoiri. 


Collecting  a  Space  Marine  Army 

The  best  way  to  begin  collecting  an  army  ts  So 
gel  a  few  core  Troops  choices  and  a  leader. 
These  models  will  not  only  fulfill  the 
compulsory  selections  from  the  Standard 
Missions  template  but  will  also  give  players  a 
solid  army  core  on  which  to  build.  Space 
Marines  are  an  ideal  army  to  build,  whether 
you  are  a  new  Warhammer  40,000  player 
or  an  aged  veteran  of  many  battles.  The 
army  is  compact  and  endlessly  adaptable. 
Troops  like  Space  Marine  Tactical  Squads 
can  be  upgraded  with  a  few  weapon 
options  (like  a  lascannqn  to  take  out  enemy 
armor  or  a  heavy  bolter  to  wipe  out  massed 
troops).  You  can  also  add  a  Transport  in 
the  form  of  a  Rhino  or  Razorback. 
Likewise,  a  Space  Marine  Hero  can  rake 
to  (he  field  of  battle  on  his  own  (a  great 
option  for  beginning  armies)  or  can  be 
accompanied  by  a  Command  Squad 
complete  with  Apothecary.  Techmarine. 
and  Standard  Bearer, 

When  it  comes  to  enlarging  a  Space 
Marine  army,  there  are  simply  too  many 
great  choices.  Players  who  favor 
bringing  the  attack  to  the  enemy  quickly 
can  look  to  Fast  Attack  choices  like 
Assault  Squads  (with  jump  packs). 
Bike  Squadrons,  or  Land  Speeders. 
Heavy  Support  comes  in  the  form  of 
heavy  weapons  upgrades 
(Devastator  Squads)  or  a  wide 
range  of  lethal  support  vehicles  like  a 
Predator  Tank.  Vindicator,  Land 
Raider,  or  Whirlwind  missile  launcher, 
All  Space  Marines  are  fantastic,  but 
their  Elite  selections  are  truly 
awesome.  Dreadnoughts  are  great 
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support  for  infantry,  and  Terminators  are  even 

more  heavily  armed  and  armored  than 
standard  Space  Marines 

The  Space  Marine  line  of  Citadel  Miniatures 
is  widely  adaptable,  with  plenty  of  models  and 
options  usable  by  any  Chapter  (including 

ones  you've  made  up  yourself)  as  well  as 
specific  models  to  fulfill  particular  Chapter 
roles.  Forward  for  the  Emperor1 


CHAPTER  APPROVED! 

Throughout  3 his  section,  you'll  find 
icons  next  to  some  products.  They 
indicate  that  the  mode]  was  designed 
to  fit  in  with  a  specify  Chapter.  With  a  intie 
conversion,  however,  any  of  these  models 
can  be  used  in  any  Space  Marine  army. 


Joe  Ortez.it '.\ 

(mu -Father 
u  an  seatiid  ptitce 
iit  the  WtifhnitiimT 

40M  Smle 

Mi/iit  nitre  title vnr\' 
at  the  2004  Chicago 
(rofdtn  Demon 

f Hiiis t ini’  cfniifit •lilittn 


“  Pa  u  Ilian  Blau  tar" 

Iron-Father 
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Codices 

The  Codex  is  the  essential  tome  of  Knowledge  and  starting  point  for  the  Space  Marine 
commander.  There  are  specialized  books  for  three  Chapters  -  the  Blood  Angels,  Dark 
Angels,  and  Space  Wolves  -  and  two  on  major  events  in  the  history  of  Warhammer  40,000. 


Codex: 

Space  Marines 

60030101006 


Codex: 
Blood  Angels 

60030101003 


Codex:  Codex:  Codex:  Codex: 

Dark  Angels  Space  Wolves  Armageddon  Eye  of  Terror 

60030101004  60030101005  60030199001  60030199007 


*  1  Terminator  Squad 
■  1  Razorback 


-  1  Command  Squad 

-  1  Combat  Squad 


Space  Marines  Megaforce 

99120101019 


Marine  Commander 
10  Tactical  Marines 


Space  Marines  Battle  force 

99120101026 

•  10 -man  Tactical  Squad1 

*  5-man  Assault  Squad 

*  3  Space  Marine  Bikes 
■  1  Rhino 

♦  1  Set  of  Jungle  Trees 


10- man  01  code  laws  Squad 
10-man  Grey  Hunters  Squad 
3  Space  Wolves  Bikes 
1  Rhino 

1  SeE  of  Ruined  Buildings 
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Space  Marines  Command  Squad  Box  (5) 


99120101028 


The  Spate  Marines  f  \/ni/nnml  Suutid  iwxed  set  (99l20if)l02&l  r tiettulex  the  Space 


Mu  rim  Deeai  Sheet  i  fOlftHO?)  shown  m  the  tW  nf  (he  Space  Marines  wvtiotL 


SPACE  MAfllNE  COMMAND  SPRUE  (SHOWN  75*.-*  ACTUAL  SIZE) 

993801 Q1 01 7 
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SPJ1EE  MUBLUES 


SPACE  MARINE  BACKPACK  SPRUE 

999801 OlftM 


SPACE  MARINE  AHIWS.  BOLTERS  &  SHOULDER  PADS  SPRUE  I  SHOWN  AT  75%  ACTUAL  SIZE>  (RANDOM  1) 

99380 T01 005 


The  Space  Mat  it  a--  Conmtuul  Squad 
hosed  set  MMitat'n*  the  sprue  shown 
here,  'which  is  not  uvaihihie  separttlaiy. 


SPACE  MARINE  BODIES  SPRUE  (SHOWN  75%  ACTUAL  SlZE^ 

AVAILABLE  ONLY  IN  BOXED  SET 


f 

SPACE  MARINE  BACK  BANNERS 

The  hack  banners  that  Space 
Marines  wear  indicate  in  one 


visual  stroke  with  which  Chapier 
and  squad  they  are  associated 
and  may  tell  of  a  Storied  incident 
from  she  Chapter's  past  In  any 
case,  these  banners  really  add 
impact  lo  the  look  of  your  army 


The  new  command  sprue  contains  a  plastic  hit 
with  a  banner  cast  onto  iL  However,  you  may 
want  to  create  a  more  personalized  look  for 
your  officers  by  creating  your  own  banners. 
Here  are  some  helpful  tips  on  how. 


Start  by  drawing  your  design  and  outline  on  a 
piece  of  paper  {or  photocopy  the  template 
shown  here  and  draw  your  design  on  it).  Draw 
lightly  so  the  design  will  be  easy  to  cover  with 
paint.  Cut  out  your  banner  and  attach  it  to  a 
piece  of  plasticard  or  cardboard  for  stability. 


When  you've  painted  the  colors  onto  the 
banner,  either  paint  the  outline  with  a  fine 
detail  brush  or  trace  it  with  a  fine  technical 
marker  (pick  one  up  at  an  art  or  Craft  store). 

Carefully  Cut  out  your  banner  labs  first,  paint 
the  back  a  solid  color,  and  attach  it  to  the 
banner  pole  by  folding  The  tabs  over  and  using 
white  glue  to  attach  the  tabs  to  the  back  of  the 
banner,  If  you  use  a  hobby  knife  (as  in  the 
pi  cl  u  re)  for  precise  attachment,  be  sure  to  use 
l he  flat  side  of  the  blade  instead  of  the  point. 
Be  extra  careful  not  to  glue  the  banner  to  the 
banner  pole  Itself. 


Once  you  finish  one  banner,  the  rest  will  only 
get  easier.  Remember,  practice  is  the  key.  Try 
using  brass  rod  to  create  larger  banner  poles 
so  you  can  make  larger  and  mpre  ornate  back 
banners  for  your  army's  special  characters. 

Let  your  imagination  go! 


tii  mi  jlm 
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The  Space  Mtifim  Ctmmundrr  based  set  (QQ/2QJ0IG32j  contains  enough 
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Space  Marine  Commander  Box  (1) 

99120101032 


The  Space  Mwituw  Otmausmier  imxed  set  tWtitmWK*?)  aho  itichtdts  the  Space  Marine  'Decal  .Sheet  (995!0i0H02t  ,\hmv»  at  the  emt  of  the  Spare  Marines  seethw 


SPACE  MARINE  COMMANDER  SPRUE 

AVAILABLE  QNL.V  IN  SO^ED  SET 


rtjltrtitft  hfcidl'lr^ll  itflffllMlifr  ill  li  i  *■  1 1+|  ‘ir*  f»*d  Coohmi  ntir  W>  "rhgtrJj  Iniffl  Ifra**  ifi'n 


A  3 1 ennui  isti- ire 


All  Chaplain*  an  this  pttpe  can  be  equipped  with  <t  jump  park 
as  xfwwit  with  the  Aswan  it  Marituw  m  the  Fast  Atmek  section. 


Space  Marine  Chaplain  Blister  (Random  1) 

99060101031 


SPACE  MARINE 
CHAPLAIN  1 

9947010103103 


SPACE  MARINE 
CHAPLAIN  4 

094701 01 031 04 


SPACE  MARINE 
CHAPLAIN  2 

ONLY  AVAIL  IN  BUSTER 


SPACE  MARINE 
CHAPLAIN  3 

9947010103101 


SPACE  MARINE 
CHARACTER  BACKPACK 

99339999008 


Spat  e  Murine  Librarians  conn.  with  the  Space  Marine  backpack  y/rtmTi  with  Command  Squm!  itt  da-  earlier  in  litis  section  as  welt  as  the  Span- 
Marine  Character  Arm  Sprue  I 993999^'.^'X)? }  shown  an  this  pti){c.  The  hit  cades  listed  here  are  far  mend  bodies,  with  sculpted  right  arms. 


SPACE  MARINE 
CHARACTER  ARMS 

99399999007 


EPISTOLARY 
LIBRARIAN  1 

9547010101901 


EPISTOLARY 
LIBRARIAN  2 

934701 0 1 0 l 902 


lexicanljm 

LIBRARIAN  1 

3347010107001 


LEXICANUM 
LIBRARIAN  2 

9947010107002 


CODICIER 
LIBRARIAN  2 

9947010107301 


CODICIER 
LIBRARJAN  1 

9S47Q1 010730? 


Space  Marine  Librarian  Blister  (Random  1) 

99060101174 
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AlJ fii imilbrcr !*•  lurj'liH  im  wiert  wlifvic- jit  il  »'iin*n  iiT-lI  mi  ukvi  A|hcrwi«  tot:.  l  *intnif>*  nn 
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TERMINATOR  CAPTAIN  STORM  BOLTER 

KMTOtomiOS 


terminator  captain  banner  pole 

99470101  mw 


SPACE  MARINE  BANNER  TOP 

934701 01 01 602 


TERMINATOR  CAPTAIN  POWER  SY/0RD 

9947010111102 


TERMEWATOR 
CAPTAIN  BODY 

9947010111101 


Terminator  Captain  Blister  (1) 

99060101111 


Terminator  Librarian  Blister  (1) 

99060101041 


TERMINATOR 
LIBRARIAN  BODY 

99470101 04 101 


TERMINATOR 
LIBRARIAN  FORCE  AXE 

99470  it>i  04 102 


TERMINATOR 
STORM  BOLTER 

9947010100704 


TERMINATOR  LIBRARIAN 
BANNER  POLE 

9047010104103 


Terminator  Chaplain  Blister  (1) 

99060101040 


TERMINATOR 
CHAPLAIN  BODY 

094701 Dl 04001 


TERMINATOR 
CHAPLAIN  CROZ1JS 

094701 0104002 


TERMINATOR 
STORM  BOLTER 

9947010100704 


TERMINATOR  CHAPLAIN 
BANNER  POLE 

994701 Qi 04003 


This  rntrdfl  iintl  its  hit: 
fine  available  onty  vat 
special  offer. 


The  Spore  Murine 
Apothecary  Mister  emu?:, 
i  it  fit  the  Spt.tef  Murim 
Character  Arms  sprue 
(99,199999007  frirowtl  it l 
the  Space  Marine 
ftQ  section. 


Space  Marine  Apothecary  Blister  (Random  1) 

99060101072 


APOTHECARY  1 

9947010107201 


APOTHECARY  2 

0947010107202 


APOTHECARY 

MEPI-PACK 

9047010107202 
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SEmmiHES 


HONOR  GUARD 
STANDARD  ARM 

&947O101t77te 


Blood  Angels  Honor  Guard  Box  (5) 

99110101176 

The  (flood  Angels  Honor  Guard  aha  contains  the  Left  and  Rteht  Assault  Arm  Sprite  a  (99SS0 1 01 OOS  S:  99380IQiW9h 
ttttd  Jump  Pack  Sprue  (WfHOH'lfOff  i  shown  m  the  Post  A  Pock  Sec!  too.  ax  nvtl  os  she  Spore  Moron- 

Herat  Sheet  t  WSf  tJttl i lQ2i  shown  at  the  to id  of  the  Sauce  Murines  section, 


SANGUINARY  PRIEST 
EXSANGUINATOR 

9947010117706 


HONOR  GUARD 


HONOR  GUARD 


kja  c 

a~  v; 

TMhl  LI 

HONOR  GUARD 
BANNER  POLE 

994701 01 17707 


HONOR  GUARD  VET 
SERGEANT  SPRUE 

994701 0117701 


TECHMARINE 

TORSO 

994701  DU  7702 


TECHMARINE 
POWER  AXE 

9947010117703 


SPACE  MARINE 
PLASMA  GUN 

99470*  GU77D4 


SANGUINARY 
PRIEST  body 

9947O1OH7705 


DEATH  COMPANY 
BODY  1 

994701011 5901 


DEATH  COMPANY 
BODY  2 

994701 011 5902 


DEATH  COMPANY 
BODY  3 

9947010116903 


DEATH  COMPANY 
BODY  4 

994701 31 15904 


DEATH  COMPANY 
BODY  5 

99470 1 0 1 1 5905 


DEATH  COMPANY 
POWER  SWORD  ARM 

99470 10 11 590& 


99110101159 


The  Bfutkl  Angel  Demit  Company  based  set  comes  with  a  Sfrare 
Marine  Backpack  Sprue  1 99380 (Of G04)  shown  n-ifh  the  Space 
Marines  Tot  -th-af  Squad  in  the  Troops  sect  too  os  well  os  fin-  U-ft 

and  Right  A\sanh  Arm  Sprues  (9$38QWi0()R  ct 

99JRCt{il{t'tf)lJ)  ',/r-un  j  i  iti/’/i  i he  Spare  Monties 
Assault  Squad  in  the  Past  Attack  Svctum. 


This  box  also  includes  tm  assortment  of 
Death  CoiHfiOitX  shoulder  pods,  shown  Ol  the 

end  tff  the  Spare  Marines  section. 


The  Blood  Aritfefo  Perth 
Company  Sjwcc  Marines  Mister 
is  available  only  vrd  special  offer. 

Blood  Angels  Death  Company 
Marines  Blister  (Random  2) 

99060101164 
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THE  LION 
HELM  BEARER 

9347010102105 


AZRAEL 

COMBI- WEAPON 

9347010102132 


A2RAEL  AZRAELBACK 

BANNER  TOP  BAN N EH 


93470-10102104  3947010102103 


COMMANDER 
AZRAEL  BODY 

M4701 01 02101 


Azrael,  Dark  Angels  Grand  Master  Blister  (1) 

99060101021 


Logan  Grimnar,  Wolf  Lord  Blister  (1) 

99060101208 


LOGAN  GRIM  N  A  Ft 
WOLF  CLOAK 

3947010120502 


LOGAN 

GRIMNAR  BODY 

9947010120801 


LOGAN  GRIMNAR  AXE 
HEAD  &  WOLF  SKULL 

9947010123004 


LOGAN  GRIMNAR 
STORM  BOLT  EH  ARM 

9947010120803 


jgJjB 

j  ^1  moL  "  1  JL  L7  %  9 

Ragnar  Blackmane, 
Wolf  Lord  Blister  (1) 

99060101063 


SPACE  WOLF  FtAGNAR 

BACKPACK  BLACKMANE  BODY 

934701 01 06303  9947010106301 


This  hti  i  s  uvttihihle 
wity  vut  ifwcral  offer. 


SPACE  WOLF 
BACK  BANNER  1 

394731  111  06300 
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MASTER  OF  THE 
RAVEN  WING  torso 

9947010113601 


MASTER  OF  THE 
RAVEN  WING  SWORD  ARM 

99470101 1 9602 


MASTER  OF  THE 
RAVEN  WING 
SHOULDER  PAD 

9947010119603 


RAVEN  WING  RIGHT 
ASSAULT  CANNON 

NOT  AVAIL.  SEPARATELY 


RAVENWING  LEFT 
ASSAULT  CANNON 

NOT  AVAIL  SEPARATELY 


MASTER  OF  THE 
HAVEN  WING  TWIN 
HEAVY  BOLTER 

NOT  AVAIL  SEPARATELY 


MASTER  OF  THE 
RAVEN  WING 
SCANNER  MOUNT 

NOT  AVAIL.  SEPARATELY 


MASTER  OF  THE 
RAVENW3NGGUN 
MOUNT 

NOT  AVAIL.  SEPARATELY 


MASTER  OF  THE 
RAVEN  WING 
ANGEL 

99470 10 1 19607 


MASTER  OF  THE 
RAVEN  WING 
BOOK 

9947010119606 


Dark  Angels 
Master  of  the 
Ravenwing  Box  (1) 

99140101196 


MASTER  OF  THE 
RAVEN  WING  SCANNER 

NOT  AVAIL.  SEPARATELY 


Jht  Dark  jfyjjjW.v  Master  af  the 
Ktnrnwifix  j  it\n  rtMMin*  the  S/nwe 
Mantle  Lftrttj  Speeder  Sprint 
(993VOlOl(X)t  J  shiHs'n  it)  Fast  d/tarfr. 


this  model  and  Us  hi  It  are 
tivaihihte  titth  via  sfu'cttii  offer. 


Lysander,  Captain  of 
the  Imperial  Fists 
Blister  (1) 

99060101311 


CAPTAIN 
LYSANDER  00 DY 

994 701 01 311  Cl 


CAPTAIN  LYSANDER  CAPTAIN  LYSANDER 

SHIELD  SPRUE  ARM  SPRUE 

9947010131103  90470101$1102 
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Ultramarines  Chaplain 
Cassius  Blister  (1  } 

99060101302 


CHAPLAIN 
CASSIUS  BODY 

9947010130231 


CHAPLAIN 
CASSIUS  ICON 

3947010130203 


CHAPLAIN 
CASSIUS  BOLT 
PISTOL  ARM 

9947010130204 


Asmodah  Dark  Angels 
Chaplain  Blister  (1) 

99060101022 


A  SHOP  A I  BODY 

9947Q 1 0 1 02201 


ASM  00  A]  POWER 
SY70RD  ARM 

994701 0102202 


Death  Company  Chaplain  Blister  (1) 

99060101160 

BIT  NAME:  BLOOD  ANGELS  CHAPLAIN 

BIT  CODE:  mm 01 00 101 

The  fih nit i  Angel  Dealh  Company  (Tmpiaitt  comes 
with  (he  Space  Marim  Character  Backpack 
(99399999008)  allow  n  earlier  rn  rht\  stu'iitm. 


Ulrlk  the  Slayer,  Wolf  Priest  Blister  (1) 

99060101064 


BIT  NAME:  ULRIK  THE  SLAYER  BODY 

BIT  CODE:  9947010105401 

Utnk  i he  Slayer  Cornea  with  the  Space  WW/  tUiekpack 
(99470  Hi  UKtSOSi  shown  earlier  m  this  set  Han 
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LemarteSj  Blood  Angefs 

Chaplain  Blister  (1) 

99060101165 


CHAPLAIN 
LEIUARTES 
BOLT  PISTOL 

9&470101 16502 


Thh  Mtfdei  tuu!  if s  bit"  arc  uvtiihifafc 
wily,  via  spec  in  I 


CHAPLAIN 
LEMARTES  BODY 

9047010116501 


Ezekiel,  Dark  Angels 
Grand  Master 
Librarian  Blister  (1) 
99060101023 


EZEKIEL  BODY 

NOT  AVAIL  SEPARATELY 


EZEKIEL 
FORCE  SWORD 

9947010102302 


White  Scars  Commander 

Only  Available  as  Bitz 


WHITE  SCARS  COMMANDER 

0947010123301 


WHITE  SCARS  COMMANDER 
EQUIPMENT  SPRUE 

9947Q1 01 23302 


WHITE  SCARS  COMMANDER 
EQUIPMENT  BIKE  FAIRING 

9947010123303 
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Space  Wolf  Rune  Priest 
Terminator  Blister  (1) 

99060101148 


RUNE  PRIEST 
TERMINATOR  BODY 

NOT  AVAIL  SEPARATELY 


Emperor’s  Champion 
Blister  (1) 

99060101236 


EMPEROR’S 
CHAMPION  BODY 

99470101 23601 


EMPEROR'S 
CHAMPION  BODY 

9947010123602 


Space  Wolf 
Rune  Priest  Blister  (1) 

99060101241 


SPACE  WOLF  RUNE 
PRIEST 

NOT  AVAIL  SEPARATELY 


RUNE  PRIEST 
ACCESSORY 
SPRUE 

99J 701 01 34 102 


77ri.it  ;.v  only  vui 

yn-{‘int  ttjftr  cj.i  a  fimpfcfi'  m*nM. 


RUNE  PRIEST 
TERMINATOR  FORCE  AXE 

NOT  AVAIL.  SEPARATELY 


WOLF  GUARD 
STORM  BOLTER  ARM 

9947010101 4Q5 


Captain  Tycho,  Blood  Angels 
Commander  Blister  (1) 

990601 01 023 

(jiff tain  Tycfw  is  nt't  itvaikilrf?  a*  a  hit. 
He  ahif  fames  with  ci  Spurt  Marini- 
Character  Backpack  1W399999008}. 
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Commander  Dante, 
Lord  of  the  Blood 
Angels  Blister  (1) 

99060101027 


COMMANDER 
DANTE'S  BODY 

994701 0102701 


Corbulot  Blood 
Angels  Sanguinary 
High  Priest  Blister  (1) 

99060101025 


APOTHECARY 
CORBULO  BODY 

NOT  AVAIL.  SEPARATELY 


v 


APOTHECARY 
ME  □  I- RACK  1 
994701 Of 07203 


Mephiston,  Blood 
Angels  Chief 
Librarian  Blister  (1) 

99060101026 


MEPHISTON  BODY 

NOT  AVAIL  SEPARATELY 


MEPHISTON 
FORCE  SWORD 

994701  Of  02602 


WORKSHOP, COM  209 
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Tigurius,  Ultramarines 
Chief  Librarian  Blister  (1) 

99060101309 


TIGURIUS  BODY 

ggwtra  i  o  i  soso  1 


TIGLFIIUS  SPRUE 

99.170 1&1 30503 


Shrike,  Captain  of  the 
Raven  Guard  Blister  (1) 

99060101310 


CAPTAIN  SHRIKE 

BODY 

9Gi70£  01 3-1  C0 1 


CAPTAIN  SHRIKE 
LIGHTNING  CLAW 

094 70 1 01 31002 


CAPTAIN  SHRIKE 
JUMP  PACK 

9947D10I31D03 


Dark  Ange!  Standard 
Bearer  Blister  (1) 

99060101024 


Dark  A/iya'i  Standwd 
Hi  -iinv  t  'owes  11  'hit  a 
Spine  Murine  Buckpurk 

(WMtWltm)  and  a 

Spare  Marine 

Character  Arm  Sprue 
f9V.WWVtM  ?}. 


DARK  ANGELS  DARK  ANGEL 

STANDARD  SHARER  TOP  STANDARD  BEARER 

05470 1 0 1 03402  NOT  AVAIL  S  EPA  R  At  ELY 


S/ifft'C  1 1  j  •'/ f  Standard 
Hearer  i  t/lfte.s  with  cj 
Spin  t  ■  Man  lit  fu  n  kpdi  < 

tWJMffMtJfHt  ami  a 

Spare  .Marine 
chat  after  .-Vrrr  Sprite 

( 99399999007 L 


Space  Wolf  Standard 
Bearer  Blister  (1 ) 

99060101132 

BIT  NAME:  SPACE  WOLF 
STANDARD  BEARER 

E3IT  CODE  994701 01  OBSOfi 
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space  mums 


Martwus.  Cutgar  with  Honor  G  third  tiiw  emnes  nith  the  Sjwct 
Murines  litH'kputk  Sprue  fWJHtHfitfXM)  .yiuiwn  niftier  in  this  $w 


HONOR  GUARD  CHAMPION  I 

3547010159900 


CALGAR  TORSO 

M47010128901 


CALGAR  FIST  SPRUE 

994 701 01 59993 


Marneus  Calgar  with  Honor  Guard  Sox  (5) 

99110101299 


HONOR  GUARD  CHAMPION  2 

9947010129009 


HONOR  GUARD  WEAPON  SPRUE 

9347019129004 


CALGAR  LEGS 

9947010129902 


CALGAR  BASE 

094 70TDT 59905 


HONOR  GUARD 
CHAMPION 

994701 Q | 59906 


HONOR  GUAHD 
CHAMPION  SPRUE 

9947010129907 


HONOR  GUARD 
STANDARD  BEARER  BODV 

5947010120910 
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Space  Marine  Veterans  Box  (5) 

99110101300 


The  Space  Marine  Veterans  feW  srt 

t&vnowtJtoo  J  afv*  the 

Space  Murine  Bm  kptit  k  Sprat1 
(99.iSl)10!(KH)  .\h mvn  earlier  m  this 
xeerian  tint!  if  a-  SjHice  Marin?  Decal 
Sheet  (995IQI0tIQ2)  sfwwa  at  the 
ami  <>f  the  Spa ir  Marines  section^ 


VETERAN  MARINE  5 
(NO  ARMS) 

9947010130005 


POWER  ARMOR 
LIGHTNING  CLAWS 

9947010130030 


VETERAN  MARINE 
BANNER  2 

9947010130021 


VETERAN  MARINE  0 
W/  POWER  FIST  ARM 

&34701013G024 


VETERAN  MARINE  1 
(CHAIN  SWORD) 

9947010130035 


VETERAN  MARINE  2 
(AXE  &  LAURELS) 

9947010130025 


VETERAN  MARINE  7 
W  0OLT  PESTO  L  ARM 

9947010130027 


TtT  EAMIS  WORKSHOP  CATIUUII 
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Space  Marine  Veteran  Glister  (Random  2} 

99060101300 

The  Spur e  Marine  Veierun\  Mfoutr  tWKMOWtMXt  J  aha  ineitules  lw  backpacks  from  the  Spare  Marine  Backpark  Sprue  {9VJ8QfGIOQ4  J  shown  earlier  hi  tfu\  see  fit  hi. 


VETERAN-  BOLT  PISTOL  ARM  (RANDOM  1) 

&947010130010 


VETERAN  MARINE  BANNER  [RANDOM  1) 

4947010130013 


VETERAN  BOLTER  ARM  i.  RANDOM  1) 

1047(1 1  i.i  1 300 1 1 


VETERAN  MARINE  1 
iCHAINSWQRD) 

944701 0130003 


VETERAN  MARINE  2 
l  AXE  &  LAURELS) 

9947010130004 


VETERAN  MARINE  4 
(MACE) 

W4701 01 30007 


VETERAN  MARINE  3 
(CHAINS  WORD) 

904701 01 3000G 
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Space  Marine  Terminators  Box  (5) 

99120101027 


TERMINATOR  SPRUE  A  (SHOWN  60%  ACTUAL  SIZE)  TERMINATOR  SPRUE  B  (SHOWN  60%  ACTUAL  SIZE) 

993-501  pi  020  99*3801  D 1021 
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Ultramarine  Tyranid  Hunters  Blister  (Random  2) 

99060101316 


TYRANID  HUNTER  1 

9047010131001 


TYRANID  HUNTER  2 

9047010131002 


TYRANID  HUNTER  3 

0947010131603 


TYRANID  HUNTER  4 

994701 01 31 6M 
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Tim  SptUT  Mu  rim-  PwiittntHighl  famvt  \t't 
tWtWtfittH’ii  atxti  iuftutti's  ifw  Sfwtv  Mu  rim 
DrcrtJ  Stu‘ci  {995  f  010  i  1021  xfnnvij  ut  (In-  t‘ntl 
pf  the  Spue?  Mttriitr\  U'Cttoth 


Space  Marine  Dreadnought  Box  (1) 

99150101014 


DREADNOUGHT  PLASTIC  BASE 

99330101008 


ORE  AD  NOUGHT  LASCANNGN/MISSlLE  LAUNCHER  SPRUE 

(SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONlY  in  SOX  ED  SET 


DREAD  NOUGHT  ASSAULT  CANNON/FLAMER  SPRUE 

(SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 


DREADNOUGHT  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 
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Blood  Angels  Furioso 
Dreadnought  Box  (1) 

99110101227 


FURIOSO 
POWER  FIST 

&S4701 01 22702 


Thv  Bitttui  Animats  Fit i'ittxtt 
Dremhwttftkt  haxett  strS 
f  W}2(UOiUl4 )  aha  iiu'ittifi  'i  the 
Spat v  Dual  Shiv! 

tWSfOtOffOh  \hmuj  at  tht‘  rtul  i i*f 
she  Spurt*  Murintts  section, 


BLOOD  ANGELS 
SARCOPHAGUS 

99470 10100201 


FUREOSO  LEFT 
ARM  FLAMER 

994701 01 09235 


FURIOSO  RIGHT 
ARM 

99470H3122701 


Atf  iff  the  hlrz  j'rr  this  Jhimi-  are  inchuled  with  hath  of  the  ftmuhvmght  boxed  sets  or,  this /Mgr. 


DREADNOUGHT 
LOWER  BODY 

9947010100202 


DREADNOUGHT 
POWER  PLANT 

9947010100204 


VENERABLE  DREADNOUGHT 
REAR  BODY 

9947010100411 


dreadnought  LEGS 

994701011X3209 


DREADNOUGHT 
AUTO  LAUNCHER 

9947D101KI207 


DREADNOUGHT 

FOOT 

994701  CHG020& 


The  Spnct  Waives  VemraNe  Dreaiiran^ht  bared  Mi  {WiiOSOWiMt  aha  it  a  huh-,  the 
Spin  'l1  Decaf  Shwt  {995!(llOf{(l-t)  xhtwi  at  the  etui  of  the  Space  Mtiriw%  wiion. 


Space  Wolves  Venerable  Dreadnought  Box  (1) 

99110101004 


DREADNOUGHT 

lightning  CLAW 

9347010100414 


SPACE  WOLVES 
SARCOPHAGUS 

&9470 10100410 


DREADNOUGHT 
LIGHTNING  CLAW  ARM 

9947D1D1D0413 
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The Spare  Month  Tvchtnarme  A  Servitors; 
boxtu!  M  f  f9Vi  f()i(){  M2)  ttfso  inutiutes  the 
.*>/?[  ft‘e  Mart  ire  Dtrui  Shed  | ‘995/0101102) 
sbumit  tit  the  ami  n f  the  Space  Marin es  \t fdiMt. 


TECHMARINE  BODY 

9947010131201 


TECHMARINE 
POWER  AXE 

09947010131202 


Space  Marine  Teciimarine  &  Servitors  Box  (5) 

99110101312 


Space  Marine  Servitors  Blister  (Random 

99060101307 


SERVO  HARNESS  ELAMER 

S 94 70 f 01 31 £38 


SERVO  HARNESS 
BACKPACK 

99470 10131209 


TECH  MARINE 
SIGNUM 

£*947010131203 


TECHMARINE  BOLTER 

994 70101 3 a £04 


SERVO  HARNESS 
ARM  2 

§947010131207 


SERVO  HARNESS 
PLASMA  CUTTER 

9047010131205 


TECHMARINE 
SERVITOR  1 

M4  7010131210 


TECHMARINE 

SERVITOR  3 

994 70101 3121 1 


TECHMARINE 
SERVITOR  3 

9947019191212 


TECHMARINE 
SERVITOR  A 

99470  J  01 31 21 3 


SERVITOR 
HEAVY  BOLTER 

9947010131218 


SERVITOR 
HEAVY  BOLTER 
BACKPACK 

§947010131219 


SERVITOR 
MULTI  MELTA 

9947010131 220 


SERVITOR 
MULTI  MELTA 
BACKPACK 

9947010131221 


SERVITOR  ARM  1 
9947010131 21 -I 


SERVITOR 
ABM  2 

9547010131 21 5 


SERVITOR  ARM  3 

994701013121^ 


SERVITOR  ARM  4 

9947010131217 
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SPACE  MARINES 


The  h  riniutt  intr.\  i m*tt  this  tin ■  iii'utliihfc  r/ijfy  vhf  .vfwciiti  ftjjvr, 


TECHMARINE  1 

9947010107501 


TECH  MAR  UN  E  2 

994701 0107502 


TECHMARINE 

BACKPACK 

9947010107500 


Space  Marine  Techmarine  Blister  (Random  1} 

99060101075 


Command  Squad 
Techmarine 

Only  AvaiFable  As  Bitz 


Techmarine  Blister  (1) 

99060101313 


TECHMARINE 
POWER  AXE 

9947010110306 


TECHMARINE  BODY 

3947010110305 


Space  Wolf  Iron 
Priest  Blister  (1) 

99060101067 


Waterslfde  transfers  are  an  excellent  way  to 
give  all  of  your  Space  Marines  identical 
markings  without  going  through  the 
painstaking  and  time' consuming  process  of 
painting  each  one  by  hand. 


Cut  out  a  transfer  from  a  sheet  (packed  in  with 
most  Space  Marines  boxed  sets]  and  hold  it 
by  the  paper  with  a  pair  of  1  weepers  in  a  small 
cup  or  saucer  of  water  for  about  30  seconds. 


Then,  using  a  pair  of  tweezers  and  a  bru$hr 
slide  the  transfer  off  its  backing  paper  and 
onto  your  model,  Use  the  corner  ol  a  tissue  to 
dab  away  any  excess  water  from  the  model. 

To  avoid  wrinkles  forming  in  the  transfer  as  it 
dries,  there  are  a  couple  of  methods  you  can 
use.  One  of  thorn  is  often  called  burnishing"  - 
gently  use  the  handle  of  a  paint  brush  to  rub 
out  the  wrinkles  while  the  transfer  is  drying.  Or 
you  can  use  a  special  chemical  solution  (the 
one  we  use  has  the  brand  name  "Micro-Saif) 
that  actually  warps  the  transfer  to  conform  to 
the  Curve  and  to  prevent  wrinkles. 
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WOLF  GUARD  4  WOLF  GUAR  D  COM  PA  NY  STANDARD 

9947010106504  9947010100502 


WOLF  GUARD  5 

994701 01 00SOG 


WOLF  GUARDI 

9947010106501 


BLOOD  CLAW  SERGEANT 

9947010101601 


LONG  FANG 
SERGEANT 

9947010101501 


GFtEV  HUNTER 
SERGEANT 

M4701O10130I 


WOLF  CAPTAIN 
W  WOLF  HEAD 

9947010106505 


Space  Wolves  Wolf  Guard  Blister  (Random  1) 

99060101065 
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13TH  COMPANY  WULFEN  3 

9947010124903 


13TH  COMPANY  WULFEN  £  13TH  COMPANY  WULFEN  1  13TH  COMPANY  WULFEN  5  13TH  COMPANY  WULFEN  4 


0047010124002  0947010124001 


9947010124005  904701 01 240C4 


13th  Company  Wulfen  Box  (5) 

99110101240 


The  13  th  Company 


1  Vnlja?  haw/1  svi  iWI  i0lt.)l2-Hh  aha  coutoow  iltr  Span-  Xfannr  Backpack  sprue  t9938QWiU(f4)  shown  earlier  t rr  this  sccticw, 
m  Writ  as  t  Chans,  tkukpud  (WjtViiifi20Q3)  .i/lmiw  in  the  Chics  Spare  Murimrx  .secTitm. 


WOLF  SCOUT  W/ 
PLASMA  PISTOL  Z 

0^47010^22902 


WOLF  SCOUT  W 
MELTAGUN 

99470 Id 122903 


WOLF  SCOUT  W 
PLASMA  GUM 

994701 01 229C4 


WOLF  SCOUT  W 
PLASMA  PISTOL  1 

994701012290' 


Space  Wolf  Scouts  w/  Assault  Weapons  Blister  (Random  2} 


Tin-  Sjmre  Wntf  Wot}  Semite  with  Avwtfft  WWipiv  blister  (99(Hi(lf()l22Vi  crntitans  aw  ntmUnn  Cunt  n  /  Pin  stmt  Pistol  ntnf  one  random  Scout  «y  Assault 


WOLF  SCOUT Z  WOLF  SCOUT  3  WOLF  SCOUT  4  WOLF  SCOUT  SERGEANT 

9947010122801  9947D10122BO2  99470101 22B03  9947010123001 


Space  Wolf  Wolf  Scouts  Blister  (Random  2) 

99060101228 


SfUH  t'  Wot/  Wolf  Scouts  Mister  f99f>60t0f22^t  contains  two  ramttm  Moulds  from  the  ones  xtiown  henc 
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i'he  Spin  i  Ur  trine  tiieiifni  Siftutti  feuW  wv  f  uNj  Pi^-iWo  ,\)wiv  Urn-jp/i 
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AVAILABLE  ONLY  IN  BOXED  SET 
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SPACE.  MARINE  TACTICAL  UPGRADE  SPRUE  (SHOWN  05%  ACTUAL  SIZE} 

993801 01025 
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ASSAULT  WEAPON 
SPACE  MARINE  1 

0947010119202 


ASSAULT  WEAPON 
SPACE  MARINE  2 

994701 01 T92D3 


ASSAULT  WEAPON 
SPACE  MARINE  3 

9947010H0204 


SPACE  MARINE 
PLASMA  GUN 

9947010H  7704 


SPACE  MARINE 
MELTA  GUN 

0947010113201 


Space  Marine  w/  Assault 

Weapon  Blister  (Random  2} 

99060101244 
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Dark  Angels  Tactical  Squad  Box  (10} 

99110101232 


DARK  ANGELS 
VETERAN  SERGEANT  1 

53470 10 123201 


DARK  ANGELS 
PLASMA  CANNON 

backpack 

&34701 01 33202 


DARK  ANGELS 
PLASMA 
CANNON  ARM 

99470 ! 01 23204 


77rn  Attvet-y  TuttU  ill  Sennit  iwxc'tl  net  f()fOi2S-  i  td.su  rtHiUmts  tin f  Spare  Marine  [itiekpurk  sprite 

and  the  Span  Atari tu‘  Anns,  Bolters  <A  Pads  sprue  f  WAffl)  W  t  (JG5 1  shown  with  the  Sjuk e  Marine  Oaaaumd  Stpuitf.  if  uixu 

i  -untnins  Spare  Marines.  Deetd  Sheet  1 9 V5 1 0  f  Of  t  tl2 1  shown  ut  flu-  nut  of  rite  Spun-  Marine.*  seelitnt* 


DARK  ANGELS 
PLASMA  CANNON 

9347010123203 


Dark  Angels  Veteran  Marines  Blister  (Random  2) 

99060101195 


DARK  ANGEL 
VETERAN  BODY  1 

994  701011  9501 


DARK  ANGEL 
VETERAN  RPDV  2 

9947010119502 


DARK  ANGEL 
VETERAN  BODV3 

994701 01 1  g.50G 


/Vir  Dark  Att^ets  Veteran  Murines  hitter  i 99060 tW  1^5)  ulsti  nnittiins  two 
fxirkptu  ki  from  the  SfUt*  t  Mantle  Btitipark  sprite  {WJHfHOHHWt  anti  the 
SfMiv  Manne  Arms,  Bt>ttrt\  1 1  Put!.’,  sprue  f  Xti  t  Of OOS  i  xfmwt j  with  the 

Spurt-  Murine  Ctmmumti  Sputa?  as  well  m  (»  f  roadotu  Dark  Attftvh 
shiwtder  pads  )ht*wn  til  the  end  of  the  Spare  Manat",  svvthm. 


These  bitrare  tmultihte  only  via  .spirits!  ofier: 


BLOOD  ANGELS 
MARINE  3 

9947Q 101  TO' 02 


BLOOD  ANGELS 
MARINE  1 

994  701 01 00 1 03 


SLOOD  ANGELS 
MARINE  2 

9947010100104 


Blood  Angels  Space  Marines 

Available  Oniy  as  Bite 


m  mm 


Hath  of  the  imxed  sets  shown  < m 
fh/s  page  contain  this  Space 
WWl'e*  Awe  usuries-  sprue. 
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SPACE  WOLF  ACCESSORIES  SPRUE  {SHOWN  65%  ACTUAL  SIZE} 

99380101012 


TROOPS 


*9 

Jjftj 
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m 

The  SfNHV  Wail  Gtvx  H timers  boxed  set  tWi  2(HOWi  2l  tiiso  ctmtuinx  she  Sprite  Marine  ffttekptiri;  Sprue  fWJSOifllfflMi  omf  she 
Space  Marine  Holier  ami  Arms  Sprue  i'/9SSOififOfi5 1  shows  earlier  in  litis  sectum  as  well  as  the  Spaee  IWjAv.v  lift  -a l  Sheet 

(99$fQWlIQJf  shown  at  the  end 

of  the  Space  Murines  section. 


Space  Wolf  Grey  Hunters  Box  (10) 


99120101012 


The  Space  Wtdf  flUml  Chavs  (weed  ,\e!  iW}2fltQtQiI  t  also  ewthtiw  the  Space  Marine 

Backpack  Sprue  {MJfflUWtXMi  amt  the  Left  ami  Right  Asst  mil  Ann  Sprues 
iWSNOWfOOS  (S'  '/M SOU >! turn t  siiown  earlier  in  fhis  sc,  Sunt  as  1  veil  a.\  the  Sjta,  e 
LT^A't^  Decaf  Sheet  (99510101 10S  J  shown  of  the  end  of  the  Spat v  Marines  section. 


Space  Wolf  Blood  Claws  Box  (10) 

99120101011 
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WAR  HAMMER 


400  (10 


L.O-D,  GUN  SPRUE  A 

99470 1  Cl  1 0%  1 2 


Aft  *?/  the  items  tin  this  fittge  arc  avmiuNc  turf?  vhi  *jw 


L.O.D.  GUM  SPRUE  S 

994 701Q 109613 


LOP  TROOPER  3 
(MKE  RISC  AGE) 

9947010109607 


L.O.D.  TROOPER  6 
(RIBCAGE  MK7) 

0947010109010 


10  D,  TROOPER  9 
(RIBS  4  FLAMES) 

9947030109728 


L.Q.D.  TROOPER  11 
(MK6) 

9947010100731 


L  O.  D  SERGEANT  1 
(CHAINSWORD) 

994701010950' 


t>f  the  Dumtted 
Devasltitfirs  cun  fo-  fmmd 
with  tfii’  nwt  a/ the  Space 
Marines  IfctU1-  Support 
fitter  it i  this  seclhtii. 

Lev  uni  itf  The  Damned 

I  1  JF 

sht ‘aides  puds  can  he 
fmmd  with  the  shoulder 
pads  tmer  in  this  sc\  Kmt 


L.O.D, 

BACKPACK  4 

9947010109515 


L.O.D. 

BACKPACK  2 

90470 1 Q 1 095 1 6 


L.O.D. 

BACKPACK  3 

9*947010 109614 


L.O.D.  TROOPER  12 
(FLAME  CHEST) 

9947010109732 


L.O.D,  TROOPER  13 
(TWIN  RIBS  CHEST) 

9947010109733 


LO.D,  THQOPER  14 
(MK6  5KULL13QNES) 

9947010109724 


iMPERIAL  FISTS 
HEAVY  FLAMER 

9947010110703 


IMPERIAL  FISTS 
STORM  BOLTER  1 

9947010110701 


IMPERIAL  FISTS 
STORM  BOLTER  2 

9947010110702 
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IMPERIAL  FISTS 
EQUIPMENT  SPRUE 

99470101 1090 fi 


IMPERIAL  FISTS 
BACKPACK 

0947010124202 


IMPERIAL  FISTS 
STORM  SHIELD 

99-1701 G 1 1 0706 


A 

IMPERIAL  FISTS 
BANNER  ROLE 

99470 1 01 1 0704 


CLOSE  COMBAT  WEAPONS  SPRUE 

99399999014 


BACKPACKS,  BOLTERS  £  SHOULDER  PADS  SPRUE 

09399990021 


LmM-J  1  iVtltl  6  all.  1  H  k  Kdfcl.l 

1  1 

Hit  4  *' 1  *-*Y^I5T1  1  fT*IMr»M 

226  GAMES  WDHKSHUP  GA1JUCH! 


Iron  Hands  Iron 
Father  Blister  fl) 

990601 01298 


IRON  FATHER 
BODY 

g&70TOi29BQi 


eron  father 

SERVO  ARM 

9947010129502 


Alt  t*j  r ktttts  ott  if/ix  t nv 

ttktiifuiifc  ontx  i at  xjwmf  njfer. 


IRON  FATHER 
SHOULDER  PAD 

9947010129503 


IRON  FATHER 
BACKPACK 

99470 101 29 BCW 


Iron  Hands  Space  Marines 

Available  Only  As  Brtz 


IRON  HANDS 
HEAD  SPHUE  1 

9947010129701 


•  0 


IRON  HANDS 
HEAD  SPRUE  2 

394701 01297Q2 


IRON  HANDS 
TORSO  1 

9947010129703 


IRON  HANDS 
TORSO  2 

9 94 701 01 29701 


IRON  HANDS  SHOULDER 
PAD  SPRUE  1 

9947010120705 


IRON  HANDS  SHOULDER 
PAD  SPRUE  2 

9947010129706 


IRON  HANDS 
ARM  SPRUE  1 

994 701 D1 29707 


IRON  HANDS 
ARM  SPRUE  2 

994701 Q1 29703 


IRON  HANDS 
THUNDER  HAMMER 

9947010129700 


IRON  HANDS 
LEDS  1 

99470191 29710 


IRON  HANDS 
LEGS  2 

9947010129711 
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Space  Marine  Scout  Squad  Box  (5) 

99110101088 

The  SjMirt!  Murine  Set  nit  Stjiuul  hnxett  set  fWMD/OfllKJ  itho  iiirimhw  tin-  Spate  Murine  t)a  at  Sheet  iWSWtfiltftei  .\lnnru  at  the  etht  of  the  Spm  *•  Murine*  writ  m. 


SPACE  MARINES 
SCOUT  2 


SPACE  MARINES 
SCOUT  1 


SPACE  MARINES 
SCOUT  SERGEANT 


99*701 01  cfl  601 


9947010100852 


9947010100903 


SPACE  MARINES 
SCOUT  3 

9947010106904 


SPACE  MARINES 
SCOUT  4 

9947010108805 


Tin*  blister  <&  hit 
lire  ttmilubk'  vht 
sftci  iaf  -rj IJef  tmh 


Space  Marine  Scout 
Sergeant  Blister  (1) 

99060101092 

BIT  NAME:  SCOUT  SERGEANT 

BIT  CO  D  E  994701 01 OT02 


Fiml  *  mh  ■  •  iin  ui  (  -  fi»  I  i  i  'O  it*  1^4 


SCOUT  SNIPER  1 
(STANDING) 

swell  01 09001 


SCOUT  SNIPER  2 
(KNEELING) 

904701 01 09O02 


Space  Marine  Scouts 
w/  Needle  Rifles  Blister  (2) 

99060101179 


Space  Marine  Scout  w/ 
Heavy  Bolter  Blister  (1) 

99060101091 


SCOUT  w  HEAVY 
BOLTER  BODY 

994  roi  01  09 1 0 1 


SCOUT  HEAVY 
BOLTER  BI-POD 

9947010109103 


SCOUT  HEAVY  BOLTER 

9947010109102 


Space  Marine  Scout  with 
Missile  Launcher  Blister  (1) 

99060101301 

BIT  NAME:  SCOUT 
W  MISSILE  LAUNCHER 

BIT  CODE:  9947010130101 


SCOUT  SCOUT 

VW  BO  LTE  R  1  W  BOLT  E  H  2 

9947010111301  99470101 11302 

Space  Marine  Scouts 
w/  Bolters  Blister  (2) 

99060101113 


SCOUT  SCOUT 

W SHOTGUN  1  Wt SHOTGUN  2 

99470101 09 0O3  9947010117904 

Space  Marine  Scouts 
w/  Shotguns  Blisters  (2) 

99060101178 


SPACE  MARINE 

SPACE  MARINE 

SPACE  MARINE 

SPACE  MARINE 

SPACE  MARINE 

SPACE  MARINE 

SCOUT  4 

SCOUT  S 

SCOUT  6 

SCOUT  1 

SCOUT  2 

SCOUT  3 

9947010100505 

9947010109307 

99470101 09 30G 

994701 010&B01 

994701Q10M03 

99470 10103804 

Space  Marine  Scouts  Blister  (Random  2) 

99060101093 
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Space  Marine  Rhino  Tank  Box  (1} 

99120101017 


RHINO  HULL  SPRUE  2  (SHOWN  45%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BO* ED  SET 


RHINO  HULL  SPRUE  1  (SHOWN  45%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOX EO  SET 


Jin'  Rhino  boxett  st •!  (99I2Q10i0l  atm  nunc i  with 
tfif  iMUti  Raider  AretmiMry  Sprue  fVW 
shown  with  fits  hind  Rentier,  the  Spare  Marine*  Deeui 
Sheet  (VWfOMimi.  and  the  S) n/ti1  ttWivj  Detnf 
Sheet  f'-WStOiOt  ft)3  l  .Umjmvj  nl  the  end  t if  this  \ect  iim. 


Space  Marine  Razorback  Tank  Box  (1) 

99120101020 


Tiu -  ttnztwbtii  h  faf.Wif  set  {9Vf2t}tOW2tlt  int  hufci  the  sprtttts  shown  im  the  opposite  /wjjc,  the  Limit  Raider 
Atvesmin'  Sprue  r 'W.iWtittiXt4t  with  the  !aiiu?  /fouler,  tin-  Spare  Murines  Demi  Sheet  iWStUftHtt'Mh  atul 

the  Space  ^v>lvw  Demi  Sheri  tW5I()i(t/ IttJ)  sJumti  at  the  end  <>/  ihi*  .wffintt* 


RAZ0R8ACK  SPRUE  {SHOWN  70%  ACTUAL  SIZE) 

993901 99KJ6 


WULfKEAED  VEHICLE  FAINT  JOBS 

Imperial  Space  Marines  fight  throughout  the 
universe  on  a  wide  variety  ot  planets  with 
incredibly  diverse  terrain.  Below  are  some 
examples  of  paint  jobs  thai  represent  the 
residual  damage  these  varied  conditions  can 
do  to  Space  Marine  vehicles. 


SMOW  AND  ECE 


BATTLE  DAMAGE 


CLAY 


desert  TERRAIN 


For  more  info  on  creating  ihese  and  other 
effects,  visit  the  hobby  seciion  of  our  web  site 
or  look  for  the  painting  articles  published  in 

White  Dwerf  magazine. 
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WARM  AM  ME* 

40,000 
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Space  Marine  Assault  Squad  Box  (5) 

99120101034 


The  S/ititT  Marine  As.uinif  Stfutut  boxed  set  fWllOWN  lS4ftd\o  et  minim  the  Sfmct  Marine  Deeai  Shcei  f W3Wt01ttt2l  xfanvit  i it  the  ant  of  iftA  wivm. 


SPACE  MARINE  ASSAULT  SQUAD  SPRUE  (SHOWN  ?Q%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 


SPQITE  MflRiHES 


Tlu'-w  sprats  my 
uvuifuhft  mily  via 
spiTiaf  nfftT.  Tiny 
tuv  nut  htchtik'it  w 


the  \\muiii  Siftnni  f)o\t-d  .\t'f 
kilt  MY  jrl'£  irJjj/t,d^  Itf  MWtC 

hoxt’it  set*  sfuwti  earlier. 


JUMP  PACK  SPRUE 

mSOlGIOl* 


LEFT  ARM  ASSAULT  SPRUE 

S030O1O1OOS 


RIGHT  ARM  ASSAULT  SPRUE 

99300101009 


FAST  ATTAC  K 


I'ht-M-  hiiz  my  avnfhihlc 
ut tiy  via  Api't  7£j  I  *  >j ffcr. 


assault 

SERGEANT  1 

99470 10 101Q03 


ASSAULT 
SERGEANT  2 

9947010103001 
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SPACE  MARINE  ASSAULT  UPGRADE  SPRUE 

09:100105024 


>U 


fill 


till 


Ifisi.  x  irt  lIlS  •4i!I*  I  *JT  i-\  ►  jil'H  <i|lilf 


\1 
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PURITY  SEALS 

Many  of  ihe  Emperor's 
Finest  proudly  wear  Purily 
Seals  info  battle  as  signs 
of  their  virtue  and  undying 
devotion  to  (he  Imperium 


Want  to  make  your  own? 
Here's  a  quick  run 
through  telling  you  how. 


Take  a  very  small  ball  ot  putty  and  place  it  on 
a  piece  of  plasticard  or  a  spare  base  Use  the 
flat  end  of  a  drill  bit  (dipped  in  water  to  prevent 
slicking)  to  make  a  circular  indentation  in  the 
putty.  Let  it  cure  and  harden  for  4-5  hours. 

Gently  pop  the  punty  seal  loose  and  glue  it  to 
the  selected  location  -  shoulder  pad.  g reave, 
belt  buckle,  glove,  weapon,  etc.  Let  i:  dry  and 
paint  it  with  Chaos  Black.  Parnt  and  highlight  it 
with  your  chosen  purity  seat  color.  In  this 
case,  we  used  Red  Gore  as  basecoat  and 
l hen  highlighted  with  Blood  Red  and  Bad 
Moon  Yellow. 


Draw  a  trapezoid  On  a  piece  ol  paper.  Thin 
dcwn  Snakebite  Leather  and  paint  a  very  light 
coat  lo  give  the  paper  the  look  of  parchment. 
Highlight  the  edges  with  Skull  While.  Use 
Chaos  Black  to  paint  squiggly  lines  with  a  fine 
detail  brush  lo  represent  writing  Carefully  cut 
out  the  parchment  (inside  the  pencil  lines)  with 
a  hobby  knile  Then  hotd  the  parch menl  with  a 
pair  of  tweezers  and  carefully  apply  super  glue 
lo  ihe  top  end  Affix:  the  pieces  of  parchment 
to  the  bottom  of  the  purity  seal 
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Space  Marine  Bike  Box  (1) 

99120101002 


BIKE  WHEEL  SPRUE 

99399999034 


SPACE  MARINE  BIKE  SPF1UE  (SHOWN  90^  ACTUAL  SIZE) 

AVAILABLE  CNLY  IN  BOXED  SET 


feiidL  i  At±  *11* 


ill 


Ul  hwT4t*mr»  * 


fjiu 


lill'i  Imiipi  ’ 


The  Spiff  i 1  Marita ’  As&aitfl  St/Um!  tkLU'tt  sc!  rt/.VrJ  CfftlfilitlS  the  Space 

Marin?  Decat  Shea  (995HHttlifl2)  shown  al  ttw  cad  oj  das  switon. 


Space  Marine  Attack  Bike  Box  (1) 

99120101030 


SPACE  MARINE  BIKE  SPRUE  {SHOWN  7Q%  ACTUAL  SFZE) 

AVAILABLE  ONLY  CN  BOXED  SET 


SPACE  MARINE  ATTACK  BIKE  SPRUE  (SHOWN  70%  ACTUAL  SIZE* 

AVAILABLE  only  in  soked  sft 


III 


prlii 


I  -Uii  iii 


irr  ill 


l-4l 


till 
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Alt  uf  lit?  hirz  on  this  an*  ntity  avtiifaMe  via  sjfttwl  offer. 


Space  Marine  Bike  Extras 

Available  Only  as  Bilz 


V  v  n ■  Spt 


Marin?  Hike*  rf.hf  tin-  .S/^rrt-  Murine  Hike  spnut  fWI2(tfi)it)t)2}  nml  flit  hi):  iferan  iU'rp. 


SPACE  MARINE 
SERGEANT  BIKER 

&9470101D56Q1 


MARINE  BIKER 
W/  PLASMA  GUN 

994701O1056O2 


MARINE  BIKER 
W  MELTA  GUN 

9947010105603 


Space  Marine  Scout  Bike  Extras 

Available  Only  as  Bitz 


SCOUT  BIKER 
CHAlNSWORD 

904 701 01 2 1904 


Thf  Sprier  Marin?  Scorn  Hike*  use  the  Spore  Murine  Hike  .\pnn-  (Wl2fllOlVQ2l  <tthi  the  hi):  shown  here 


SCOUT  BIKE  HOLSTERS 

B-94?fll0l2l9C7 


MARINE  BIKE 
SCOUT  BODY  1 

99470 tot 901 


MARINE  BIKE 
SCOUT  BODY  2 

394701012190? 


MARINE  BIKE 
SCOUT  BODY  3 

9947010121503 


SCOUT  BIKER 
LEFT  ARM 

994701012(909 


BIKE  SCOUT 
BOLTER/GRENADE 
LAUNCHER 

994701 01 21 906 


SCOUT  BIKER 
SHOTGUN 

9947015121 90^ 


SCOUT  BIKER 
SADDLEBAG 

9947010121909 


ill 


» 1 
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A  if  uftftL’  bitz  **»  this  pane  are  twly  available  vut  xperitti  offer. 


White  Scars  Bike  Extras 


Available  Only  as  Bitz 

IWnA'  Bike*  the  .S'/Wl"  \1arinr  ttikr  iprnt-  (Wi2tUf)fi)tt2]r  tuUf  iftr  hit;,  tfitiim  Iln't 


WHITE  SCARS  BIKER  1 

9Q47O101 23401 


WHITE  SCARS  BIKER  2 

9947010123402 


WHITE  SCAHS  SPRUE 

594  7Q1 01  £3404 


WHITE  SCARS  BIKER  3 

9047010123403 


Dark  Angels  Ravenwing  Bike  Squadron 

Available  Only  as  Bitz 

Dark  Art  neb  Kavetminfl  Mke\  rt.it-  the  Sp UtV  Wwtnr  Hike  yprite  lWf20tlHW2jt  iHttf  r hr  bitz  ihimti  hen-. 


RAVEN  WING 
SWORD  ARM 

9947010  if  9304 


RAVENWING 
BIKER 
TORSO  2 

9  &4  7010119302 


RAVEN  WING 
BIKER 
TORSO  2 

9EH701O1 19303 


RAVEN  WING 
BIKER  LEGS 

9947010119306 


RAVEN  WING  BIKE  AMMO  BOX 

9947010110309 


RAVENWING 
BIKER 
TORSO  1 

9047010119301 


RAVEN  WING 
BACKBANNER 

99470 1011 9307 


RAVENWING  FLAMER  ARM 

99470 1 0 1 l 9305 


II 


III 
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The  SfNu  e  Marine  Land  Speeder  hmed  set  (99l20l(HflQ5)  tody  mniains'  me 
Unit}  Speeder-  Two  nn  dnoen  hen-  to  tie  mom  (nth-  the  choice  Of  weapon^ 
tmtihiMe  in  the  /wx. 


Space  Marine  Land  Speeder  Box  (1) 

99120101005 


The  Sfotee  Murine  Ijtmd  Speeder  hixcd  set  (W!3(tIOif)05i  ul.so  imfudes  the  Sjwcc  Marine  Vehich  Dead  Sheet  (VtySIl/tONlhti  shown  at  the  end  *>f  this  section-,  as  seel/  us  the 
Large  Ffyitift  Hose  (WJTW&Wte  i,  Ffyitift  Stems  sprue  (t/$379999i}if)t  and  the  Bait  anti  Socket  \-pntt  f99JW9iN062j  shown  nt  the  ffahhy  Supplies  sec  firm. 


SPACE  MARINE  LAND  SPEEDER  SPRUE  (SHOWN  65%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOtfED  SET 


m  GAMES  WUHKSHOF  CATHEQG 
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Space  Marine  Land  Speeder  Tornado  Box  (1} 

99140101187 


TORNAPQ  RANGE  FINDER 

994  701  on  0703 


TORNADO  ASSAULT  CANNON 

9947010*  1870 1 


TORNADO  HE  AW  FLAMER 


09470101 18702 


I  'hr  Spent’  t.nnd  Speeder  ionnuto  hoxed 

set  f WidO/f/t  }S7 )  d/.tfj  iHitnJvs  ihr  Span-  Murine 
UiiHt  SpceJrr  Sprite  i  WJWft/KMH  t  shown  on  r he 
opposite  paxe.  the  SfHHr  Marine  U'/hWi  Hca  ai 
ShtTf  shawi  at  fhe  end  oj  thi *• 

sttethm,  amt  tih ■  t.arx *'  tiring  Hast  (WJ TWWMHlj!  h 
I. of i$  f-'tyit ri;  Stems  sprtte  f  **937^99**0 1  St,  ami  tin 
Hot/  amt  StH'ki't  spmr  t99J9*M99062 )  a/uoi'jt  in  the 

Hobby  Supply  xtn'tiwi. 


TORNADO  STOWAGE  1 

99470101 1 0704 


TORNADO  STOWAGE  2 

9947010118705 


t  fttr  Sfk<(  r  Marine  /aohI  Sfteetho'  Typhoon  hii.xtkl  tet  (WJJ  JttftU J  also 
iwUutes  il re  Space  Mar  it a-  Ijwti  Speeder  Sprue  \  99JW)  1 01  OO  i  \  siumn  on 
ifte  opposite  ifte  S '(Htev  Murine  Vi-hit  h  Decaf  Sltedl  t995lOiOl  t(Mi 

.shown  at  Hie  fiat  uf  this  swikn l  amt  Ifte  Large  Flying  Base 
t  /,  f.ong  flying  Stems  sprite  (99S7999QOfSi.  and  the  Half 

amt  Sackel  sprite  f  i/9Sli9itW062 )  studi  o  in  flu'  tlohhv  Slipptv  station 


Space  Marine  Land  Speeder  Typhoon  Box  (1) 

99140101203 


T VP  MOON  PILOT 
(FRONT) 

9947010120301 


TYPHOON 

MISSILES 

5947(110120302 


TYPHOON 
LEFT  ARM 

Q947Q1 01 20303 


TYPHOON 
RIGHT  ARM 

9947010120304 


WOTWT0MEF 
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Space  Marine  Devastators  Box  (5) 

99110101308 


Devastator  w /  Lascannon  Devastator  w/  Heavy  Bolter  Devastator  w /  Plasma  Cannon 

Blister  (1)  Blister  (1)  Blister  (1) 

99060101 1 90  990601011 &9  990601 01 1 91 


77j£i  Spore  Marine  ih’vmtatars  btfjasd  w/  (WittiiofJOSi  utsa  vanhttn.s  the  Sfmt ■*?  Murine  Tattiieil  Upgrade  sprue  (9938(i!Gf025i  xiunvit  with  the 
Spurt  Murine  Taetical  Stftnni  tint/  the  Spare  Marine  Devul  Sit ret  (995IGfQ/fQ2}  shown  at  the  end  iff  the  Space  Marines  secthm. 


DEVASTATOR 
SEHGEANT  ARM 

M4701011S601 


devastator 

MISSILE  LAUNCHER 
BACKPACK 

9&470101  ISSIt 


SPACE  MARINE  COMMAND  LEGS  SPRUE  (SHOWN  70%  ACTUAL  SIZE) 

993001 01 o i a 


DEVASTATOR 
HEAVY  BOLTER 

994701  Q11&602 


DEVASTATOR 
PLASMA  CANNON 

W4701Q119BQ5 


DEVASTATOR 

LASGANNON 

9947010110600 


DEVASTATOR 
HEAVY 
BOLTER  ARM 

994701011 BSQ3 


DEVASTATOR 
PLASMA 
CANNON  ARM 

994701011 0606 


DEVASTATOR 
LASCANNON 
ARM  &  SIGHT 

99470 1 0119609 


DEVASTATOR 
HEAVY  BOLTER 
BACKPACK 
9947010113604 


DEVASTATOR 
PLASMA  CANNON 
BACKPACK 

9947010115607 


DEVASTATOR 

LASCANNON 

BACKPACK 

159470101 15610 


M  .  t I...,  Ufiifnifn  in  jLI  In- hi  i  lut  ntt  hk « ■  ■■:■?< ■  >■«  iMiiO  *K*1’  *"*Y  '*rni#<h  inwm  'l"«  <t.i  -fl 


Devastator  w/  Multi 
Me  It  a  Blister  (1) 

99G6G1Q121B 


SPACE  MARINE 
MULTI  M  E  LT A 

99470 1 0 1 2 1 4D1 


MULTI  MELTA 
AHM 

99470 1012H02 


MULTI  MELTA 
BACKPACK 

994  701 0121403 


The  Sptirr  Wolf  tiittf!  Ttuiifu  iwxett  Vl'J  fWttt)fflt2/4l  etmiuinx  hit-  W470f()fi H6tt2- 1 0  fm/ii  the  SfUtt'e  Marin e  Dent.ittiUirs  hnxt'ct 
Ml  f99ItOlOUOS}  un<l  the  me  lot  htKjrttm  the  Deen.sniti.tr  with  Multi  Me  tut  bluster  iV9Q60Hll2l#).  ivir  on  these  fHtaes 


Space  Wolf  Long  Fangs  Box  (5) 

99110101214 


These  kit:,  ore  amUnbie  only  1  in  xpi-ckii 
offer.  The  ruwpteted  m oth'is  on1  vftfmw 
heir  its  exotflpfes  tin ly. 


L.O.D,  HEAVY  BOLTER 

9947010109603 


LO.O.  MISSILE  LAUNCHER 

9947010110007 


L.O.D,  LA5CANNON 

994701011 QBG5 


Legion  of  the  Damned  Devastators 

Only  Available  as  E3itz 


L.O.D.  DEVASTATOR 
BODY  1 

9947010109602 


fill  in m  j: u ex*  in  »«p|EEdii  jjiymd.  Nl  ricli  rir*  iirNf*  <-  <•  «48>  »■ *  n  »  i  ul  nn  mhr  -itert  1  ‘-Mciti  mil-  in  tram  '» 
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Space  Marine  Land  Raider  Box  (1) 

99120101010 


Tkr  Spttt-c  Marine  Ltrni  Raider  imxeti  xd t  mi2itWtf*t0l  nho  amhuus  r*--  .tywr  Marine  Decal  Sheet  f9H5HHtlIt02)  xhtnvi;  at  the  etui  t*f  the  Space  Marin? s  section. 


LAND  RAIDER  LEFT  TRACK  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 


LAND  RAIDER  SPQNSQN  SPRUE  0  (SHOWN  &0%  ACTUAL  SIZE) 

9939C1 1  0  1 003 


■III 


i\.  ah  I 


'll 


P4f 


ii 


a  i  ITiimelliu  iiurf  fjf|i  *Lf3iil»  I  i^ifp.  1A11  ■  * 


LAND  RAIDER  ACCESSORY  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

93390101004 


LAND  RAIDER  FLOOR  SPRUE  {SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 


LAND  RAIDER  TOP  SPRUE  {SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONI  Y  IN  BOXED  SET 


LAND  RAIDER  LEFT  TRACK  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET' 
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SQUAD  BADGES 

The  different  types  of  squads  in  a 
Space  Marine  Company  (e.g.. 
Tactical,  Devastator,  and  Assault)  are 
often  distinguished  by  badges  and 
markings  on  the  shoulder  pad  or 
elsewhere.  Some  Companies  also 
use  numbers  to  separate  the  troops 
when  more  than  one  squad  of  the 
same  type  is  in  the  same  Company. 
Markings  generally  adhere  to  a 
common  visual  theme,  but  there  are 
many  variants  when  if  comes  to 
marking  individual  squads.  Here  are 
some  examples  of  squad  badges. 


The  t  ami  Raider  Crusader  is 
shown  til  i Sfi'i  of  tie  taut  size. 


TACTICAL  SQUADS 


Land  Raider  Crusader  Box  (1 } 

99140101217 


HQ  SQUADS 


ASSAULT  SQUADS 


CRUSADER 
FRAG.  ASSAULT 
LAUNCHERS 

mmmzmz 


The  t  Jit  id  Raider  Crusader  h/wd  set  iWMOtOfli?)  t  in  Hunts  tlU  of  die  sprues  shown 
with  tilt 1  Utnd  Raider  h axed  set  iWi  KHOfaith  shown  an  die  previous  page*  us  weli  as 
the  Span  Marines  Vehaie  deetd  sheet  t99SiOIHlftMt  shown  ul  (he  end  of  this  M-et  ion. 


HURRICANE 
AMMO  BOXES 

&9470l012l7tl3 


CRUSADER 
MELTA 
SHIELD  LEFT 

9947010121706 


CRUSADER 

MELTA 

SHIELD  RIGHT 
9947010121705 


VETER  AMS  SQUADS 


CRUSADER  MULTI  MELTA 

9947010121710 


CRUSADER  HURRICANE  MOUNTS 

99470101^711 


HURRICANE 

AMMO 

FEEDS 

99470 TOtai  704 


CRUSADER 

HURRICANE 

BOLTERS 

994701 01 21 709 


HEAVY  SUPPORT  SQUADS 


SQUAD  NUMERALS 


I  B  $  IV  V 


y 


CRUSADER  LEFT 
ASSAULT  CANNON 

9047010121707 


CRUSADER  RIGHT 
ASSAULT  CANNON 

99470 10121700 


CRUSADER 

SpOnSQN  sides 

9947010121701 
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Tin-  Space  \1  tin  tit-  I'fcil'tiior  net 
f^y t2Q!OWt6f  ui.w  int  -furies  ait  af  fin 
sprues  Uxti'ii  with  the  Sfuicc  M< trim 
Rhino  fatxrtl  set 


Space  Marine  Predator  Box  (1) 

99120101016 


PREDATOR  TURRET  SPRUE  (SHOWN  50%  ACTUAL  SIZE} 

09390 199007 


PREDATOR  SPONSON  SPRUE  (SHOWN  50%  ACTUAL  $I2E} 

99.390  mnw 


Mtsiinttlrifc*  Jit  .‘nsIrcJ  rtf*ini+d  MrftpnMi-  tit  all  Jbnwii  ■!«  rad miinft i»  ■- •tarrfl  *  ■iffrti&frt  -tm.  m  *  -.L.blisfc  It  t  thi*-  ^  *f* 


1 


WAR  HAMMER, 

I  40.000  I 


r 


Space  Marine  Whirlwind  Box  (1) 

99120101031 


r  tlK  * 
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'/fit-  .S'fWtv  Mt/Nfli1  Whiriwimt  /i«/  'W  f  VU  J  t'^r/fiiw-v  f/jc  iw'/A  ,fywtKJ  Aftifw  fl/rirfu  taw-J  .vrjf  {WtZOfiHtJlJi  \hon-n 

in  the  tmnps  wti  on  .j  v  n-W/  <r.v  rtr  S/urKic  .Wun'wv  tWii'i  ir  Been  i  Sheet  iWSfOittfithti  shtnett  at  the  end  of  the  Spate  Murine*  wiitm. 


PREDATOR  TURRET  SPRUE  (SHOWN  75%  ACTUAL  Sl2E> 

99390 19901 0 


i.  -I  Kill  illSSll  SI 


The  hit:  for  this  model  ant 
ttvuilahfe  only  via  special  offer, 


Classic  Space  Marine  Vindicator  Box  (1) 

99140101114 


Several  hitz  are  Inch  tied  in  this  kit  tiuit  ore  not  available  septirately  and  arc  ttdt  slump  hen'. 

The  tnetiil  hitr  on  (hi.--  page  were  designed  for  use  with  the  classic  Rhino  chassis  sprues  shown  <rfr  this,  page.  A  smut!  atmmr  of 
conversion  work  i'  necessary  to  fit  the  hitz  to  the  current  Rhino  chassis  contained  in  the  Space  Marine  Rhino  boxed  set  tP9l26iOWl7), 


VINDICATOR  REAR  HATCHES 

9947010111411 


VINDICATOR 

SCANNER 

9847010111414 


VINDICATOR 
DEMOLISH  Eft 
CANNON 

9347010111413 


VINDICATOR  front  plate 

99470101 114  30 


VfeMDICATOR 
MARINE  TANK 
COMMANDER 

994  7010111 4 12- 


CLASS  1C  RHINO  CHASSIS  SPRUE  (SHOWN  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 


b 

p 
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CLASSIC  RHINO  TRACK  SPRUE  (SHOWN  S0%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOXED  SET 
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PAINTING  SPACE  MARINE  EYES 

Below,  we  show  you  three  ways  to  paint  the 
eyes  on  your  Space  Marine  models  to  contrast 
with  color  o(  their  helmets. 


RED  HELMET 


Faint  eye  with  Chaos  Black  (not  shown) 

1.  With  a  fine  detail  brush,  paint  the  eye  with 
slightly  thinned  Snot  Green,  Take  care  to 
leave  a  thin  bfack  line  between  the  eye  and 
the  helmet. 

2.  Highlight  the  bottom  half  of  the  eye  with  a 
mix  of  equal  parts  Snot  Green  and  Bad 
Moon  Yellow. 

3.  Highlight  the  very  bottom  of  the  eye  by 
carefully  painting  a  line  of  thinned  Snot 
Green  and  more  Bad  Moon  Yellow. 

4.  Paint  a  tiny  dot  of  Skull  White  at  the  back  ol 
the  eye  to  create  the  effect  of  sunlight 
hitting  the  eye. 


GREEN  HELMET 


Faint  eye  with  Chaos  Black  (not  shown). 

1.  With  o  line  detail  brush,  paint  (he  eye  with 
slightly  thinned  Golden  Yellow.  Take  care  to 
leave  a  thin  btack  line  between  the  eye  and 
(he  helmet. 

2.  Highlight  the  bottom  half  pi  the  eye  with 
Bad  Moon  Yellow. 

3.  Highlight  the  very  bottom  by  caref ully 
painting  a  line  of  thinned  Skull  White. 

4.  Paint  a  tiny  dol  of  Skull  White  at  the  back  of 
(he  eye  to  create  the  effect  of  suniighi 
hitting  the  eye. 


SLUE  HELMET 


Paint  eye  with  Chaos  Black  (not  shown), 

i .  With  a  fine  detail  brush,  paint  ihe  eye  with 
slightly  thinned  Stood  Red.  Take  care  to 
leave  a  thin  black  line  between  the  eye  and 
the  helmet. 
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Blood  Angels  Baal  Predator  Box  (1) 

99140101239 


7'fle  Bhntd  An^eh  Haiti  Predator 
W  set  r 99140101239 >  also 
cotUtuns  the  sprat's  shan Vi  with  the 

Spurt  \Ut*  iiic  Predtuor  boxed  set 
wmmnm)  and  the  Space 
Marine  Rhino  boxed  set 
I99t20ffll0t7h  futth  sit  awn  cur  Her 

in  tflc  section,  its  let' Hits  the  Spun. 
Marines  Vehicle  Da  ol  Shed 


tWSWiOItttJ  f  shown  < ft  the  end  •  >f 
the  Space  Murines  section. 


BAAL  PREDATOR 
WEAPON  SHIELD 

994701 01 23902 


BAAL  PREDATOR  ASSAULT 
CANNON  BARRELS 

9947010153903 


BAAL  PREDATOR 
COMMANDER  SPRUE 

9947&W239Q1 


BAAL  PREDATOR  LEFT 
HEAVY  FLAMER 

9947010123904 


BAAL  PREDATOH 
RIGHT  HEAVY  FLAMER 

99470101 23905 


2.  Highlight  ihe  bottom  half  ot  the  eye  with  a 
mix  of  Blood  Red  and  Bad  Moon  Yellow. 

3.  Highlight  the  very  bottom  of  the  eye  by 
carefully  painting  a  fine  or  thinned  Bad 
Moon  Yellow. 

4.  Paint  a  tiny  dot  ol  Skull  White  at  the  back  of 
the  eye  to  create  the  effect  of  sunlight 
hltling  the  eye. 


BAAL  PREDATOR 
FLAMER  FUEL  CELL 

994701 23906 


BAAL  PREDATOR 
WEAPON  SUPPORT 

9947010123907 


BAAL  PREDATOR 
REAR  TURRET 

994701 01 23908 


BAAL  PREDATOR 
ARMOR  PLATE 

994701 9123909 
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SPACE  MARINE  VEHICLE  TRANSFER  SHEET 
OS  COMPONENT  NUMBER  99  51  01  01  104 
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BLACK  TEMPLARS  SHOULDER  PAD  SPRUE  1 
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IMPERIAL  FISTS  SHOULDER  PAD  SPRUE 
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TACTICAL  SQUAD  SHOULDER  PAD  $PRUE  1 
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BLACK  TEMPLARS  SHOULDER  PAD  SPRUE  2 
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LONG  FANGS  SHOULDER  PAD  SPRUE  1 

0947010132268 


TACTICAL  SQUAD  SHOULDER  PAD  SPRUE  2 
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LEGION  OF  THE  DAMNED  SHOULDER  PAD  SPRUE  1 
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SEflCLMfifiliiES 


TACTICS 

UPS  FDR  WINNING  WITH  SPACE  MARINES 


A.  A  Chaplain  with  a  jump  pack  can  lead  an 
Assault  Squad  inia  battle  and  make  the  unit 
Fearless  in  addition  to  giving  it  the  ability  to 
reran  misses  on  the  charge.  Another  version  of 
this  very  powerful  unit  would  involve  The 
Chaplain  leading  a  Veteran  Squad  wilh 
lightning  daws,  a  power  weapon,  and  a 
Veteran  Sergeant  with  a  power  fist.  The 
Veteran  Squad  could  take  the  Furious  Charge 
skill  for  even  more  close  eombai  ability. 

B.  Scout  Bikers  can  achieve  a  charge  on  the  1  si 
turn  wilh  the  Scouts  pregame  move.  Another 
good  use  for  Scout  Bikers  or  a  Bike  Squadron 
is  to  give  a  tetepon  homer  to  Ihe  Veteran 
Sergeant.  The  bikers  can  move  quite  far  with 
the  Turbo  Boos l  rule  or  the  pregame  move. 
Thus.  Ihe  Veleran  Sergeant  can  guide  in  a 
Terminator  Squad  nearly  anywhere  you  want, 

C.  Against  certain  armies  a  Librarian  with  Fear  of 
the  Darkness  can  be  devastating.  The  ability  to 
make  multiple  units  take  a  Morale  Test  at  -2  to 
their  Leadership  means  that  even  other  Space 
Marines  could  be  sent  running.  Giving  the 
Librarian  a  lump  pack  or  a  bike  to  keep  up  with 
units  as  they  fall  back.  As  long  as  the  Librarian 
(or  any  other  enemy  unit)  is  wilh  in  6",  falling 
back  units  cannot  regroup  Cunning 
■deployment  of  Whirlwind  Castellan  missiles  can 
also  lie  Ip  get  more  bang  for  your  buck  as  well! 

D.  Alternatives  io  Devastator  Squads,  if  you  have 
used  all  your  Heavy  Support  choices  on  things 
like  Vindicators  and  Whirlwinds,  are 

Tech  marines  and  Gun  Servitors.  A  squad  of 
four  Gun  Servitors  armed  with  Heavy  Bolters 
can  unleash  12  Slrength  4  shots,  enough  lo 
put  a  dent  even  in  a  well- armored  um|.  For 
more  shooing  capability  arm  the  Techmnrine  a 
Storm  Bolter  and  give  the  unit  a  Razorback 
equipped  with  a  Heavy  Bolter. 


TIPS  FDR  FIGHTING  AGAINST  SPACE  MARINES 


A.  Tooled- up  squads  intended  lor  assaull  are  an 
excellent  target  tor  your  heavy  weapons.  Another 
option  is  to  face  this  squad  with  one  of  your  own 
that  is  likely  either  to  be  wiped  out  or  to  run  away. 
In  either  case,  the  Assault  Squad  or  Veterans 
Squad  wall  then  be  exposed  to  your  fire, 

B.  II  Scout  Bikers  use  the  pregame  move  to 
approach  your  lines,  you  should  quickly  be 
within  rapid  lire  distance.  Seoul  Sikes  are  not  as 
durable  as  other  bikes  and  are  great  targets  for 
autocannons  and  heavy  bolters.  II  you  think  that 
the  teleport  homer  is  going  to  be  a  factor,  deploy 
your  units  where  the  Terminators  won'l  have 
much  room  to  appear  in  once  Ihey  Deep  Strike. 

G-  Low  ■Leadership  armtes  will  always  have  a 
hard  time  with  Morale  Checks,  but  many  have 
ways  to  circumvent  their  low  Leadership  with 
things  like  Vox-casters,  Tau  Ethereals.  and 
Mob  Size  Checks. 

D  While  Gun  Servitors  have  Ihe  Ballistic  Skill  of  a 
Space  Marine,  their  Toughness  and  Save  leave 
a  bit  to  be  desired.  Return  lire  on  Ihe  Gun 
Servitor  unit  or  a  unit  with  deceni  close  combat 
skill  will  likely  eliminate  the  Gun  Servitors.  A 
few  Eqw-AP  shots  or  a  power  weapon  will  help 
to  eliminate  the  Techmarine.  After  the  Servitors 
are  gone,  he  is  rather  less  fearsome. 
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HOW  TO  PAJH1  SPACE  MARINES 

60040101004 

Praise  the  Emperor \  Hoiv  ro 
Pfitnl  $pape  Marines  i  s  T  H  E 
essential  reference  for  any 
Space  Marine  player!  This 
book  is  check  full  of  great 
hobby  tips  as  well  as 
examples  of  pamt  schemes 
and  heraldry  to  make  great 
and  unique  Chapters  of 
your  own. 


CHAPTERS  OF  THE 
FIRST  FOUNDING 


Under  the  Emperor’s 
directives.  £0  genetically 
modified  supei  beings  were 
created.  These  Primarehs, 


as  they  Came  to  be  known, 
passed  lh-eir  genetic  imprini 
to  make  the  first  20 


Chapters  of  Space  Mannes, 
These  original  £0  Chapters 
are  still  referred  to  as  the 


First  Founding  Chapters, 


BLOOD  ANGELS 

Cftare  Stick,  Rati  Gate 

Shadow  Cray.  Blood  Rats 


DARK  ANGELS 

C* r.Fds  Slock.  BAik  Atrqti Is  GrdM 
Gtffthn  fbggn,  Sctjrpiaft  GrtWJ 


IMPERIAL  FISTS 

Finfy  OrA rip*.  Gokkh  Yellow 
Blood  Red,  BA i?  Moan  Yellow 


IRON  HANDS 

Chaos  ffrjcJt,  Ultramarine  s  Run? 

Shadow  Gray,  Burriisiwd  Gold 


RAVEN  GUARD 

Chaos  Bii£k\  BadQtitl  Metal 

Shadow  Gray,  Mithti!  Stiver 


SALAMANDERS 

Charts  Black  S r\iji  Gmtl 

Simtwii  54-,vi*:v.  Scot  hum  Gwr. 


SPACE  WOLVES 

Spatm  Wttivsts  Gray.  Golden  Tfltfow 

SUM  ;v.vv  Smhorst  Yellow 


ULTRAMARINES 

ftifliTJ  Sloe,  Blood  fled 
miiamariiips  Blue.  Gulden  YuiRfw 
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WHITE  SCARS 

iSteJcw  Stay,  Blood  Red 
:*•<:!  :v;;.Tr  Ron  Moor.  vijdtel* 


KNOWN  SUCCESSOR  CHAPTERS 


After  Ihe  Pn  march  Mores 
corrupted  half  of  Ihe  Space 
Marine  Legions  and  led  a 
great  rebellion  against  the 
Emperor,  it  was  decided  lo 
make  smaller  and  more 
llexibte  formations.  Many  ol 
the  loyal  First  Founding 
Chapters  remained  but  were 
broken  down  into  further 
"Successor  Chapters," 
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ANGELS  OF  ABSOLUTION 

Eronzcti  ffesft,  fltort  Angsts-  flfmr 
fitaadtaf  Jtaflv.  Grtwi r 


ANGELS  OF  VENGEANCE 

Chavs  flshJQpre 

Shadow  Or ejr.  Hlvud  RMf 
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ANGELS  SANGUINE 

ftfiTiiJ  dftse.  Red  Gate 
BteSCMd  Bom\  fltawf  Ri'ti 


ANGELS  VERMILLION 

u r,v l.' ;;  Stock  £  ScdD  Rcc.  Gdldeo  Yellow 

Blood  fieri,  'feilaw 


AURORA 

Ctuos  Black,  Goblin  Green 
Skill!  Whits,  Scorpion  Gfffnn 


BLACK  TEMPLARS 

Chaos  Black,  fortress  Grey 
FoifttSS  Grey.  Skull  White 


CRIMSON  FISTS 

Kttitm/jhf  Svc.  i'Vjj d  Gore 
Enchanted  tint/'.  Stood  fled 
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DOOM  EAGLES 

B&tgwf  Metal,  Chaos  Black 

Mrthril  Sites/,  Blood  Red 


FLESH  EATERS 

Chaos  Black,  Stood  Red 
Shadow  Grey,  Skill)  Whit/t 


FLESH  TEARERS 

Chao;  9Sjc\.  Scab  Red 
Shadow  Grey.  Blood  Red 


MARAUDERS 

Fiery  Orange.  Sunburst  Yellow 

Skull  White.  Blood  ftktl 


RED  TALONS 

Ctaijs  Btetk.  BlOOd  Red 

Skull  White,  Golden  Wln.v 


NOVAMARINES 

RegalBlue.  meached  iftwe 

UitritMU/irm  Blue.  Skull  While 


REVELERS 

ftum  Stock,  ShadM  Gray 

for  I, cusp  Grey,  SmlkirH  Ye  tip  w 


Ft  AM  PAGERS 

Scot  Rod,  SimburSI  1 feilQw 

Blood  Rat  Skull  White 


SILVER  SKULLS 

CfijM  Stock,  Chritotmii 

Enchanted  Blue,  Shining  Gold 


RAPTORS 

Scorched  Brown  &  Can\n  Gran 
honing  flesh,  Skull  White 


SONS  OF  GUILLLMAN 

Codex  Gray,  R&gttS  Blut 

Skull  While,  tJtlrzmaiines  Blue 
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Afiwvtf:  Doug  Hrann's  Yelio n  Jackets  nvn 
a  csuuu-r-up  at  the  2004  Chicago  Golden 
Demon  jmrtiinji  competi  tion. 


Above:  Adam  iMfirret  s  Mutinied 
Space  Marine  lmn  first  place  in 
she  Open  Cwnpelfsiwt  at  the  2004 

CtiMtdhm  Golden  Demon 
jHtitatr tje  compcttiicm. 


A  have;  Chris  Oarer  Praetor 
Dreadnought  Hint  ihint pitta 
Open  f  vinpi-iithm  id  the  2004 
(\madmn  (itddctt  Demon. 


A  hove:  Korn  Baker  \  Dark 
Angel  Drvmtnmxhi  non  third 
place  in  the  Wnrhcmsmer 
40JH10  Vehir/e  category  td  the 

200J  IK  Games  Da\  Cot  Jen 
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Lefts  /'his  iron  Hands 
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Ctnmm.se  nw  .secotid 
phn  in  ihzr  Warltattmtcr 
40.000  St/mid  category  at 
the  2004  Chicago  Games 
Day  Gedda  r  Detrain 
fkiinting  nmpetitii nr. 
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Space  Wolf  Accessory  Sprue 
Space  Marine  Assault  Sprue 
Space  Marine  lacteal  Sprue 
Chaos  Marauder  Sprue  A 
Chaos  Marauder  Sprue  6 
Chaos  Space  Marine  Packs 
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09300102003 
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ilcitne:  Chris  Bantr’s  Pruettir  Afonin  •  Ci  mum  mil  Stpuul  wun  second 
piutv  in  the  Whrhantmer  40,000  Squad  wit1  way  at  litr  2(XH 
Caitticlian  (km les  Day  Golden  Demon  pafatina  lumpcfitiw). 


tefi-  Hr  ire  <  'uytmmir  Crimson  f-i\i  Sen*  earn 
HW.l  if  nutiirf -up  at  the  2004  M  ijolifen 

Demon  painting  etnttpetmtnu 

Rthw  This  Span  Wait  f.oni  in'  dreg  SmtifUny 
mis  tt  t'titniee-tip  pi  the  2004  liaflimore 
Golden  Demon  pt  lint  ins  mnnnetifion 


fhiow:  froy  CiifUm  wt.»i  xenmtl 
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Games  Day  Goltien  Demon 
ml  ptsinihiy  enminaiiitm. 


.‘Xftai'i':  Hrunt  Show's  Deal  lining  Dreadnought 
was  it  nm/it  r-itp  til  the  2004  f.A  Gomes  Day 
(jifiilett  Dewir/t  piiiniiny  competition. 
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ALTERNATE  MODEL  -  ELITES 

Tyranid  Hunters 

COMPONENTS  EON  5  COMPUTE  MODELS 


99390101023  Space  Marine  Tactical  Spri 
59330 1 0600 1  Tyran  id  Ho  rrn agau  nt  Sprue 
59330 1 06005  Tyran  id  Wa  ririor  Sprue 
594701 01 21906  Seoul  Biker  Bolter 
9947010130026  Veteran  Lmhlning  CEaws 


COMPLEXITY  DATING 
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Silas' o  Viar'la  Kais t  Fire  Warrior  Commander*  watched  as  the 
Gael  a  began  the  long  trek  up  the  hillside.  Their  crude,  armored 
vehicles  lumbered  forward  on  clanking  metal  tracks,  dismounted 
warriors  advancing  before  the  machines*  Kais  felt  sorry  that  he  had  to 
do  this  -  the  Gue' la  could  not  know  the  folly  of  this  attack.  The  Tan  had 
claimed  this  world  as  their  own .  Its  use  had  been  decided,  and  its  first 
colonists  were  already  allocated  from  members  of  the  Fio  caste.  The 
settlement  of  this  world  w  as  as  indisputable  as  a  sunrise.  Kais  was 
already  in  the  process  of  removing  the  Gue  'la  outpost  from  the 
planet.  The  Ethe  reals  had  decreed  that  the  planet  be  cleared ,  hut 
with  typical  Gue f  la  stubbornness,  they  had  refused  to  bow 
before  the  inevitable. 


The  Tau  inhabit  an  area  of  space  near  the 
eastern  fringe  of  the  galaxy.  They  are  a 
young,  dynamic  race  with  highly  advanced 
weaponry  and  technology.  Though  less  than 
2 .000  years  old,  their  fledgling  empire  is 
rapidly  expanding  into  space  and  beginning 
to  encounter  the  elder  races  of  the  galaxy.  In 
galactic  terms,  their  empire  is  small,  based 
around  a  densely  packed  globular  cluster  of 
stars,  which  enables  the  Tau  to  travel 
between  them  without  many  of  the  dangers 
normally  associated  with  warp  travel  The  Tau 
empire  also  encompasses  several  alien 
races  who  have  been  subsumed  into  the 
empire  voluntarily  or  whose  services  are 
bought  through  trade  agreements. 

Tau  civilization  is  based  around  a  rigid  system 
of  castes,  each  relating  to  the  four  elements 
of  nature  -  fire,  water,  airP  and  earth.  These 
castes  dictate  each  Tau’s  role  within  society: 
warrior,  bureaucrat,  pilot,  ar  worker.  Their 
rulers  form  a  mysterious  fifth  caste,  called  (he 
Ethereats,  who  bind  the  other  castes 
together.  The  Tau  empire  is  underpinned  by 
the  concept  that  it  is  only  right  and  noble  for 
the  individual  to  set  aside  his  own  desires  to 
work  tor  the  greater  good  of  the 
empire.  Overall,,  the  Tau  are 
very  good  at  actuating 

this  ideal. 
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Collecting  a 
Tau  Army 


The  Tau  are  a  very  stylish  and  powerful  army 
with  many  specialized  troops  at  their 
disposal.  Their  main  strength  lies  in  the 
different  types  of  baitlesuii-equipped 
warriors.  These  warriors  are  hardened 
veterans,  and  their  battlesuits  are  capable  of 
mounting  a  fearsome  array  of  firepower.  In 
addition,  their  battiesuils  include  thick  armor, 
which  makes  it  very  difficult  for  most  basic 
troopers  to  take  down  a  battles  uit-equipped 
Tau.  if  you're  looking  for  an  army  that  can 
pack  a  heavy  punch  while  being  able  to  soak 
up  the  enemy's  return  fire,  then  the  Tau  are 
the  force  for  you.  Tau  technology  is  highly 
advanced  and  includes  many  exciting 
devices  and  upgrades  than  can  be  added  to 
the  battlesuits  to  enhance  their  ability  to  deal 
death  and  receive  punishment. 

Tau  Fire  Warriors  are  courageous  fighters 
with  solid  leaders.  If  a  member  of  the 
Elhereal  caste  accompanies  them,  their 
confidence  and  self-belief  will  keep  them 
fighting  in  the  face  of  insurmountable  odds. 
The  Tau  dislike  close  combat  and  prefer  to 
destroy  their  enemies  at  long  range  with  high- 
tech  weaponry,  because  the  Tau  are  neither 
strong  nor  tough  When  the  fighting  gets 
dose  and  bloody,  the  Tau  call  upon  their 
Kroot  allies.  The  Kroot  are  ferocious 
carnivores  who  are  capable  of  holding  their 
own  against  most  opponents. 

A  fully  painted  Tau  army  looks  very  striking  on 
the  tabletop  and  suits  painters  who  want  the 
best  of  both  worlds.  On  Ihe  one  hand,  you 


have  the  clean,  elegant  lines  and  bright 
colors  or  the  Tau  Fire  warriors  in  their 
battlesuits  and  grav-tanks.  while  on  Ihe  other 
you  have  the  Kroot,  with  their  barbaric,  feral 
feel  and  large  areas  of  flesh  to  paint.  Even 
very  basic  painting  techniques  will  quickly 
produce  a  battle-ready  iorce  and  give  you  the 
chance  to  build  a  playable 
army  quickly  and  easily.  With 
your  army,  you  can  expand  the 
frontiers  of  the  glorious  Tau 
empire.  May  the  Ethereals 
guide  you. 
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1 2  Tarn  Fire  Warriors 
1 2  Kroot  Warriors 

3  XV3  Crisis  Batllesuits 
1 0  Gun  Drones 

4  Warhamimer  40,000  Jungle  Trees 


77ilv  64-pme  ntfehonk 
awfauw  painting  amf 
mnitetinx  guides, 

tHSii  Kit  filti 

rules  for  fielding  a  /jure 
<>/ tin:  Tan  at  hi  their 
savage  Kraal  ali fw, 


Codex: 

Tau 

60030113001 


Hfe  n  1 1. 

» N"  '  — Jmffr  l 

1  j 

m  jm  m  i:  u  w  Mm 

Commander  O’shovah  Box  (1) 

99140113006 


O'SHOVAH  ARM 

M47O1taO0HH 


O'SHOVAH  SHIELD 

■394701130)602 


O  SHOVAH  ANTENNA 

9947011 300603 


Ctufanutufi'r  O'sht n'tih  Linne.y  irith  the  Crisis  Hattie  suit 
Sprue  (Q93MI I3Q02)  ami  the  Tatt  Herat  Sheet 
1 995IQIIJOOI  i  art  the  npfumie  fiuee. 


AUN'SHI  BQDV 

S-947Q11 3OTTC ! 
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AUN’SHI  BLADE 

99470 1 1300702 


Ethereal  Caste 

Member  Blister  (1) 

99060113003 

BIT  NAME:  ETHEREAL  2 

BIT  CODE:  9947011300302 


M'Wf  i'tui  also  ftffa?  im  XVft  Oisis  BtililcMiif 

f m  the  of>pt*site  pu$e  ti*  tt  hvtJygwmi  fftf  yww  CtwhWMitfef'n  *v  •*  * 


Tau  Gun  Drone 


Vnjj  i  hi r  Uthe  <t  xuft  nr  shield  divue 
n'rJr  any  n/yaur  tender*,  Just  mid 
the  Shield  Drone  Antenna  ami  Hit* 
ta  flu-  Gun  Dn me  Sprue  h.  r  r 'rente 
the  Shield  Drone* 


*  L  1 


GUN  DRONE  SPRUE 

993901 13001 


SHIELD  DRONE  ANTENNA 

9947011300205 


SHIELD  DRONE  BITS 

394701 1300204 
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Tati  Battleforce  Box  -  99120113002 

*  12  Tau  Fire  Warriors 
'  12  Kmot  Warriors 

■  3  XV8  Crisis  Battlesuits 

*  10  Gun  Drones 

-  4  Warh a mmer  40,000  Jungle  Trees 
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Codex-. 

Tau 

60030113001 


Commander  O’shovah  Box  (1) 

99140113006 


Q'SHGVAH  ARM 

934701! 30060 1 


Q’SHlOVAH  shield 

9947011300002 


O'SHOUAH  ANTENNA 

913470;  1 300603 


CoitamituJi'r  O'xhuvah  comes  with  i hr  Crists  Battle  wit 
Sf?rtn •  fV9390iJ3(Xi2i  and  the  Tau  Decal  Sheet 
(m  HU  I  Mil  t  shown  on  the  opposite 


Aun’shi  Blister  (1) 

99060113007 


AUN'SHI  BODY 

994701 130D7D1 


Ethereal  Caste 
Member  Blister  (1) 

99060113003 


AUN'SHi  BLADE 

9347011300702 


BIT  NAME' ETHEREAL  2 

BIT  CODE:  994701 1 300302 


Jfuj  can  also  take  an  XV&  Crisis  tiattfesuit  r  WtlOlt.fOOS)  shown 
oti  the  fip/tosiir  jinne  as  a  intifyinttinf  fur  you c  Commantler. 


. 


Ton  rrj/j  take  a  xun  I>I  shield  iin/HC 
with  *l  of  v/nir  lenders.  .1  tut  odd 
the  Shield  Drone  Antenna,  and  Hits 
to  the  Gun  Drone  Sprue  to  create 
r he  shield  Dr one. 


SHIELD  PHONE  ANTENNA 

994701 1300205 


Tau  Shield  Drone 


SHIELD  DRONE  BITS 

994701130*9204 


Tau  Gun  Drone 


GUN  DRONE  SPRUE 

9939*0113001 
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Fire  Warrior  Squad  Box  (12  Warriors  w/  2  Gun  Drones) 

99120113001 


FIRE  WARRIORS  SPRUE  (SHOWN  65%  ACTUAL  SIZE) 

993BQ1 13001 


Ml  m  nr«nnT* **■  iiirptw:;  “  M’-iIlI*  hdi*.  sr-rill  1ie*ti  «l  *cn  *r4:-  liftirrpc  nf”1  r  -rut N ■  ►  ni »¥  irt  \  »J  il*  ferrm  Sii  .1n.1t1 


WARHAMMER 

4  3  0  no 


4 


r# 

^  If 
r 


% 


PAINTING  FINE  DETAIL  DK  AUN  SHI 

Paine  Shining  Gold  on 
the  metal  jewelry  and 
hair  braids.  Apply  a 
wash  ol  Brown  Ink  to 
these  areas  When 
ihe  ink  dries,  apply  a 
final  highlight  ot 
Mlthril  Silver. 

Paint  Brazen  Bresson 
the  armbands,  coal 
edging,  bands  bn  the 
halberd,  and  the  various 
glyphs.  Apply  a  wash  of 
Brown  Ink  to  these 
areas.  Finally,  when  ihe 
ink  is  dry,  apply  Mithnl 
Silver  highlights  to 
these  areas. 


Pain  the  blade  ot  ihe 
weapon  with  Bcltgun  Metal 
and  highlighi  wilh  Chain  mail 
and  then  Mithril  Silver, 
Choose  same  markings 
from  Codex:  Tau  and  then 
draw  two  thin  pencil  lines 
with  a  ruler  directly  on  ihe 
weapon  shaft.  Next,  draw 
lines  Ihe  same  distance 
apart  onto  a  piece  of  paper 
and  a  mpek  up  of  ihe 
mscriplion.  By  laying  out  the 
markings  beforehand,  you 
ensure  that  the  I  otto  ring  will 
lit  neatly  on  the  model. 
Carefully  paint  ihe  letters  on 
the  model.  Start  with  (he 
central  letter  and  work  yogr 
way  out  toward  the  ends. 

FINISHING  TOUCHES 


3 

3 


Paint  a  basecoat  of  the 
tattoos  with  Chaos 
Black  Next,  paint  Blood 
Red  over  ihe  basecoat 
but  leave  a  ihin  oulline 
of  Chaos  Black, 
Highlighi  the  red  areas 
with  a  lighter  red. 

Paint  (he  diamond  stone  at  the 
center  ol  Aun 'shi's  forehead  wilh 
a  basecoat  of  Red  Gore  and 
hrgh light  wilh  Blood  Rod 
followed  by  Blazing  OrangC- 
Finally.  apply  a  small  dot  ol  Skull 
White  to  suggest  a  rellection. 

■  Paint  Ihe 
eyes  with  a 
1-1  basecoat  of 
Red  Gore  and  highlight  with  Blood  Red. 


Kroot  Shaper  Blister  (1) 

99060114002 


KROOT  SHAPER  BOD¥ 

9947011400301 


KRQQT  SHAPER  RIGHT  ARM  1 

994701 1400202 


KROOT  SHAPER  RIGHT  ARM  2 

9947011400003 
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Kntot  Cttrnivmt'  xquuelx  ute  the  tiut.it  nmimuu  auxiliarle*  serving 
fht  Tan ,  The  Krtntf  worlds  have  iutfg  been  fwrt  of  the 
empire,  ever  tftn  e  a  Tan  cxfWeHtiottttry  Jbrrt?  iiefptti  i\ 'batik' 
aevuTiif  Knmi  endows  from  slur  Orh , 


Kroot  Carnivore  Squad  Box  (16) 

99120114001  The  Krtmr  Carnivore  Mfuatt  h 

sfttrwn  at  $5%  rtf  a ei uni  size- 


KRQOT  CARNIVORE  SPRUE  (SHOWN  65%  ACTUAL  SIZE) 

99360114001 


Ul  nrrtiW 


yi|i 


•  + 


*  •  •  • 


1 


WARHAMMER 

+oooos 


r 


If j<-  Drvifft.'th  Tfa&p  Currier  l\ 

slrmm  m  70^  ofm'iml  size* 


Devilfish  Troop  Carrier  Box  (1) 

991 201 T 3003 


The  Tun  DevUfish  tatties  with  the  f'uit  Deal  I  Sheet  fW^tfflfJOOh  ntuf 
fiirr  Gun  Dmnt  Sprats  fWSWtti 3Q0t  J  sin mvj  tit  tht  1IQ  nrtion. 


devilfish  sprue  a  -  body  (shown  5Q*i  actual  size) 

993301 1 3I3C3 


DEVILFISH  SPRUE  B  -  ENGINE  (SHOWN  50^  ACTUAL  SIZE) 

3939011 30M 


DEVILFISH  SPRUE  C  -  ACCESSORY  (SHOWN  AT  ACTUAL  SIZE) 

99390113005 
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Tau  Pathfinders 


MAKING  A  KROQT  ENCAMPMENT 

Although  the  Kroot  prefer  to  lurk  in  trees  and 
other  hiding  places,  there  are  limes  where 
this  is  not  possible,  and  they  must  camp.  To 
begin  making  your  Krool  encampment,  print 
out  the  templates  for  the  tents  from  our 
web  site: 


Tau  Pathfinders  Blister  (3) 

99060113001 


w/  Rail  Rifles  Blister  (Random  2) 

99060113014 


httpr^u  S  .g  3  me9’ wo  r  k$  hop .  CO  m/ 

gs  mea/40  k/ta  u/te  r  ra  I  n/ 
tau_kroot  encarnpment.htm 


PATHFINDER  BODY  t 

9947011300101 


PATHFINDER  BODY  4 

9947011301301 


PATHFINDER:  0ODY  2 

994  7011 3O01 G2 


PATHFINDER  BODY  3 

3947011300103 


PATHFINDER  BODY  S 

994701 1301302 


PATHFINDER  BODY  6 

9947011301 303 


PATHFINDER  CARBINE  1 

934701 13001 04 


PATHFINDER  CARBINE  2 

9  &4  701 1300105 


PATHFINDER  CARBINE  3 

9947011303106 


PATHFINDER  RAIL  RIFLE  1 

99470 11 3 01 304- 


PATHFINDER  RAIL  RIFLE  2 

9947Q 1 1 30 1 306 


PATHFINDER  RAIL  RIFLE  3 

9947011301306 


Pathfinder  Sbasui  w/  Shield  Drone  (2) 

99060113002 


Tin'  Shield  Drtn u>  hit;  arc 
shown  in  the  HQ  section. 


PATHFINDER  SHAS’UI 

9947011300203 


Glue  or  pin  ihe  template  to  a  sheet  of  thin 
cardboard  and  cut  out  the  tent  along  the  solid 
lines.  Cut  holes  lor  the  tabs.  Next,  score  the 
dotted  lines  to  create  folds  by  lightly  applying 
pressure  with  your  modeling  knife  to  cut 
halfway  through  the  cardboard.  Rescore  any 
told  lines  that  won't  bend  easily. 

Use  white  glue 
to  stick  your  tent 
together.  Glue 
the  main  tem 
Structure  by 
putting  glue  on 
the  tab  and 
tolding  the  tent. 
Next,  giue  I  he 
internal  wall  (the  triangle  bit)  into  place  about 
a  quarter  ot  the  way  into  1  he  main  tent 
structure.  Finally,  glue  the  doorway  into  place. 
Repeat  she  process  lor  the  rest  of  your  tents. 
We  strongly  suggest  that  you  base  the  fonts 
on  pieces  of  plasiicard.  corrugated  cardboard, 
or  loam  core  so  I  hat  they  am  more  sturdy. 

FINISHING  OFF 

First,  you  may  want  to  add  a  little  flock  to  the 
base  lor  more  detail.  For  the  main  color  of  the 
tents,  spray  them  with  Bestial  Brown  followed 
by  Bubonic  Brown  from  a  distance.  For  the 
worn  down,  muddy  areas  around  the  tent 
entrances,  drybrush  with  Bubonic  Brown 
followed  by  Bleached  Bone,  Then  drybrush 
the  base  with  Goblin  Green  for  the  grass. 

Finally,  to 
add  detail  to 
the  fonts, 
paint  some 
glyphs  onto 
them.  Use 
simple 
geometric 
patterns  ol 
Kroot 
Warriors. 

You  can  draw  these  gtyphs  freehand  right 
onto  the  lent  panels  with  a  black  Uniball  pen. 
Above  are  some  sketched  practice  glyphs. 


or 


ilHillU 


!T~»  iirr  *  ‘"T IlF1*  uiW+imi4  Hiwi"^  Iril  mfl  tit 


4Ak  t3  nhrpi  >*r.aftTCl  I  'rwintn  lu  r  ■**  r  1. 1  fif  1 1  Ir.  TTi  fi 


ill  i<4  II  *  Till  i 


1 


.WAR  HAMMER 


4tMS  ftO 


KROOT  HOUND  LEG  SPRUE  t 

9947011400005 


KFtGOT  HOUND  LEG  SPRUE  £ 

9947011400306 


Kroot  Hounds  Blister  (Random  2) 

99060114003 


KROOT  HOUND  BODY  1 

9947O1HC0301 


KROOT  HOUND  BODY  2 

99  J  701 1.100302 


KROOT  HOUND  BODY  3 

994701 1  +00303 


KROOT  HOUND  BODY  4 

9947Q1 1 40OW4 


KROOTOX  RIDER  1 

9947011400101 


KROOTOX  RIDER  2 


994701 U001 02 


KROOTOX  BODY  RIGHT  SIDE 

994701  MOD  105 


KROOTOX  BODY  LEFT  SIDE 

9947011400106 


KROOTOX  HEAD  1 

99470114W103 


KROOTOX  HEAD  2 

094701140010-1 


Krootox  Blister  (Random  1) 

99060114001 
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Tkt.'  Himmcrhead  Tank  j.s 
niwwn  m  50  -i  of  net  util  siz 


Tht  l icmmicrhattl  mine*  wilh  Devilfish 
Sprue*  A.  H.  ami  C  t'WWfl-UMM-M 

sfitmw  in  the  Troops  xeeiitm  ns  i wti  n). 
liu:  ThH  Dm  me  Sprue  (99S90f  tJOOl  l 
ami  the  Titu  Deeaf  Sheet  (995  fO t ISflQl ,i 
xhfttm  in  tiu1  II G  section. 


I  he  Hctmmerhcitil  Ttink  eoines  with  'with  tut  ton 
ffitttttns  m  cstt  opfit>n  to  regim  e  tin-  roil  rioi. 


Hammerhead  Tank  Box  (1) 

99120113004 


- 

*  J.  -J 

BHQADSIDE  RAIL  GUM 


HAMMERHEAD  WEAPON  SPRUE  {SHOWN  SO%  ACT.  SIZE) 

9939011300C 


BROADSIDE  VENT 

394701 1300502 


BROADSIDE  FIGHT  ARM 

9947011000503 


BROADSIDE  MISSILES 

99470H300504 


BROADSIDE  LEFT  ARM 

99470 113D05Q5 


BROADSIDE  FOOT 

99*1701 1300506 


99470H300501 


The  flrttmhhh'  Unllfestnt  eeine\  with  the 
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Cri.m  Bottle  suit  Sprue  tWJWHtffltt} 
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XV-83  Broadside  Battiesuit  Box  (1) 

99140113005 
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Tap  Box(es):  Basecoai  Colors  a  Ink  Washes 


Mixed  Colors 


AUN'SHI 

Vom/i  Brawn,  $tudow  Grey 

Bleached  Bone,  Shadow  Gwy  SkutS  White 


XV 15  STEALTH  ARMOR 

Ouoi-  Slant.  Scat)  Hstf  A  Chaos  Stock 
Fortress  GfW.  Scsh  Roi t£  SkuSt  WttiiO 


KROOT  HOUND 


Cot!-!*  Grey  j  Bestial  Srow 
Bubonic  Biown  Bleached  BM 


Scotched  Browtt,  Wwnrl  Bmm 

py  ■■  !»■>■!  <  ■■  !■■■■  ■  ■ 

Snaketn!?:  L  eather,  Bioaobed  Bone 


Chaos  Black,  Codes  Grey 

Shadow  Gray.  Ski/il  Wfr! i1 


tfcWt  i’.l-'Hl1  (r‘r|S|?l.- 

Goblin  Grci'i?  Ratting  Fksli 


Codex  G my.  Tzrrpcatta 

forfftss  Gfty,  Timed  Ftesti 


Giuwvdd  f  iTr  \h.  third  TuiUUPSt 
Kcmmnrtn  Khjk.  ice  Bitte 


Swb  Gcd.  flfopi'  ft>w 
ESmd  Red,  tnemnied  Slue 


■  □'  , 

□  □ 


fltefiS  fflacK  Gray 

Grey,  Fnrircss  Grey 


Regal  Blu^  Vow*?  Brow? 
to*  Biot.  Blescliei  Bom 


Red  aw,  Iflflfite r 

Biaoti  EM  Bk'JcMti  B title 


fonnwi  Flesh  A  ftrar/  Flesh 
Omit  Flesh.  Fit  Flesh 


5c<\h  ffi tii,  Stilly  Gruetf 
Blood  Sc.ity  l 7 I'm- 1  A  HIvMfttitf  Bone 


EVl-mitiv  C/jfipe,  Searched  Bmv/r? 
f(§ty  Owoqx.  BuPnwc  Brown 


&>A/\ng  E7.rj.ipij,  Ei'pjr1  Blue 

Fiery  Otjtme,  Fmthwftid  Blue 


ChJlDS  Black.  Scorched  BrcmvT 

UlSrehMrlfws  Blue  Sleacfte r,'  Boor 


Goftim i  KSeiVa  .-v.  Yellow  ink 
GaitS&f  Ytittm  A  Skuti  While.  Fiery1  Orange 


□  n 

□ 


□  □ 


Suitor.  Unn.  *:V!?A-A"rt  W'V.i-.f 
Ska  it  Mm  Bad  Moo*  Vt-JifL: 


Bleached  Bum.  ScqrctwdBfom 
Shuts  Whife,  Snakebite  Leattw 
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TACTICS 


UPS  FOB  WINNING  WITH  TAU 

A,  Upgrading  your  Fire  Warrior  squads  to  be 
bonded  is  especially  good  when  there  is  also 
an  Ethereal  on  the  table.  The  bonded  upgrade 
gives  a  unil  under  50%  of  its  original  size  the 
Chance  to  ratty,  and  an  Ethereal1  lets  a  Tau 
player  re  roll  all  Morale  Checks,  Thus,  a  Fire 
Warrior  squad  has  the  option  of  trying  to  fail 
such  a  check  and  then  fleeing  from  shooting 
losses  of  25%  or  a  losl  Assault  Phase  If  the 
squad  survives,  it  still  has  a  chance  to  rally  and 
engage  the  enemy  once  more.  The  bonded 
upgrade  is  even  more  important  to  small  units 
of  Crisis  Suits  or  Stealth  Suits,  since  these 
squads  have  small  numbers  to  begin  with  and 
wilt  often  find  themselves  under  50%  Of  Iheir 
starting  numbers.  Occasionally,  you'll  want  to 
fail  the  Morafe  Check  in  assault,  even  if  it  does 
result  in  your  unit  being  wiped  out.  As  a  result, 
the  assaulters  will  be  open  for  your  storm  of 
retributive  firepower!  All  in  all*  an  Ethereal  gives 
you  a  more  reliable  opportunity  to  control  the 
results  of  an  assault  on  your  lines  -  an 
excellent  thing  to  have  as  a  Tau  Commander, 

B.  If  the  team  leader  of  a  Stealth  Suit  team 
selects  the  drone  controller  upgrade,  any 
drones  added  to  the  unit  share  the  stealth 
capabilities  of  a  Steallh  Suit  lor  free  In 
addition,  the  weaponry  on  ihe  Drones  matches 
the  range  of  the  Stealth  Suits'  burst  cannons  - 
the  Drones  will  add  some  additional  I  ire  power 
to  the  unit  as  well  as  the  chance  of  pinning  ihe 
enemy  if  they  cau$0  any  casualties.  A 
particularly  effective  combination  Involves  a  unit 
of  Palhfinders  using  marker  lights  to  help  guide 
the  Stealth  Suits'  burst  cannons.  Since  the 
markerlights  help  ihe  burst  cannons  hit  on  a  2+ 
and  ignore  cover  saves,  there’s  an  excellent 
chance  of  wounding  every  model  in  the  unit 
and  potentially  removing  special  weapons, 
heavy  weapons,  or  even  Ihe  squad's  leader  in 
one  volley!  Another  great  use  far  a  marker  light 
is  to  guide  in  the  submunitions  round  of  a 
Hammerhead's  rail  gun,  The  markeriight  hit  will 
altow  the  submunitions  to  rgnore  cover  saves, 
making  this  lactic  even  better  against  Eldar 
protected  by  a  Warlock's  conceal  power  or 
Orks  under  the  cover  of  a  ku&tom  force  field. 
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COUNTERTACTICS 


j*.'i 


TIPS  FOR  FIGHTING  AGAINST  TAU 

A.  Although  the  counter  for  this  tactic  is  very  basic 

kill  the  Elhsreai  -  it's  a  good  idea  to  keep  the 
basics  in  mind  from  lime  to  lime.  Eliminating  a 
Tau  Ethereal  has  many  benefits,  among  them 
She  tact  thal  Tau  units  will  not  be  able  to  reroll 
Morale  Tests.  In  tact,  once  the  Ethereal  is 
dead,  mosl  of  the  Tau  army  will  have  to  take  a 
Morale  Check  or  Fall  Back!  When  lighting  the 
Tau.  slaying  the  Ethereal  [if  there  is  one 
present)  should  be  among  your  highest 
prionlies.  If  yOU  want  to  keep  a  unit  of  Tau  from 
llcemg  In  the  Assault  Phase,  make  sure  to 
keep  al  least  one  model  in  base-to-basp  when 
removing  casualties  if  at  all  possible.  As  long 
as  you  have  one  model  in  base-to-base 
contact,  you  will  get  a  chance  to  run  down  the 
unit  if  it  flees.  Another  option  is  to  turn  off  any 
power  weapons  oi  power  fists  in  your 
assaulting  unil  to  try  and  minimize  casualties 
during  your  Assault  Phase.  This  option  mighl 
seem  counterproductive  at  first,  but  consider 
(hat  if  you  do  cause  enough  casualties  to 
remove  all  Tau  in  base-to-base  contact,  the  Tau 
can  potentially  ffee  (and  with  an  Ethereal,  they 
are  likely  to  do  so)  and  leave  your  assaulting 
unit  vulnerable  in  the  following  Shooting  Phase. 

B.  Although  Stealth  Suits  can  be  difficult  to  target 
with  weapons  (especially  during  a  mission 
using  ihe  Night  Fighting  special  rule),  ordnance 
and  ordnance  barrage  weapons  are  a  good 
way  to  knock  several  oul  of  the  tight,  in 
addition  Pathfinders  are  not  particularly  difficult 
to  kill  -  every  markeriight  you  eliminate  is  one 
less  to  trouble  you  for  ihe  rest  of  the  game 
Easily,  you  can  always  present  the  Stealth 
Suits  with  an  armored  vehicle  (such  as  a  tank) 

I  hat  their  burst  cannons  can't  dE$tnay. 
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fichu:  Mike  AW  11  adit  usnt  a  .stylized  Cauudum  (lay i  ptdtif  scheme  i>n  rwv  mattei  in  it ts  tun  army!  His  efforts 
ii7 m  him  hr  ihst  Appearance  award  Jdr  Wurtummer  40.000  at  the  Calgary  2M2  Grand  Tintnuatian, 


ftehtWi  Giiidt)  GiitUlirt  second  {dure 
at  the  ZOti.t  t  -.K.  Ciohtrn  Detains  fuiiiiliug 

wmptrlHim  with  hi.s  Tan  Workshop* 


.■l/ww;  kef i  Syrma/muias  tank  first  place  fi>r 
tins  hut  Commander  in  the  H-^r/wFuwr  40,000 
Sprite  Mattel  category  at  the  2 Ml  Canadian 
Games  Day  Golden  thwart  rompetitiott. 
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993B0114001  Kroot  Carnivore  Sprue 
99470 10207508  ObhCqiralor  Gun  Sprue  {x2> 
9947010303596  ‘Ard  Boy?  Armor  Sprue  (k21 
9947010516502  Kasrkin  Backpack  (k4) 


AITIAHATI  MODEL  -  FAST  ATTACK 

Vulture  Kroot  Kindred 

CQMTUKEHTS  FOR  5  COMPlfTI  MODES 


993801 14001  Kroot  Carnivore  Sprue 
9947010207509  Obliterate] r  Blade  Sprue 
994701051 7505  Enginseer  Backpack  Arm 
99470 1 1 4  00201  Krool  S  h  ape  r  Body 
9947991501205  Fury  Lefi  Wing  (x5) 
9947991501200  Fury  Righl  Wing  (xS> 


/ op:  A  Cotiwtcfiukr  painted  by  Shtmtt  f.Vwm 

Middle:  Tim  Liam  wtnt  third  place  in  the 
Youngbloods  \  'ategory  at  the  2t)U-t  Chicago 
Games  Dttv  Guided  Dement  Competition. 

Bottom:  Tltatms  Schadle  \  tdu  C  \ufi\h  nv^r 
third  place  at  flic  f  Hall  net  tre  Games  flay 
Golden  Demon  compxliiim. 
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Fighting  Style 
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Tyranid  armies,  thanks  to  their  variety  of  troop 
types,  bio-engineered  weaponry,  and 
biomorph  upgrades,  can  perform  a  number  of 
battlefield  roles  and  employ  various  tactics. 
The  one  universal  fear  (or  opponents  of  a 
Tyranid  army  is  being  overwhelmed  and 
ripped  to  pieces  by  razor-sharp  claws. 

The  best  Tyranid  attacks  involve  the 
coordination  of  disparate  elements.  Waves  of 
small  but  vicious  broods  of  H  or  mag  aunts 
race  to  engage  the  enemy  in  hand-to-hand 
combat.  The  Hormagaunts  are  supported 

and  driven  forward  by  more  powerful 
creatures  ot  the  hive  like  Tyranid  Warriors,  At 
the  same  time  the  assault  is  launched 
infiltrators  leap  out  to  sow  confusion  and 
panic,  Flights  of  Gargoyles,  flapping  on  bat- 
like  wings,  enter  the  fray,  and  larger  and  more 
monstrous  creatures,  like  Hive  Tyrants, 
Garnifexes,  or  Zoanthropes,  tower  over  the 
hordes.  While  the  foes  of  the  Tyranids  rush  to 
counter  each  new  threat  the  distance 
between  the  two  armies  is  closed,  and  the 
brutal  feeding  soon  begins, 

collecting  a  Tyranid  Army 

The  best  place  to  start  building  a  Tyranid 
army  is  to  fullilt  the  compulsory  choices  from 
the  Standard  Missions  Force  Organization 
Chart,  These  two  Troops  choices  and  one  HQ 
pick  will  form  the  center  of  your  army,  no 
matter  how  large  or  small  a  force  you  choose 
to  construct.  Tyranid  players  have  three 
alternatives  for  their  HQ  choices:  a  single 
Hive  Tyrant,  the  fearsome  Broodlord,  or  a 
Brood  of  Tyranid  Warriors.  It  is  easier  to  start 
playing  and  learning  how  to  use  your  force 
with  the  Tyranid  Warriors  choice,  and  you  can 
save  the  awesome  Hive  Tyrant  with  ail  its 
upgrade  possibilities  for  a  time  when  your 
force  grows  a  bit  larger,  Tyranid  players  are 
overloaded  with  great  Troops  choices. 
Termagants  and  Hormagaunts  are  always 
needed,  and  with  Brood  sizes  ranging  from  8 
to  32,  it's  easy  to  start  with  a  smallish  group 
and  gradually  expand  in  size.  As  your  Tyranid 
army  expands t  you  can  add  more  powerful 
troops.  Genestealers  make  fantastic  shock 
attack  troops.  Haveners  and  Gargoyles  can 
get  to  the  enemy  in  a  hurry,  Lictors  can 
Infiltrate  the  foe.  and  the  brutal  ferocity  of  a 
Carnifex  is  hard  to  pass  up.  For  even  more 
tactical  options,  many  of  the  Broods  have  a 
Mutable  genus,  that  is,  the  ability  for  a  player 
to  add  special  mutations  and  adaptations  to 
the  entire  unit  to  make  them  faster,  more 
deadly,  or  otherwise  adapted  to  fight  more 
effectively.  Remember,  somewhere  in  Ihe 
cold  depths  of  space,  Hive  Fleets  are  drifting 
closer,  intent  on  consuming  all  before  them. 


Tyranids  are  remorseless  aliens  that 
descend  from  the  depths  of  space  onto 

civilized  planets  and  consume  the  indigenous 
populations.  These  alien  creatures  take  many 
forms,  hut  all  share  a  psychic  bond  that 
allows  them  to  act  per  the  direction  of  the  hive 
mind.  This  group  consciousness  directs  all 
Tyranids,  Indeed,  without  this  guidance, 
some  of  the  smaller  species  are  mindless  and 
instinctive.  However,  the  larger  and  more 
complex  creatures  are  known  to  make 

decisions  and  respond  with  a  greater  degree 
intelligence.  Unlike  most  races,  the 
Tyranids  make  no  use  of  technology  or 
equipment.  Instead,,  all  their  devices, 
weapons,  and  even  starships  are  bio- 
engineered  and  grown  from  living  organic 
material.  The  Tyranid  swarms  are  always  on 
the  move  through  space.  They  relentlessly 
seek  out  new  worlds  to  strip  of  their  bio -mass 
to  fuel  the  aliens7  own  insatiable  conquests, 


-F++ +++f.ast  Tra  n  sm  iss  i on :  0000 / 1 05 1 968 


Routine  probes  picked  up  unusual  readings  last  week.  We  assumed  they 
were  meteors,  as  the  Sentinel  Defense  Stations  showed  no  signs  of  damage 
or  xe no  alert.  A  few  days  later ;  we  received  reports  that  the  orbital  range 
defense  stations  were  off-line.  Last  report;  malfunction! internal  structural 
damage .  The  crew  was  unreachable -  That  night,  everyone  could  see  the 
multi-colored  streaks  standing  oat  against  the  triple  mineral  moons  that 
brought  us  to  this  region .  The  falling  objects  descended  into  our 
atmosphere  and  landed  to  the  north.  No  word  of  our  northern  mining 
colonies  could  he  reached .  /  alone  saw  the  vidscreen  transmission 
before  all  signals  were  lost ,  ,4  ft  hough  blurred  and  horrible,  l 
recognize  the  multi -armed  creatures.  I  send  this  last  transmission 
to  warn  others.  They  are.  coming.  Look  to  the  skies. 


Tystm  Kwh  a  Retufcr  Tyrant  placed  ftral  ar  ihv  2(104 
LA  Gottidfl  Dt'inftn  pahilitijg  curnffriitum. 
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3  Tyranid  Warriors 
8  Genestealers 
8  Hormag  aunts 
8  Termagants 
1  Tyranid  Carnifex 


C!h1c\:  TyrmiiU'.  i\  vnut 
best  smtne  far  alt  the 
infctrtruttkm  mu  need 
tihmti  the  impUtcahh 

alien  hurtle,  fttxitfe  van 

will  find  rale*, 

fan ikgrottfitl,  and  In  ibb\ 

rips  U>  vet  \  trsi  \ntett  if 
nil  \ util'  T’u'cinitl  Ufrtiv! 


Codex: 

Tyranids 

60030 1 06002 


HIVE  TYRANT  SPRUE 

0947010604011 


The  Hire  Tyrant  Taxed  vet  includes  die  Caniifex  Sprue  A 
fV9dfSOlQ6QlO)  shtneit  in  the  Htrtivv  Suppttri  xeciitm. 


HIVE  TYRANT  HEAD 

99470 10604002 


HIVE  TYRANT  TAIL 

9947010604G10 


HIVE  TYRANT  TAIL  BASE 

9&470 10604009 


Hive  Tyrant  Box  (1) 

95110106040 


HIVE  TYRANT  WHIP 

9947010604003 


HIVE  TYRANT  SWORD 

9947010604001 
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HIVE  TYRANT  BODY  RIGHT 

9S4701 0604004 


HIVE  TYRANT  TORSO 

9947010604006 


HIVE  TYRANT  BODY  LEFT 

9947010604000 


HIVE  TYRANT  LEFT  LEG 

9947010604009 


HIVE  TYRANT  RIGHT  LEG 

99470 10004007 
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Tyranid  Warriors  Box  (4) 

99120106003 
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TYRANID  MONSTROUS  ARM  SPRUE 

S-33801 0600* 
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TYRANID  BIOMORPH  SPRUE  (SHOWN  75%  ACTUAL  SIZE) 

9W0O-TC0OO3 


TYBAHtD  WAFtftlOR  SPRUE 

933B01 06005 
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MAKING  A  TVflAHlU  CAPILLAR?  IQ  WEB 

Capfllary  towers 
are  huge,  living 
structures  that 
gather  the  DNA 

soup  tram  (he 
reclamation  pools 
dotting  ravaged 
planets, 

1.  Cut  a  2"  x  12" 
rectangular  shape 
from  a  piece  of  2" 
insulation  foam. 

Make  sure  the 
ends  ol  the 
rectangle  are  cut 

at  an  angle..  Then 
draw  two  circles 
On  both  ends  and  curving  lines  on  two  opposite 
sides  of  your  tower. 


4.  Now  comes  the  tricky 
T-j(^  part!  You'll  need  a  steady 

hand  Carefully  add  a  few 
'Venting  holes"  to  add  a  bit 
of  detail  to  the  lower’s 
edges.  You  can  add  loam 
shapes  to  the  side  of  your 
HF  tower  for  additional  texture. 

V  Carve  out  the  main  hole  in 

■  the  top  of  your  tower  with  a 

■  hobby  knife, 

•  Cirt  a  H"  circle  of  hardboard 

with  a  jigsaw.  Glue  your  foam  tower  to  this  base. 
Add  some  foam  rocks  and  dunes  made  from 
spackfirvg,  and  you're  ready  to  start  painting! 

For  (he  unabridged  version  of  this  article, 
check  out  (he  Games  Workshop  web  site  at 
http :  tfwww.ga  mes-workshop.  com . 


TYRAMT  GUARD  LEFT  LEGS 

■394701 080420$ 


TYRAMT  GUARD  ARMS  1 

99470  10&042O2 


TYRAMT  GUARD  BODY  2 

99470 10604203 


BROODLORD  BODY 

904701 0004501 


brOQdlOrd  talOwS 

094701 0504503 


Tyrant  Guard  Blister  (Random  1) 

99060106042 


TYRANT  Guard  RIGHT  LEGS 

9947010604306 


TYRAMT  GUARD  ARMS  2 

S94701 0004204 


TYRANT  GUARD  BODY  1 

9047010604201 


Broodlord  Blister  (1) 

99060106045 


BROODLORD  ARMS 

0947010604592 


BROODLORD  LEGS 

9947010604504 


2,  Following  (he 
curved  lines  on  your 
rectangle,  cut  oul  the 
basic  shape  of  your 
tower  with  a  knife  with 
a  retractable  blade  or 
foam  culfer.  Round  off 
ihe  edges  of  your 
tower  by  cutting  the 
circles  on  bolh  ends 
and  (hen  rounding 
down  the  lower 


3-  To  create  the 
"flange"  al  top  of  your 
lower,  cut  out  small 
divols  but  leave  a  lip 
at  the  very  top.  Later, 
you  will  carve  out  a 
hollow  on  the  lop,  To 
finish  off  rounding 
your  lower,  pick  up  a 
lile  or  sandpaper  and 
wear  down  the 
uneven  peaks  around 
Ihe  edges.  Keep 
working  until  you  get 
a  nice  even  curve. 
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LICTOR  LEFT  LEG 

9947QIMM406 


UCTOR  RIGHT  LEG 

994701 


LICTOR  RIGHT  CLAW 

994701 0504409 


Tyramd  Lictor  Blister  (1) 

99060106044 


LICTOR  LEFT  CLAW 

9947010604408 


LICTOR  BODV 

9947010604401 


LICTOR  ARMS 

9&4701QKM404 


LICTOR  HEAD 

9947010604402 


GENESTEALER  SPRUE  (SHOWN  65%  ACTUAL  SIZE) 

99360106009 


Tyramd  Genestealers  Box  (8) 

99120106007 
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Tyranid  Gaunts  Box  (16) 

99120106004 


HORMAGAUNT  SPR J£  (SHOWN  ACTUAL  SIZE} 

S935D1 06001 
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TERMAGANT  SPRUE  (SHOWN  95%  ACTUAL  SIZE} 

99330 >06002 


PAINTING  TYRANTS  QU1QK1V 

Here,  well  show  you  a  Jew  techniques  you 
can  use  to  paint  your  Tyranids  and  gel  them 
ready  for  battle  quickly.  These  techniques  are 
simple  to  master,  and  you  can  achieve 
excellent  results  very  easily. 

There  are  any  number  of  different  painting 
Styles  you  Can  use  on  your  Tyranids,  and  each 
one  is  an  equally  valid  method  There’s  no 
right  or  wrong  way  to  paint  your  models,  so 
use  whichever  melhod  you  find  works  best  for 
you.  You  can  paint  your  models  with  spray 
cans  or  drybrushing  to  achieve  different  but 
equally  impressive  results  in  your  broods. 


We’ll  also  show  you  how  to  paint  flying  models 
and  how  to  apply  the  same  color  scheme  to  a 
variety  of  different  models, 

DRYBRUSHING 


To  complete  this 
model,  we  used 
a  technique 
known  as 
drybrushing.  To 
dry  brush  your 

model,  dip  your 

brush  into  the 
highlight  color 
and  use  a  cloth 
to  wipe  most  ot 
ihe  paint  o«  of 
the  bristles.  Next, 
lightly  draw  the 
brush  across  the 
raised  areas  and 
edges  of 
the  model, 

1 ,  Undercoat 


your  Gaunt  with 
Bestial  Brown. 

2.  Highlight  it  with 
Bubonic  Brown 

3,  Finally,  apply 
the  Iasi  highlights 
by  drybrushing 
with  Bleached 
Bone. 


SPRAY  CAN 


Another  method 
you  can  use  la 
paint  Tyranids 
quickly  is  to  use 
light  dustings  ot 
spray  paint., 

1,  Spray  the 
Gaunt  with  a 
basecoat  ol 
Bestial  Brown. 

2  Use  a  tighter, 
quicker  spray  of 
Bubonic  Brown 

to  lighten  the 
raised  areas  of 
the  model. 

V _ 
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Tyranid  Gargoyles  Blister  (Random  2) 

9906010603001 


gargoyle  BODY  2 

994701060300? 


GARGOYLE  BODY  1 

9947010603001 


GARGOYLE  BODY  4 

994701 0603004 


GARGOYLE  DEATHS  FITTER 

994701 9603306 


GARGOYLE  BODY  3 

9947010603003 


GARGOYLE  WINGS 

99470 10603005 


Tyranid  Ravener 
Blister  (Random  1) 

99060106046 


RAVENER  TORSO 

994701 D6M  603 


RAVENER  HEAD  1 

9947019604601 


RAVENER  HEAD  2 

9947310604602 


RAVENER  TAIL 

99470HWW6W 


RAVENER  SPRUE  1 

9947010604695 


RAVENER  SPRUE  2 

9947010604606 
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Tyranid  Biovore  Blister  (4) 

9906010603601 


biovore  mead 


BIOVORE  BODY 

9947010603601 


BIOVORE  RIGHT  ARM 

9947010603603 


Tyranid  Zoanthrope 
Blister  (1) 

99060106041 


ZOANTHROPE  HEAD 

9947010601101 


ZOANTHROPE  PLATES 

9947010604103 


BIOVORE  LEFT  LEG 

9947010603605 


BIOVORE  RIGHT  LEG 


9947010603604 


ZOANTHROPE  BODY 

9-947010604102 


ZOANTHROPE  SPRUE 

994701 03 04104 


SPORE  MINE  1 

9947010603701 


SPOHE  MINE  2 

9947010603702 


SPORE  MINE  3 

99470 10603703 


SPORE  MINE  4 

0947010603704 


SPORE  MINE  $ 

9947010603705 


SPORE  MINE  $ 

9947010603706 


SPORE  MINE  7 

3947010603707 


SPORE  MINE  a 

99470 10£Q37D£j 


SPORE  MINE  9 

9947010603709 
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Tyranid  Carnifex  Box  (1) 


Thf  Tymnitt  C&niifcx 
fount  y*t 
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asst' Mbit-  one  (  tirwiji'.x. 
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shown  to  Hfttsiniie  the 
mmrntHx  an 'rS-iorie* 
inchuieti  on  rhe  s;mhjs, 


99120106010 


CARNIFEX  SPRUE.  6  (SHOWN  65%  ACTUAL  SIZE) 

39360106011 
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GARNLFEX  SPRUE  A  (SHOWN  65%  ACTUAL  SIZE) 

9M80t06fl10 


CAR  N  IF  EX  SPRUE  C  (SHOWN  65%  ACTUAL  SIZE) 

993M 1060012 
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TACTICS 


UPS  FOR  WINNING  WITH  TYflANIDS 

A.  The  Tyranid  army  realty  benefits  in  many  ways 
when  you  take  large  broods.  Using  numbers  to 
your  advantage  will  hefp  ensure  you  outnumber 
your  opponent  in  assault.  Don't  fret  at  the  large 
number  of  casuailies  you  lake  in  opening  turns 
as  you  cross  Ihe  table  to  engage  your 
opponent  -  pfay  aggressively,  keep  the 
pressure  on.  and  don't  get  timid  as  you  press 
the  attack.  Try  to  tiring  lots  of  broods  -  when 
setting  up.  \t  you  have  more  units  that  your 
opponent,  you  will  be  placing  several  of  them 
after  hes  done  deploying  and  thereby  gain  a 
greal  taclicai  advantage 

B.  Tyranid  5  have  the  capability  to  make  almost 
any  brood  Leadership  10  or  ignore  the  effects 
of  Morale  checks  altogether,  Synapse 
Creatures,  when  properly  protected,  can  keep 
a  Tyranid  army  advancing  when  even  Space 
Marines  would  pufl  back,  This  ability  can  be 
critical  in  order  tc  reach  the  enemy  in  the  face 
of  ordnance  blasts,  sniper  tire,  and  psychic 
powers  -  all  of  which  are  often  found  on  the 
battlefields  of  Ihe  41  st  millennium, 

C.  Speed  is  the  Tyranid  player's  friend,  especially 
in  scenarios  where  you  are  claiming  table 
quarters  or  objectives.  Keep  some  speedy 
broods  like  Gargoyles  and  Hormagaunts 
tucked  away  ready  to  pounce  in  the  last  turns 
of  the  game  iusl  for  fhis  purpose:  even  basic 
Termagants  can  use  the  Fleet  special  rule  to 
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A.  There  are  many  ways  to  reduce  ihe  numbers  of 
enemy  units  Some  of  the  best  include  heavy 
weapons  lrrer  rapid  fire  weapons,  and  ordnance. 
When  facing  an  army  with  many  large  units  of 
models,  sometimes  the  best  response  is  to 
concentrate  ycur  own  army  on  one  side  of  the 
Table  This  way,  you  can  put  the  maximum 
amount  of  your  firepower  on  the  units  closest  to 
you  while  forcing  the  units  further  away  to  rake 
more  time  to  reach  your  lanes. 

B.  Concentrate  on  the  Synapse  creatures.  If  you 
can  take  out  enough  of  them,  it  can  cripple  the 
Tyranid  advance.  Pour  on  the  massed 
firepower!  When  outside  nf  Synapse  range, 
Tyranid  creatures  fall  back  towards  the  nearest 
Synapse  Creature,  potentially  creating  a  duster 
nf  models  perfect  fnr  templates 

C.  Although  the  “big  ones"  -  Carnifexes.  Tyranid 
Warriors,  and  Hive  Tyrants  to  name  a  few  -  are 
olten  a  favored  target  for  heavy  weapons  lire,  it 
is  often  more  advantageous  lo  focus  your 
deadliest  attentions  upon  the  speedy  parts  ol  a 
Tyranid  army.  Once  you  eliminate  the  fastest 
Tyranids,  you  can  begin  to  pick  off  the  rest  to 
avoid  being  overrun, 


TYRflHIBS 


KEY 
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SHOWCASE 


Left:  A  rmtivutina  Carniftx 
by  Keith  tttiberjxint, 

Above:  A  GeneMruter 
by  Mitn  tf  Syhithz?, 

Kighl:  Dave  Tttyh*r\  Utfor 
ittiih  it*  prey  ihnmyti  the 
minx  ttftm  imperial  vity. 


99300 10S00S  Tyrtfnid  Warrior  Sprue  <*£) 
994 70 10603404  Lictor  Left  Arm  (x2) 

99470 1Q603405  Lfclor  Righl  Arm  (x2) 
9947021 20SB0 ?  Dark  Pegasus  Rt.  Wing  i>2) 
9947021 205803  Dark  Pegasus  LL  Wing  (x2) 


THIS  CONVERSION 
CONTAINS  THE  SPIGIAt 
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LICTOR  RIGHT  ARM 
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Bring  it  to  Your  Tabletop 


Warhammer  is  the  game  that  allows  you  to 
bring  alt  the  excitement  of  fantastic  battles 
right  onto  your  tabletop.  You  take  command 
of  rank  alter  rank  of  battle-hardened 
warriors  and  maneuver  them  to  victory. 

There  are  over  a  dozen  different  kinds  of 
armies,  From  the  hordes  of  the  rat- 1  ike 
Skaven  to  the  shambling  Undead  who  rise 
from  the  grave  to  fight  again  Every  army 
has  different  abilities,  troop  types t  and 
access  to  a  vast  assortment  of  unique 
monsters,  magic,  War  machines,  and  more, 
Keen-eyed  Wood  Elf  archers  defend  the 
forest,  while  cold-blooded  Lizard  men  try  to 
reclaim  their  world  with  the  aid  of  enormous 
reptile  monstrosities.  Even  better,  even  the 
same  army  type  can  be  assembled  in 
countless  different  ways.  One  Dwarf  army 
may  rely  on  well  armored  infantry,  while 
another  tries  for  large  batteries  of  war 
machines.  In  the  end,  the  battle  is  won  by 
the  general  who  makes  the  best  moves  on 
the  tabletop. 


More  Than  a  Game 


Warhammer  is  not  just  a  challenging  game 
to  test  your  tactics  but  also  an  entire  hobby. 
Players  can  build  armies,  paint  models, 
create  new  terrain,  devise  scenarios  or 
special  missions  to  play,  and  get  involved 
in  an  ongoing  league  or  campaign.  Some 
hobbyists  get  involved  in  all  the  different 
aspects,  while  others  settle  on  a  few  or 
even  just  one  particular  part.  The  following 
pages  are  all  about  getting  started  with  the 
game  and  building  your  army. 

There  is  nothing  like  playing  a  game  with 
your  own  army.  Over  time,  you  can  collect 
paint,  and  assemble  units  into  a  mighty 
force.  Then,  you  assume  the  role  ot 
general  and  lead  your  forces  to  victory  (Or 
curse  the  dice  that  betrayed  you!).  Win  or 
lose.  Warhammer  is  always  fun. 


All  Levels  or  Gaming 


The  Warhammer  rules  allow  great  scope 
for  gaming.  Games  can  range  in  length 
from  a  quick  half  an  hour  skirmish  with  a 
dozen  or  so  models  per  side  to  massive 
battles  between  dozens  of  players,  each 
commanding  his  own  sizable  army.  The 
objectives  of  each  game  can  be  as  simple 
as  "wipe  out  the  other  side"  to  complicated 
scenarios  or  ongoing  campaigns  that  last 
days,  weeks,  or  even  years. 

Players  can  build  'official"  armies  with  the 
Warhammer  Armies  books,  or  they  can 
happily  design  or  '"make  uph  their  own 
additional  rules,  models,  monsters,  and 


more.  The  only  real  limit  is  your  imagination 
and  the  amount  ot  hobby  time  you  can  find. 

Fs  There  a  Right  Way  to  Choose  an  Army? 

Before  we  get  too  deep  into  the  prospect  of 
selecting  an  army,  it  is  worth  noting  that 
there  is  no  single  right  way  to  choose  one. 
Pretty  much  anyway  you  end  up  with  an 
army  is  a  right  way.  and  the  only  wrong  way 
to  collect  an  army  is  when  you  don't  end  up 
with  a  force  you  can  play  with! 

However,  (he  following  advice  may  help 
players  who  can't  make  up  their  minds, 


Getting  Started 


Some  lucky  players  know  immediately 
which  army  they  want  to  collect.  Perhaps 
they  have  seen  some  games  in  action 
or  spoken  with  an  experienced  friend, 
or  maybe  the  gaming  dub  they  hope  to 
join  has  no  representatives  for  a  certain 
army  type.  Other  prospective  players  have 
no  idea  or  perhaps  have  ruled  out  a 
few  choices  bui  are  no  closer  to  making 
an  selection.  This  page  and  the  next  can 
help  you  reach  a  decision  about  which 
army  to  start. 

Getting  all  the  information  you  can  about 
the  armies  that  you  find  appealing  is 
always  a  good  first  step.  This  catalog  is  an 
excellent  start,  and  the  Games  Workshop 
web  site  is  also  a  valuable  resource. 

There  may  be  a  number  of  criteria  for 
player’s  choosing  their  armies,  but  here  ere 
some  of  the  ones  we  talk  about  most  often: 
style  of  play,  background,  and  the 
miniatures.  Each  of  these  topics  deserves 
closer  inspection. 


Warhammer  has  a  rich  and  well  developed 
background.  Each  army  has  its  own 
history,  realm,,  and  goals,  Many  players 
can't  get  into  an  army  unless  they  think  the 
background  is  equally  cool.  In  a  sense,  the 
Warhammer  world  is  an  ongoing  story,  and 
players  can  gel  involved  In  the  tale  by 
playing  games. 

For  example,  the  Dwarfs  used  to  be  a  very 
prolific  and  powerful  race,  After  a  long  (and 
some  would  say  misguided)  war  against 
the  High  Elves,  a  great  eruption  of  Chaos 
overcame  the  land.  The  earthquakes  and 
volcanoes  damaged  or  destroyed  many  of 
the  Dwarfen  mountain  realms,  and  still 
more  were  invaded  by  tunneling  bands  of 
Skaven  and  Night  Goblins.  All  these 
calamities  dealt  the  Dwarfs  a  blow  from 
which  they  have  never  recovered.  Although 
still  powerful  in  certain  strongholds,  the 
Dwarfen  race  has  but  a  shadow  of  its 
former  glory, 


Still,  glimmers  of  hope  remain,  and  the  fire 
ol  revenge  burns  brightly  tn  every  Dwarf. 
Revenge,  loyalty,  and  bitterness  are  all 
common  themes  to  a  Dwarf!  One  by  one, 
the  Dwarfs  ancestral  homes  will  be 
reclaimed,  or  so  the  Dwarfs  vow. 

Each  section  that  details  a  Warhammer 
army  in  this  catalog  begins  with  some 
background  information  that  wilt  give 
players  a  taste  of  what  the  army  is  ail  about. 


Style  of  Play 


Each  army  in  Warhammer  is  different  and 
will  be  better  at  different  things  on  the 
tabletop.  Matching  up  the  army’s  style  with 
what  a  player  enjoys  most  is  the  goal.  If  no- 
holds- barred  blitzing  offense  sounds  good 
to  you,  perhaps  a  mortal  Chaos  army 
would  tit?  If  lots  of  magic  and  raising 
Undead  sounds  appealing,  then  Vampire 
Counts  may  be  for  you.  Superior  numbers, 
back-stabbing,  and  nefarious  war 
machines  are  deep  in  the  black  heart  of 
any  Skaven  General! 

it  is  possible  to  achieve  some  or  even  all  of 
these  tactics  with  the  same  army,  but  every 
force  has  strengths  and  weak  points. 

As  an  example,  an  Grc  &  Goblin  army  can 
be  very  diverse  and  may  be  buill  around 
infantry  (Sig'Uns  and  Black  Ores),  cavalry 
(Wolf  Riders  and  Boar  Boyzj,  war 
machines  (Rock  bobbers,  Chariots,  and 
Bolt  Throwers),  magic  (spells  of  the  Big 
Waaagh1  are  very  potent),  wacky  special 
weaponry  (Night  Goblin  Fanatics),  and 
more.  Some  wily  commanders  even 
choose  several  of  these  options  when 
assembling  their  force.  No  matter  what  the 
greenskin  warlord  chooses,  it  tends  to  be  a 
bit  unreliable.  Ores  &  Goblins  Suffer  from 
Animosity  and  low  Leadership. 

In  this  catalog,  players  can  find  out  more  by 
reading  the  Fighting  Style  section  listed 
with  each  army. 


Finding  out  More 


Once  you've  found  an  army  or  two  that 

really  capture  your  interest  it's  time  to  find 
out  more,  The  Games  Workshop  web  site 
is  ideal  for  this  sort  of  research,  and  you’ll 
find  information  about  every  army.  Finding 
and  talking  to  a  local  gaming  group  is 
always  a  great  idea.  After  all.  the  members 
may  be  some  of  the  opponents  you'll  be 
squaring  off  against  with  your  now  army  in 
the  future^  Try  asking  for  times  when 
players  meet  at  your  local  Rogue  Trader 
Independent  Retailer  or  GW  Hobby  Center. 
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Miniatures 

Many  players  choose  armies  based  strictly  on 
the  look  of  the  model  range.  Since  collecting 
and  painting  play  such  a  targe  pari  in  the 
Warhammer  hobby,  choosing  a  force  based 
on  looks  is  a  sensible  option.  After  all.  the 
more  you  like  and  enjoy  the  models,  the  more 
you’ll  have  fun  m  the  collecting,  painting,  and 
modeling  aspects  of  the  hobby. 

This  catalog  is  ideal  as  it  allows  players 
to  ogle  Ihe  entire  range  of  models  for 
each  army. 

The  Army  Book 

Once  you've  decided  on  an  army,  the 
appropriate  Warhammer  Armies  book  is  the 
next  logical  step.  The  Army  book  will  go  into 
detail  aboul  the  force  and  allow  players  to 
build  armies  far  beyond  the  description  in  the 

basic  rulebook. 

Each  Army  hook  contains  a  compiete  army 
list,  with  descriptions  of  every  unit,  war 
machine,  weapon  type,  and  magical  item 
available  to  the  force,  Additional  background 
and  history  are  included  as  are  the  profiles  lor 
some  special  characters  and  the  special  rules 
for  your  army  of  choice, 

Collecting  Models 

The  easiest  way  to  start  collecting  your  army 
is  to  buy  and  paint  the  most  eye-catching 


models  in  the  range  first.  This  desire  is 
understandable.  However,  though  a  hero  on 
a  Griffon,  a  Steam  Tank,  and  Wizard  may  be 
formidable,  they  are  not  an  army!  Thus,  it 
makes  sense  to  balance  the  force  as  you  go. 

The  army  lists  in  each  Warhammer  Armies 
book  are  divided  up  into  four  basic  sections: 
Lords  &  Heroes,  Gore  troops.  Special  troops, 
and  Rare  troops. 

In  the  Warhammer  pan  of  this  catalog,  under 
Collecting  an  Army  at  the  start  of  each  force's 
section,  we  list  a  few  suggestions  about  how 
to  begin  purchasing  each  army.  No  matter 
what  size  game  you  are  playing,  the  normal 
minimums  are  a  character  model  {to  lead 
your  forces)  and  at  least  two  Core  choices. 
For  players  just  beginning,  a  force  like  this 
one  is  always  a  great  place  lo  start.  In 
Warhammer,  Core  troops  tend  to  lake  the 
form  of  plastic  regiment  sets.  These  enable 
players  to  gather  a  small  horde  quickly, 
easily,  and  relatively  affordably. 

The  ideal  goal  of  each  veteran  player  is  to 
have  lots  of  choices.  A  standard  tournament- 
style  game  involves  armies  of  around  2,000 
points  and  can  include  0-2  Rare  units. 
However,  the  ideal  army  has  more  than  2 
Rare  units!  This  range  of  choices  allows 
players  to  switch  their  armies  or  to  gear  up  for 
tough  opponents.  Having  Ihe  ability  to  take 
two  Giants  in  an  Ore  army,  for  instance,  is 
very  threatening! 
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Choosing  an  Armv 

Each  Warhammer  Army  book  is  set  up 
in  the  following  order:  Lords  &  Heroes. 
Gore,  Special,  and  Rare  units.  That  is 
also  the  order  in  which  the  catalog  will 
present  each  type  of  model  for  each 
army  In  the  current  range. 

Lords  St  Heroes.  These  models 
represent  individual  characters  and 
can  include  such  personalities  as 
Generals  (or  Warlords,  Lords,  Daemon 
Princes,  or  whatever  leads  your 
particular  army),  Heroes,  Wizards,  and 
specialty  characters  unique  to  each 
army  (like  Warrior  Priests  in  the  case 
of  the  Empire}, 

Core  Troops,  Core  units  represent  Ehe 
most  common  warriors  in  any  army. 
They  usually  form  the  bulk  of  the  force 
and  will  often  bear  the  brunt  of  the 
fighting.  Every  army  must  field  at  least  a 
few  Core  units. 

Special  Troops.  These  are  the  best 
of  the  army's  warriors  as  well  as 
certain  war  machines  or  Chariots. 

These  troops  tend  to  have  the  best 
arms  and  armor  and  are  available 
only  in  limited  numbers. 

Rare  Troops.  Rare  troops  are  so 
calledl  because  they  are  very  scarce 
compared  to  ordinary  warriors.  This 
category  includes  uncommon  monsters, 
unusual  war  machines,  and  unique  units 
of  extraordinary  power, 

Troops  are  categorized  into  Core, 
Special,  and  Rare  units.  The  number  of 
each  type  of  unit  available  depends  on 
(he  army's  points  value,  as  indicated  on 
the  chart  below. 


Army 

Points 

Value 

Core 

Units 

Special 

Units 

Rare 

Units 

Less  than 

2. 000 

24 

0  3 

0-1 

2,000 

Of  rrtpre 

3+ 

0-4 

0-2 

3,000 

o-r  mo  re 

4+ 

Q-5 

0-3 

4.000 

dr  more 

5+ 

o-e 

0-4 

Each 
+  1,000 

+  T  minimum 

+0-1 

+0-1 

In  some  cases,  other  limitations  may 
apply  to  a  particular  kind  of  unit,  and 
these  are  specified  in  Ihe  Warhammer 
Armies  books.  For  example,  the  Furies 
entry  in  the  Hordes  or  Chaos  Army  book 
lists  0-1  meaning  that  you  can  have  a 
maximum  ol  one  of  these  units  in  your 
army,  regardless  of  its  points  size. 
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Warhammer  Fantasy  Rulebook 

60040299004 


Warhammer  General's  Compendium 

6004029901 7 


Warhammer  Campaign  Markers  (11) 
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The  Warhammer  Boxed  Game  (contains  rules,  dice,  templates,  range  rulers,  35  Ores,  1  Ore  Warboss, 
1  Ore  Chariot,  38  Empire  Soldiers,  1  Empire  Hero,  1  Cannon,  and  ruined  building  terrain) 
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Riding  at  the  head  of  the  column,  Captain  Schmidt  cursed  his  had  fuck  and  scanned  the 
still  forest  for  signs  of  trouble.  Like  a  clerk  checking  off  his  inventory,  Schmidt  ran  down 
his  fist  of  troubles:  the  merchant  convoy  was  laic  on  its  journey  from  Middenheim  to 
Hochland;  he  and  his  men  were  in  a  particularly  black  part  of  the  Drakwakf  forest;  and 
the  air  was  bitterly  cold,  making  the  trek  even  more  unpleasant.  To  make  things  bleaker 
still ,  small  flurries  of  siw  w  fell  from  an  ever-darkening  sky, 

Rising  above  the  growing  wind,  the  stamp  of  horses,  and  the  huddled  talk  of  worried 
merchants,  a  horn  brayed  from  the  forests  t  its  unwholesome  sound  echoing  fit  rough  the 
woods.  To  the  front,  Schmidt  could  pick  out  dark  figures  working  their  way  quickly 
through  the  forest.  From  the  rear  of  the  column  came  the  sounds  of  steel  on  steely 
panicked  shouts t  and  the  bestial  grunts  «f  inhuman  opponents.  There  was  no  time  to  set 
up  a  formation,  ami  already  the  foe  was  among  the  horses  and  baggage. 


Collecting  a  Beasts 
of  Chaos  Army 

For  players  intent  on  building  a  Beasts  of 
Chaos  army,  the  best  starting  place  is  a  Beast 
Herd,  Not  only  does  this  unit  fulfill  one  of  (he 
minimum  number  of  Core  troops  for  an  army, 
but  Beast  Herds  are  also  the  mainstay  of  the 
army.  For  additional  Core  choices,  players 
may  choose  from  Warhounds  of  Chaos 
(speedy  flanking  units),  Tusk  go  r  Chariots 
[very  hard-hitting),  or  a  Besligor  Herd  (limited 
to  the  number  of  Beast  Herds).  Larger  Beasts 
of  Chaos  armies  will  also  want  more  Beast 


Deep  within  the  dark  heart  of  Ihe  most  twisted 
and  dangerous  forests  of  rhe  Old  World 
reside  the  countless  hordes  of  Beastmen.  the 
true  children  of  Chaos,  These  wild  herds  are 
made  up  of  beast-headed  and  bloodthirsty 
creatures.  Striking  without  warning,  the 
barbarous  beasts  are  a  plague  on  the 
civilized  world.  Who  knows  what  evil  eyes 
watch  from  the  dark  woods,  and  who 

knows  when  Ihe  next  murderous  raid  will 

be  launched? 

Fighting  Style 

The  Beasts  of  Chaos  form  a  varied  army  with 
some  powerful  (and  disturbing)  units  at  its 
disposal.  With  fearsome  abilities  in  dose 
combat  and  few  missile  troops,  the  goal  of 


every  Beasts  of  Chaos  army  is  to  close 
quickly  with  Ihe  enemy.  Special  Ambush  rules 
and  deploy  men  i  allow  some  units  to  enter 
from  any  table  edge  -  always  a  worrying 
factor  for  your  opponent.  However,  even  if  the 
Beasts  of  Chaos  are  not  advancing  upon 
flanks  or  rear,  the  army  moves  quickly 
(Movement  5  at  the  worstf)  and,  with  the 
Raiders  special  rule,  may  easily  navigate 
ihrough  terrain  without  penalty.  You  can't  hide 
behind  terrain  or  in  Ihe  woods  agarnst  an 
army  that  flows  through  scenery  as  quickly  as 
Ihe  Beasts  of  Chaos  do.  Once  in  combat,  Ihe 
Beasts  of  Chaos  are  tough  and  are  supported 

by  a  hard-hitting  and  gruesome  creatures  like 
Chaos  Trolls,  Centigors,  Minotaurs,  Dragon 
Ogres,  and  more.  Swift  Tuskgor  Chariots  and 
Warhounds  of  Chaos  are  ideal  for  menacing 
flanks,  or  they  can  be  the  first  to  charge  for 
frontal  assaults. 
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Herds,  as  the  more  of  these  invaluable  troops 
you  have,  Ihe  more  that  can  Ambush.  The 
other  requirement,,  besides  Core  troops,  is  a 
leader.  Beasts  of  Chaos  may  go  with 
Beastmen  Lords  or  Heroes,  Doornbulls  fa 
Minotaur  Hero),  or  Beastmen  Shamans. 

When  enlarging  a  Beasts  of  Chaos  force, 
there  are  a  number  of  fantastic  options. 
Centigors  are  fast  and  make  ideal  flanking 
units.  Small  but  brutish  units  of  Chaos  Trolls. 
Chaos  Ogres,  Dragon  Ogres,  and  Minotaurs 
can  all  deliver  potent  and  relatively  speedy 
charges.  The  ancient  Dragon  Ogre  Shaggoih 
is  extremely  points-heavy  but  is  its  own 
maelstrom  of  destructive  and  Terror- causing 
power  Chaos  Giants  may  be  selected,  and 
Spawn  make  inters  sling  and  Unbreakable 
options  as  well. 

There  are  many  options  and  ways  to  tailor  the 
Beasts  of  Chaos  for  your  specific  tactical 
needs,  so  sound  the  Bray  horn  and  gather 
your  warherd, 


“Beastmen  ambush !  Draw  your  swords  and  form  ap  on  the  road”  shouted  Captain 

Schmidt.  Something  immense  was  hnr/ting  through  the  forest,  uprooting  great  trees , 
and  cracking  through  vast  branches  as  it  came. 
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Warhammer  Armies: 
Beasts  Of  Chaos 
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While  Beastmen  can  be  mutated  into  other  forms  depending  on  the  power  of  Chaos 
they're  devoted  to,  there's  always  a  need  lor  Truegors  (the  name  for  Beastmen  with 
no  further  mutations)  in  any  Beasts  of  Chaos  army.  And  if 
you're  looking  to  assemble  a  herd  of  cloven-hoofed  minions 
of  the  dark  gods,  the  best  way  to  start  out  is  with  the  Chaos 
Beastmen  Regiment  boxed  set,  It  contains  enough  piastre 
bitz  to  make  20  Beastmen,  and  they  can  either  be  equipped 
with  a  hand  weapon  and  a  shield  or  go  completely 
aggressive  with  two  hand  weapons.  Either  way,  you II 
be  on  your  way  to  an  army  in  no  time  flat* 
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Chaos  Beastman 
Regiment  Box  (20) 

99120201005 
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MORGHUR  BODY 

3EM702011&ID2 


MOHGHUR  RIGHT  ARM 

9947020  li  69&3 


MORGHUR  LEFT  ARM 

m 70201 t 6901 


Morghur  the  Master  of  Skulls  Blister  (1) 

99060201169 


Khazrak  the 
One- Eye  Blister  (1) 

99060201168 


KHAZRAK  THE  ONE -EYE 

9947020 i 09001 


KHAZRAK  HEAD 

»47G£Q11tiW1 


KHAZRAK  WHIP 

9947000116802 


BRAY  SHAMAN  t 

994 7029 100401 


BRAY  SHAMAN  Z 

994 70201 00402 


Bray  Shaman  Blister  (Random  1) 

99060201004 


C  H  AOS  BE  AST  LORDS  C  H  AOS  BE  ASTLO  RD  1 

9M70201181D4 

Chaos  Beastlorti  Blister  (Random  1) 

99060201161 


BEASTLGRD  1  BODY 

9&4702O11610S 


ae ASTLO HD  1  LEFT  A HE 

994702Q1 1R101 


BEASTLQRP  1  RIGHT  AXE 

39470201 161 03 
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GQHTHOR 
EEASTLQRD  HEAD 

9947020100402 


GORTHOR 
BEASTLORD  BODY 

99470201 0S4D1 


CHARIOT  HAFT 

9947020 106706 


Gorthor  the  Beastlord  and  Chariot  Box  (1) 

99110201151 


CHARIOT  YOKE 

99470201 06705 


CHARIOT  CREW  2 

9947C2011SOQ3 


GORTHOR  CHARIOT  SIDE  I 

99470201  08411 


GORTHOR  CHARIOT 
TUSKGOR  HEAD  1 

99470261 03413 


GORTHOR 
BEASTLORD 
TROPHY  RACK 

9947020106404 


GORTHOR  CHARIOT 
TUSKGOR  JAW 

9947020103414 


GORTHOR  CHARIOT 
TUSKGOR  HORNS 

9947020100416 


CHARIOT 

DRIVER 

SPEAR 

99470201 1  TOD A 


GORTHOR 

BEASTLORD 

SPEAR 

mA  7020 1064  03 


BOAR  HEAD  SPRUE 

993699999 1 7 


GORTHOR  CHARIOT  SIDE  2 

9947020108412 


GORTHOR 
CHARIOT  SKULL 

99470201 DS4 09 
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GORTHOR  CHARIOT  BASE 

994 70201 0B4 10 


SOLID  WHEELS  SPRUE 
(SHOWN  75%  ACTUAL  SIZE) 

99399999058 


GORTHOR  CHARIOT 
TUSKGOR  HEAD  2 

99-17020103415 


BOAR  BODY  SPRUE 

9936999  90D9 
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LORDS  6  HEROES 


PMWFINC  BE  A  STATE  N  FLESH 


Begin  with  a  Bestial  B:own  undercoat  Paint 
and  drybrush  the  fur  m  your  desired  colors, 
Next  mix  up  a  75/25  mix  el  Bestial  Brown  and 
Bleached  Bone.  Apply  this  mix  over  the 
majority  ot  the  shin  but  leave  a  slight  amount 
ot  I  he  Bestial  Brown  showing  through  in  the 
mosl  recessed  areas.  For  the  next  highlight, 
make  a  50/50  mix  ot  Bestial  Brown  and 
Bleached  Bone  and  apply  the  highlight  a  but 
more  sparingly  than  the  previous  coat  The 
final  highlight  1$  a  25/75  mix  of  Bestial  Brown 
and  Bleached  Bone.  This  highlight  should  bn 
applied  only  to  the  most  raised  ridges  and 
pronounced  mu&cies. 


Apply  a  basecoal  of  a  50/5D  mix  of  Llche 
Purple  and  Tanned  Flesh  This  basecoat  will 
yield  an  interesting  color  for  your  flesh 
Apply  a  highlight  ot  straight  Tanned  flesh. 
Leave  the  basecoat  color  in  the  most 
recessed  areas.  Apply  a  second  highlight 
of  straight  Dwarf  Flesh.  Again,  make  sure  a 
hint  of  me  previous  highlight  color  shows  on 
the  flesh  areas.  Apply  the  final  highlight  of 
Ell  Flesh  on  top  of  the  Dwarl  Flesh  you 
just  painted.  Paint  thin  lines  lo  suggest 
musculature  and  blend  lire  highlight  color 

on  the  larger  areas  {like  pectoral 

muscles/shoulders)  lor  added  realism. 


Sian  with  a  cnaos  Black  undercoat.  The  first 
highlight  should  be  a  50/50  mix  of  Scorched 
Brown  and  Codex  Grey.  Add  more  Codex 
Grey  for  successive  highlights.  The  linai 


higbiight  should  be  straight  Codex  Grey  This 
approach  will  produce  dramatic  shading  ihal 
will  IcHjk  great  pn  the  tabletop. 


MINOTAUR  LORD  LEFT  ARM 

994/02D1Q45Qfi 


MINOTAUR  LORD  RIGHT  ARM 

93470201 04507 


MINOTAUR  LORD  HEAD 

9947020104501 


MINOTAUR  LORD 
SHOULDER 

9947000104604 


MINOTAUR 
LORD  LEGS 
90470201 04595 


MINOTAUR  LORD  BODY 

9947D2P1 04503 


Minotaur  Lord  Blister  (1) 

99060201045 


MINOTAUR 
LORD  JAW 

9947020104502 
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Chaos  Beastman  Regiment  Box  (20) 

99120201005 


eEASTMAN  REGIMENT  SPRUE  (SHOWN  65%  ACTUAL  Sl£EJ 

99380201013 


VJr  iiiiumr-  .  ^{flid  '.npifcltri  M«*i*  I  h'  r»'i -pt-  p»t  -U 
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He  res  d  Father  quick  way  to  paint  horns.  AEI 
three  methods  discussed  here  begin  wnh  a 


Chaos  Black  undercoat.  Begin  by  drybrushing 
the  entire  model  Scorched  Brown.  Next,  paint 
the  horns  Bubonic  Grown  Apply  a  Chestnut 
Ink  wash  over  the  horns  to  give  depth.  Paint 
Bubonic  Brown  on  the  raised  pads  of  the 
horns.  Highlight  with  Bleached  Bone  on  the 
lips  of  the  raised  areas. 


This  methnd  takes  a  more  lime  hut  has  an 
attractive,  rich  appearance.  Drybrush  the 
entire  model  Scorched  Brown  Pasnt  the  horns 
Bestial  Brown  but  leave  the  recessed  areas 
dark  Mix  up  equal  parts  of  Bestial  Brown  and 
Bubonic  Brown  and  paint  the  raised  areas. 
Add  Bleached  Bone  to  your  mixture  from  step 
2  and  paint  the  raised  areas.  Highlight  with 
Bleached  Bone  on  the  lips  of  the  horns. 


For  cracked,  weathered  horns,  try  this 
method.  Dry  brush  the  model  Scorched  Brown 


Paint  the  horns  Bestial  Brown.  Decide  where 
your  cracks  wilt  bo.  They  can  be  put  anywhere 
except  for  raised  areas.  Follow  your  pattern 
with  Bubonic  Brown  bul  leave  a  small  amount 
of  Bestial  Brawn  showing.  Highlight  the 
Bubonic  Brown  areas  with  Bleached  Bone. 


it-  w  ( 


Tuskgor  Chariot  Box  (1) 


99110201150 


CHARIOT  CREW  1  AXE 

9947020  1 1 5002 


CHARIOT  SIDE  1 

S347&2D1 06707 


CHARIOT  SIDE  2 

9947020 I 067G8 


CHARIOT  CREW  1 

9347020115001 


CHARIOT  BASE 

9947020-1 15005 


I  i  • - 


SEVEN-SPOKED  CHARIOT  WHEELS 
(SHOWN  75%  ACTUAL  SIZE} 

993&909MQ1 


TUSKGOR  1  HEAD 

9947-0201 06710 


TUSKGOR  1  JAW 

9347020100711 


TUSKGOR  2  HEAD 

3947020106713 


TUSKGOR  2  HORNS 

934 70201 G67 12 
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,^(rr  Chttriiti  OlS'f*  ■ ‘(MJft'*  with  the  toflmvinfi  fumfHUients  flut)  i ire  a/uhi'JJ  Ufi  iiorlhm'  the  Bi'tl.ytUtfif  U J  the 
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flitiMifiiti)  Chur  On  f'jvir  2  \W47020t  1  ftiti.1t,  fieustutmi  Chariot  Spear  Arm  {WM7Q2VU  50041 

Soar  jWv  Spnw  (V93&999900QI,  amt  Hoot  Haul  Sprue  (O'J 
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Chaos  Pestigors  Box  (10) 

99110201149 


PESTIGOR 
STANDARD  TOP 

994 7020 11G502 


PESTIGOR 
STANDARD  BEARER 

9947020116501 


PESTIGOR  PESTIGOR  MUSICIAN 

STANDARD  BEARER  99*72213115533 


Pestigor  Musician  and 
Standard  Bearer  Blister  (2) 

99060201165 


Pestigor  Champion 
Blister  (1) 

99060201148 

BIT  NAME:  PESTIGOR  CHAMPION 

BIT  CODE:  9947020114001 


PESTIGOR  4 

9947020114904 


PESTIGOR  1 
9947020114901 


PESTIGOR  2 

9947020114902 


PESTIGOR  3 

9947020114903 


BEASTS  OF  CHAOS 


Roil  chucks  of  green  stuff  into  cylinders,  place 
Ihem  inside  si  plastic  bag,  and  smash  them  flat 
belwcen  two  books,  Next,  take  a  hobby  knife 
and  segment  the  surface  so  it  appears  like 
pm  cos  of  flesh  sewn  together.  Drawing  lines 
with  repeated  slipping  motions  will  yield  I  he 
be  si  results. 


Alter  she  putty  has  dried,  remove  I  lie  flattened 
pieces  of  green  stuff  and  draw  out  your 
banner  shape  with  a  magic  marker.  Usej  the 
lines  as  a  guide  and  cul  out  file  shape  with  a 
hobby  knife, 


To  attach,  drill  holes  through  the  banners  into 
the  banner  pole  with  a  pin  vise  Glue  a  section 
of  paper  dip  to  the  banner  pole,  put  some 
super  glue  on  The  beck  of  The  banner 

near  IMd  hole,  then  slip  tho  banner 
over  the  paper  clip. 


Painting  the 
flesh  sections 
different  shades 
will  help 
strengthen  the 
paithworft  appearance. 
Runes,  markings,  and 
hand  prints  can  then  be 
painted  inside  of  each 
section  for  an  extra 
level  of  detail. 
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BESTIGQR  3 

0947020105303 


BESTIGOR  2 

9047020105302 


SESTIGOR  1 

0947020 105301 


BEST1GOR 
STANDARD  TOP 

9947020105404 


BESTIGGR 

musician  horn 

9947020105402 


0 EAST MEN 
CHAMPION  1 

9947020100301 


BESTlGOfi 
STAMP  AFtD  BEARER 

9947020105403 


BESTIGOR  MUSICIAN 

9947020105401 
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BEMTS  OF  CHAOS 


99060201155 

BIT  NAME:  KHORNGOR  CHAMPION 

BIT  CODE  9947020 n 5501 


Chaos  Khorngors  Box  (10) 

99110201154 


KHORNGOR  STANDARD  RrlOHNLiUH  N 
BEARER  994702011 

Khorngor  Standard  Bearer 
and  Musician  Blister  (2) 

99060201167 


KHORNGOR  4 

9947000115404 


KHORNGOR  1 

9947029115401 


KHORNGOR  3 

9947020115403 


KHORNGOR  3 

9947020115400 


KHORNGOR 
STANDARD  BEARER 

9947020116701 


CHAOS  KHORNGOR 
STANDARD 

9047020116702 
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Chaos  Centigor  Regiment  Box  (5)  Chaos  Centigor  Blister  (Random  1) 


99110201166 


99060201 1 56 


Krool  accessories  are  ureal  additions  i q  your 
Centigors.  The  knives  in  particular  are  an  easy 
way  to  model  the 
throwing  axe  upgrade 
available  to  the  unit. 


An  cXitmpU'  nf  a 

a  ■ t  wipleleif 

[i  ttnvrr\iiM) 


Simply  glue  a  plastic 
Beastmen  shield  to  (he 
plastic  arm,  You  can 
leave  (he  shield  oft  until 
painting  is  complete. 
The  shield  should  hide 
any  rough  cutting  done 
to  remove  the  Centigor 
buckler  arm  in  the 
previous  siep. 


f  in  •  Crtiuptir 

Rrgiini'rtl  hn.kt-J 

n  t  fm  tttfes  ail 
4>t  tiit‘  hit:  :v/rrnvrr 
Mow  mid  ifttw  h* 

i/li  •  n'y/jJ-  Tht* 
sititidtmi,  lu  ft  Hi  itttii 
rimrttpftffl  hpL’tir 
tan  tivuHahif 
in  the  Civtiffw 
Nisti'r  futrltx 


CENTIGOR  HORN 

3947020116609 


CENTtGOR  CHAMPION  SPEAR 

994702011660'? 


CONUIHIING  GHA0S  CINTIG0RS 


Begin  by  snipping  the 
buckler  forearms  oft  of 
the  Centigor 's  left  side 
behind  the  wristband. 
Next,  cut  the  forearm 
from  a  left  arm  off  of 
the  plastic  Beastmen 
sprue.  Pin  ths  arm  rrt 
place  and  smooth  lhe  join,  with  modeling  putty. 


CENTIGOR  STANDARD 

63470201 1 6603 


CENTIGOR  SPEAR  1 

994702011661" 


CENTIGOR  LEFT  BODY  1 

994702011 6601 


CENTIGOR  LEFT  BODY  2 

9947020 11 6602 


CENTIGOR  LEFT  BODY  3 

99470201 16603 


CENTIGOR  SPEAR  2 

0547320116611 


CENTIGOR  SPEAR  3 

9947020116612 


CENTIGOR  RIGHT  BODY  1 

99-170201 1 6604 


CENTIGOR  RIGHT  BODY  2  CENTIGOR  REGHT  BODY  3 

9947020136605  9047020110606 


CHAOS  TROLL 
LEFT  ARM  t 
(AXE) 

9947080115307 


CHAOS  TROLL 
LEFT  ARM  2 
(SWORD) 
99470201 1S3M 


Chaos  Troll  Blister  (Random  1) 

99060201153 


CHAOS  TROLL 
LEFT  ARM  3 
(CLUB) 

9947080115309 


CHAOS  TROLL 
RIGHT  ARM  1 
(GREAT  AXE) 

99470201 1 S3 1 0 


CHAOS  TROLL 
RIGHT  ARM  2 
(SWORD) 

994702011S3H 


CHAOS  TROLL 
RIGHT  ARM  3 
{HAND  AXE) 

9947020  VI 531 2 


CHAOS  TROLL 
HEAD  3 

9B470S0115803 


CHAOS  TROLL 
HEAD  2 

9047090115302 


CHAOS  TROLL 
HEAD  1 

99470201 1 530 1 


CHAOS  TROLL  BODY 1 

9947020115304 


CHAOS  TROLL  BODY  3 

994702011 5300 


CHAOS  TROLL  BODY  2 

99470201 15305 
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Minotaur  with  Two  Hand  Weapons  Blister  (Random  1) 

99060201043 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
RIGHT  ARM  1 

994 702C 104307 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
RIGHT  AR  M  2 

994702Q1 04300 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
LEFT  ARM  1 

9947020 1043 10 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
LEFT  ARM  2 

9947020104311 


MINOTAUR  WITH 
ADDITIONAL  HA  NO 
WEAPON  HEAD  1 

994702010430.1 


MINOTAUR  WITH 
ADDITIONAL  HAND 
WEAPON  HEADS 

9947000104305 


MINOTAUR  WITH 
ADDITIONAL  HAND 
WEAPON  HEAD  3 

9W7Q2011H3W 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
RIGHT  ARM  3 

9EJ47020 104309 


MINOTAUR  WITH 
ADDITIONAL 
HAND  WEAPON 
LEFT  ARM  3 

9947020104319 


MINOTAUR  WITH 
ADDITIONAL  HAND 
WEAPON  BODY  1 

9947020104301 


MINOTAUR  WITH 
ADDITIONAL  HAND 
WEAPON  BOOT  2 

9947020104302 


MINOTAUR  WITH 
ADDITIONAL  HAND 
WEAPON  BODY  3 

9947020104303 
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Minotaur  with  Great 
Weapon  Blister  {Random  1) 

99060201 042 


MINOTAUR  WITH 
GREAT  WEAPON 
BODY  1 

&9470S01 04£0t 


MINOTAUR  WITH 
GREAT  WEAPON! 
BODY  2 

9947020104202 


MINOTAUR  WITH 
GREAT  WEAPON 
HEAD  2 

394702131  04207 


MINOTAUR  WITH 
GREAT  WEAPON 
HEAD  3 

99470201  ware 


MINOTAUR  WfTH 
TWO  HANDED 
WEAPON  LEG 

9M7C201 04204 


MINOTAUR  WITH 
GREAT  WEAPON 
BODY  3 

99470301 03203 


MINOTAUR  WITH 
GREAT  WEAPON 
BODY  1 

9937020104309 


MINOTAUR  WITH 
GREAT  WEAPON 
HEAD  1 

99*70201 04205 


MINOTAUR  WITH 
GREAT  WEAPON 
BODY  2 

9047030103210 


MINOTAUR  WITH 
GREAT  WEAPON 
HEAD  1  JAW 

9947020104306 


MINOTAUR  WITH 
GREAT  WEAPON 
ARMS  3 

994702010*211 


Minotaur  Standard 
Bearer  Blister  (1) 

99060201072 


MINOTAUR  STANDARD  BEARER  BANNER  TOP 

9947020 i 07205 


MINOTAUR  STANDARD 
REARER  BODY 

9947030107201 


MINOTAUR 
STANDARD 
BEARER  HEAD 

■9  947020 1 07  202 


MINOTAUR 
STANDARD 
BEARER 
WEAPON  ARM 

9947030107203 


r 
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MINOTAUR 
STANDARD 
BEARER 
BANNER  ARM 

9947020 1 07204 
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SPECIAL  UNITS 


CHAOS  OGRE 
STANDARD 

&947&2QH5213 


CHAOS  OGRE 
MUSICIAN  HORN 

99470201 1551 4 


Chaos  Ogre  Command  Box 

991 102011 52 


CHAOS  OGRE 
CHAMPION  MACE 

99^7020115212 


Tin  dittos  Ccwmitimf  Inixed 
set  iridudes  i  tif  tiffin’  fritz  shewn 
below  n v  writ  {is  fin  bill  \liown  to 
tin  left,  The  standard.  hum.  if  (til 
i'fitiinpiifit  futtff  hit  at rt  availuhie  in 
the  Chaus  Ogre  Mister  parks. 


Chaos  Ogre  Blister  (Random  1) 

99060201152 


CHAOS  OGRE 
HEAD  1 

9947020115201 


CHAOS  OGRE 
HEAD  2 

9947020115202 


CHAOS  OGRE 
HEAD  3 

9947020115203 


rhaus  Ogres  I  and  2  rim  he  tissrmbkd  by  mixing 
and  nttm  hilt y  tin  bodies  and  amis,  Chaus  Ogiv  J 


(with  a  x rent  weapon  t  it**'  Chaus-  Owe  Hud\  _f 


CHAOS  OGRE  BODY  1 


and  Chau'-  Ogre  ■■  Great  Weapon. 


9947020115204 


CHAOS  OGRE  BODY  2 

9947020115205 


CHAOS  OGR  E  9947020 1 1 5210 

RIGHT  ARM  2 


994 70201 15203 


CHAOS  OGRE  BODY  3 

&9470201152W 


CHAOS  OGRE 
RIGHT  ARM  3 

9947020115203 
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Chaos  Dragon 
Ogre  Shaggoth  Box  (1} 

99110201147 


SHAQ  GOT  HAKE 

394702011 4707 


SHAGGOTH  NORMS 

9947020114701 


SHAGGOTH  LEFT  CLAW 

0947020114702 


3947020111703 


SHAGGOTH  RIGHT  LEG 

99470201 14705 


SHAGGOTH  BASE 

9947020114706 


SHAGGOTH  BODY 

9947020114704 


BUILDING  A  HERDS10N! 


Begin  by  gluing  three  equal-sized  pieces  of 
Insulation  foam  together  with  while  glue. 
Toothpicks  pushed  through  the  layers  should 
hotd  the  pieces  together  while  ihc  glue  dries. 


When  the  glue  dries,  shape  I  tie  foam  with  a 
hobby  knile.  Cut  away  from  yoursell  and 
Change  the  direction  of  your  cuts  often  to 
make  an  interesting  shape. 


Glue  the  loam  to  a  loamcore  base  and  Fill  the 
gaps  with  spackle.  To  simulate  rocky  texture, 
paini  the  piece  with  textured  paint  and  then 
drybrush  the  herdstono  with  your  colors  of 
choice.  Greys  work  well. 


Adorn  the  base  oi  your 
herdstone  with  trophies, 
skulls,  weapons,  and  other 
hitz.  You  may  wan!  to  paint 
ihese  separately  and  ihen 
glue  them  on  after  you've 
painted  the  herdstone.  For 
added  detail,  you  could 
paint  runes  and  hand 
prints  along  the  bottom  of 
the  herdstone  to  represent 
the  devotional  markings 
BeaStmen  would  make 
on  their  monolith. 
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RARE  UNITS 


Arm  A  fits  lor u<i  At  tlltd  A2  Ann  it  fits  t't>r.\tt,\ 
Hi  mitt  B2  only.  Arm  { '  fits  (  7  a  ml  ('2  t  >ntv. 

t j' i;  /  fill  Body  /,  Leg  2 fits  Body  2. 


DRAGON  OGRE 
TO  RSO  A 1 

9947020100504 


DRAGON  OGRE 
TORSO  B1 

99470201 00506 


DRAGON  OGRE 
TORSO  Cl 

S94702&1  -QOB 1 A 


DRAGON  OGRE 
TORSO  A2 

9947020100512 


DRAGON  OGRE 
TORSO  B2 

9047OM1OOS13 


DRAGON  OGRE 
TORSO  C2 

9947020100509 


DRAGON  OGRE  ARM  A 


DRAGON  OGRE  ARM  0 


DRAGON  OGRE  ARM  C 


9947020100505 


99470201 00507 


&9470201M509 


DRAGON  OGRE 
CLAW  1 


DRAGON  OGRE 
CLAW  2 


9947020100503 


994 70201 00&1 1 


Dragon  Ogre  Blister  (Random  1) 

99060201005 
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DRAGON  OGRE  BODY  1 

9947020 1 0050 J 


DRAGON  OGRE  BODY  2 

3947020 100510 


t.ry  /  fils  /Wv  j1  ,  /.r>'  2  fit, i  fit uii  2. 


DRAGON  OGRE 
LEG  1 

9947020100502 


DRAGON  OGRE 
LEG  2 

9947020100515 
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Jtetow:  Jason  Rirhanfs  s 

l  hi  \iigu\h  i  i  v  i- r r  first  plate 

til  flit  2f)04  (  'i)JUttfi(tt) 
Uahttfi  Denum 

Paiitfittfi  ( ~oWptJTiliotL 


Left:  Aatirew  fwimwW\  Mettstlnni 
Ufifk  third  phu  t'  jpr  the  200-1 
Baflimtne  (krltii'ii  Demon. 


9947020100302  Bsastman  Champion  2 
9947020114203  Tzeentch  Lord  Halbard 
9947130903507  Chaos  Magus  icons  fx3i 


Kitfht:  Mlkt 1  Anderson's  tiwtni-winnwjt 
Beast  nj  ('hutts  ft  nit i  the  UK  do hit' ft 


THIS  CONVERSION 
mums  THE  5PFDIAI 

□  FFIH  Bin  SHOW!  mi 

Vi  r^ii  i  riftltaif  rJIfrWlf- 

*fi^s  ir.vr.M-  irfjnfmftfltm. 


CHAOS 
MAGUS  ICONS 

©9471 3&103507 


Left;  Kymn  Henry's 
unique  Beasts  of  Cius 
Ghmt  front  the  Storm 
of  Chaos  l  iiiHpui^tL 


BE ASm AN  CHAMPION  2 

y&4?Q20i iqaos 


9947020116801  Kftazrak  Head 

993B02G1013  Beastman  Regiment  Sprue 
9936020101 4  Chaos  Warrior  Sprue 


A/kpvfr  Etn)f>itnn  f  ody  rook 
home  a  trophy  from  the 
2tw  UK  Hidden  teuton 

Compel  itidrs  for  his 
Pestiftot  Standard  Bearer, 
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COLORS  OF  WAR 


KEY 

|  Top  Box(es):  Basecoa!  Colors  &  Ink  Washes  □  Boitom  Box(es):  Highlights  Mixed  Colors 


Qwrt  r,  Scmhod  Cmos  Black  i "touts  Stack.  OmrfFtpfb 

BHlKlmt  Bone  StukeBUf  taUBtt  Cttftw  Grey  Carffe*  Grty,  Dwarf  Flesh  £  $AuH  SWrte 


LiSkiii  SLilK.  CftatlS  Ji'k  l  3  [k'fe 
Shadow  Grey,  Csdex  Gw,- 


Wrmm  Bwwit  .5  fly/.vifj  Ortftgt' 
SMh&Me  Leather 


Q&»rf  Fiesti,  Bestfti  www 
Dn-atf  Firth  £  BKtftk'if  ffw 


Dark  Angela  GfCWI  £  Rotting  Ffesh. 
Snafollils  LMfJvr 
SKlttw  Grey,  Rotting  PuaB 


ScoicfjfH  Brtmil 
C.prft  Fltsli  A  SibLirt  Ffatf 

IM4l  IM  I  I* 

B'jstivi  BiCiM  &  fto/wito  Brown 


Vfjmtti  Brown.  Sconced  Brt ivut 
Owwtfiesti.  Btsiu is  Brown 


Vermin  (frown  Wcuntf  fkom 

■  —  ■■  i  ...  ■  — ■  r-r-. 

Smrtttttf  Brmn.  BieacheflBtm 


$f?sltfQw  Grey  l£  Bitimtilc  flflchMl 
Scab  Rod  i  Skw  WWfo 


SCQTLftEd  g.rpH’Yl,  BttSiftt  Bfjh'f V 
Coitesr  ttwy.  Steachud  Bone 


Besik Brown.  Sfr&d&W  Grt?y 
BftMCflfld  Bdro.  Shutt  While 


Vomit  Brown.  Gfcm  Suck  Stripes 
Rpgjl  Bfrit 


Bestm f  flraim 
Hwniiff  frown 


ScarcftjytJ  BrvmL  Scdb  Rtfi 
flAnd’C/.MJLT  00  ft  If,  Arotwr  irtA 
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TACTICS 


TIPS  TOR  WINNING  WITH  BEASTS  OF  CHAOS 

A.  Use  the  Ambush  rule  to  get  your  Beasis.  behind 
war  machines,  archers.  Thunderers,  or  the  like, 
and  then  go  nuts  behind  enemy  lines.  If  you 
have  a  really  fast  unit  (such  as  War  hounds  — 
shown  in  the  Hordes  of  ChsOi :  section  -  or 
Centigors}.  you  can  line  up  an  Ambushing  unit 
to  sandwich  an  enemy  belween  two  of  your 
regiments.  Warhounds  can.  also  help  negate 
enemy  rank  bonuses, 

B  Run  a  unit  of  Warhounds  oi  Chaos  next  to  a 
hard-hitting  unit  of  Gors  or  Bestigors,  When 
you  get  close  lo  the  enemy,  single  out  a  unit 
you  do  not  want  to  engage  with  your  heavy 
hitters.  Use  the  Warhounds'  movement  to  place 
them  in  front  ol  the  enemy,  while  the  Gors  or 
Bestigors  aim  themselves  toward  your  targe?. 

C.  A  Bray-Shaman  with  the  Staff  ol  Darkoth,  a 
Power  Stone  (to  help  east  the  Wild  Gall},  and 
the  Lore  of  Shadows  can  march  10".  cast 
Steed  of  Shadows  to  move  another  20"  toward 
the  enemy,  and  then  help  an  Ambushing  uni! 
gel  the  charge  right  from  the  start  with  the  Wild 
Gall.  This  combination  can  he  a  little  tricky  to 
use  but  difficult  to  defeat, 

D.  The  Foe-render  upgrade  for  Gor  and  Bestigor 
units  is  invaluable  and  gains  you  a  bonus  in 
both  Attacks  and  Leadership  for  the  unit.  As 
Unit  Champions  go,  few  are  more  potent  than 
the  Foe- render.  Thus,  you  can  gleefully 
challenge  away  (as  long  as  you  Vo  not  facing  a 
real  monster  of  a  character) t  Don't  lor-get  to 
take  advantage  of  I  his  impressive  Champion 
and  challenge  as  often  as  possible,  if  you  think 
you  can  win. 
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COUNTERTACTICS 


TIPS  FOR  FIGHTING  AGAINST  BEASTS  OF  CHAOS 

A.  Targeting  lhe  General  ts  a  great  idea  if  there 
are  Ambushing  units  around  if  you  can  kid  fhe 
General  before  he  sounds  the  Brayhom.  all  the 
units  waiting  around  to  Ambiu$ft  your  rear  lines 
are  considered  de$troyed1 

B.  The  Beasts  of  Chaos  list  is  very  versatile  but, 
Tor  the  most  part,  contains  lots  of  tough  troops 
with  little  armor.  Massed  ranged  lire  (arrows  or 
biackpowder  weapons!  can  have  a  great 
impact  on  the  Beasts'  ability  lo  hurt  you,  as  will 
war  machines.  Nevertheless,  perhaps  the  best 
tactic  you  can  use  against  the  Beastmen  is  to 
avoid  fighting  on  their  terms  -  shoot  from 
range,  attack  the  f tanks  and  rear  whenever  you 
can,  and  remember  that  their  Leadership  isn't 
alt  that  high  either  Even  light  missile  fire  from 
bows  and  longbows  works  well  against  herds 
with  Ungprs  in  them. 

C.  Judicious  use  of  Dispel  Scrolls  can  counter  the 
Brgy-$ human's  spellcasting.  You  can  also 
position  skirmishers  to  try  and  anticipate 
Ambushing  units, 

D.  In  combat  against  Beast  units  with  a  Foe- 
render,  be  sure  to  allocate  an  attack  on  the 
charge  to  try  and  eliminate  the  Unit  Champion 
Destroying  this  model  as  soon  as  possible  is 
good  lor  enemies  ol  the  Beastmen  If  the  Foe- 
render  falls,  the  unit's  Leadership  and  its 
number  of  attacks  will  be  reduced. 


imm 


Baron  Pierre  d' Artaud's  heart  swelled  with  pride  as  the  various  Knights  of  the 
Realm  gathered  under  his  war  banner  These  noble  and  honorable  warriors  were 
duty-bound  to  defend  this  land.  They  had  heeded  his  warning  of  the  invasion  and 
had  mustered  from  the  surrounding  villages  and  keeps.  If  the  invading  Ores  were  to 
enter  this  realm ,  they  wo  it  id  do  so  here  where  the  hit  Is  opened  up  into  fertile 
farmland.  And  here  is  where  the  Baron’s  forces  would  meet  them. 

The  morning  breeze  rippled  multicolored  heraldry ,  and  the  bright  pennants  danced 
in  the  wind ,  T  wo  dozen  Knights  were  forming  up  into  three  equal-sized  units ,  On 
the  flank,  the  young  Knights  Errant  paced T  impatient  for  the  day's  glory ,  //  was  with 
less  pride  that  the  Baron's  eyes  fell  upon  the  Men -at- Arms,  although  they  still  display 
the  honor  of  their  masters  in  their  house  livery  and  stout  shields.  Still  worse , 
gathering  at  the  back ,  the  Peasant  Bowmen  shuffled  into  place  in  the  battle  line, 
and  the  Baron  thought  their  demeanor  and  carriage  rather  disheartening.  The 
more  he  looked  at  the  Bowmen,  the  more  the  Baron  felt  quite  sure  that  some  of 
these  same  scruffy  men  were  the  ones  who  had  been  pilfering  game  from  his  lands , 

However,  this  disdain  soon  passed.  Their  trespasses  were  forgiven,  for  they  too  had 
answered  the  summons  to  hat  tie.  No  one  could  invade  Breton  nia  and  live  to  tell  the  tale. 
Today  was  not  a  day  for  recriminations ,  but  for  glory. 


Bretonnia  is  a  human  realm  second  only  in 
size  to  her  eastern  neighbor,.  The  Empire. 
Breton  nia  is  most  famous  for  the  quality  and 
nob  I  lily  of  her  Knights,  and  indeed,,  these 
powerful  warriors  form  (he  basis  of  most 
Bretonnian  armies.  While  the  manners, 
grace,  and  gallantry  of  the  Knights  are 
legendary,  so  too  are  the  ignorance  and 
general  dirtiness  of  The  common  peasants 
and  simple  farmers. 


At/i/vr  itittht :  fin  hunt  fh'thiwxttrt'v  Hwfmsmuii  KfHgttf  jntiit  tfhm 
l  rt’urii  (if/Mtit  Drriwn  CtumiTiv  ( 'ompetitum. 

fttitfw  Lift:  ZtuSt  tamer's  Omit  Ktti&hs  wun  ptiin-  ut  the 
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Fighting  Style 


Not  surprisingly,  a  Bretonnian 
army  is  almost  always 
organized  around  its  units  of 
Knights.  These  powerful 
units  are  fast  and  hard¬ 
hitting  and  have  an  armor 

save  that  is  the 
envy  of  almost 
every  other 


army  in  (tie  game,  A  Bretonnian  army  wants 
to  send  as  many  Knights  galloping  toward  the 
foes  as  it  can.  Some  enemies  may  have  a 
few  war  machines,  magic  items,  or  elite 
troops  that  can  regularly  dent  the  heavy 
armor  of  the  Knights,  but  few  foes  can  field 
enough  of  those  Knight-slayers  to  account  for 
more  than  a  unit  or  two.  So  take  more  than  a 
few  units!  Grail  Knights  are  the  hardest 
hitting.  Pegasus  Knights  are  the  most  mobile, 
and  the  Knights  of  the  Realm  and  Knights 
Errant  cost  the  fewest  points.  Protected  by 
the  Lady  of  the  Lake  and  their  sacred  vows, 
Bretonnian  Knights  aim  to  ride  over  anything 
that  dares  to  stand  in  from  of  them. 

While  the  majority  of  the  strrke  force  Is 
invariably  made  of  Knights  of  some  form,  the 
Peasant  Bowmen  and  Men-ai-Arms  also 
serve  a  useful  (if  secondary)  purpose. 
Guarding  flanks,  peppering  the  enemy  with 
missile  fire,  and  the  like  are  the  roies  of  these 
more  lowly  warriors.  Other  more  specialized 
units,  Eike  the  Mounted  Yeomen  or  the  Battle 
Pilgrims  with  their  Grail  Relrquae,  can 
perform  admirably  on  the  ban  I  e  fie  Id  as  well. 
And  don't  leave  out  the  devastating  peasant- 
crewed  Field  Trebuchel,  which  can  give 
Bretonnia  s  foes  something  besides  Knights 
to  worry  about.  But  remember,  these  non* 
Knight  units  can  be  useful,  but  they'll  never 
replace  a  lance  charge  by  a  beautifully 
painted  uni)  of  Knights  I 


Collecting  a 


Bretonnian  Army 


Core  units  are  always  the  way  to  start 
collecting  an  army,  and  with  Breionnians,  that 
leaves  you  with  quire  a  few  choices.  Knights 
are  essential  to  any  up-and-coming 
Bretonnian  Duke,  and  most  players  will  want 
a  few  of  these  valorous  units  at  the  minimum, 
There  are  many  levels  of  Knights,  each  with 
its  own  advantages.  Knights  ^Err ant  are  the 
unproven  youth  seeking  to  earn  their  honor  in 
battle  and  are  slightly  lower  in  points  cost  but 
still  a  valuable  unit.  Knights  of  the  Realm  are 
more  proven  and  have  a  higher  Weapon  Skill 
and  Leadership  value  than  the  more 
Impetuous  Knights  Errant.  As  Knights  Errant 
and  Knights  of  the  Realm  are  both  Core 
choices,  it  is  possible  to  field  lots  of  these 
potent  units. 

After  filling  up  a  few  Gore  choices,  many 
choices  remain.  Questing  Knights  are  harder- 
hitting  still,  and  at  the  top  of  the  chart  are  the 
mighty  Grail  Knights,  whose  Ihunderous 
charge  can  break  any  enemy  unit.  One  unit  of 
Pegasus  Knights  may  also  be  selected,  and 
this  unit  adds  I  he  mobility  of  flying  to  the 
awesome  offensive  powers  of  the  Knights! 
Leave  room  (but  just  a  little)  for  some 
supporting  cast  of  Men- at- Arms  and  Peasant 
Bowmen.  They  are  sometimes  effective,  and 
they'll  make  your  Knights  look  even  better! 


BRETOHMIliMS 


8  Bretonnian  Knights 
16  Bowmen 
16  Men-at-Arims 
3  Pegasus  Knights 
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Warhammer 
Armies:  Qretonnia 

60030203001 


DUKE  1  SPRUE 

9S4702^3OS7D2 


Bretonnian  Duke  Blister  (Random  1) 

99060203087 


DUKE  1  PACK 

9P470a«30S703 


DUKE  2  PACK 

9&^70S1030S706 


DUKE  2  SPRUE 

9947G2U3CIB7Q5 


DUKE  2  BODY 

994703030870: 


DUKE  1  BODY 

9947G2MAB701 


BRETONNIAN  HORSE  HEAD  SPRUE  (RANDOM  1) 

993802S9M7 


BRETONNIAN  HORSE  BODY  SPRUE  (RANDOM  1) 

H3S0299DQ6 
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LORDS  6  HEROES 


MEDIEVAL  HORSE  HEAD  SPRUE 

99389999013 


DA  MS  E  L  ON  FOOT 

&S47020308902 


MOUNTED  DAMSEL 


Bretonnian  Damsels  Blister  (2) 

99060203089 


MOUNTED  DAMSEL 

9947020308901 


MEDIEVAL  HORSE  BODY  SPRUE 

99389999003 


The  Brcmsiticiii  Hattie 
Stuudard  Hearer  ineiutk'x  the 
Bnarnttiitn  Hftt'yv  Body  and 
Head  Sprues  t  WTM )2  VWXJfi - 7 J 
nfttnvtt  &a  the  fwvanis  ptiye. 


BATTLE  STANDARD 
BEARER  LEGS 

994702O309SO& 


BATTLE  STANDARD 
BEARER  STANDARD 

9947020309203 


JT 


BATTLE  STANDARD  BEARER  BODY 

994792031)9201 


Bretonnian  Battle 
Standard  Bearer  Blister  (1) 

99060203092 


BATTLE  STANDARD  BEARER  ARM 

9947D3G8G9302 
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Green  Knight  Box  (1) 

99110203086 


Tht'  f  ifcan  Knight  is  the  ehantpiim  of  the  Unix 
the  Like  amt  proteeror  of  the  surer  it  sitr.x  <  if 
lire  it  mait!.  Ax  it  rtf  us  mah'ritttizirtg  to  text 
QlUth  ting  Knights  Jrr  fheir  faith,  the  (fivrtt 
Knight  wifi  appear  ifiest  birred  p  tares 
or i-  f&yf/rt/  by  thoxe  n  irtl  evil -hearted  intent. 


GREEN  KNIGHT 
HORSE  HEAD 

9947O203OMD7 


GREEN  KNIGHT 
SHIELD 

9917020302003 


it 


GREEN  KNIGHT 
PENNANT  POLES 

994702D3QJBO? 


GREEN  KNIGHT  HORSE  RIGHT  SIDE 

9&47030302S05 


GREEN  KNIGHT  LEGS 

5917-020302604 


GREEN  KNIGHT  BODY 

9W702OM2BO1 


GREEN  KNIGHT  HORSE  LEFT  SIDE 

9947020302806 


Fey  Enchantress  Box  flj 

99110203097 


FEY  ENCHANTRESS  BODY/ 
UNICORN  LEFT  BODY 

99 17  02  (J309  701 


FEY  ENCHANTRESS 
UNICORN  RIGHT  BODY 

9947D20G097G2 
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LEONCOEUR 
ARM  SPRUE 

9947030306503 


LEONCOEUR 


LEON  COE  Lift  HIPPO  GREFF 
LEFT  CLAW 

9&4702030S507 


LANCE  SP  RUE  LEON  COE  UR  BODY 

&9W2O3Q0SO&  39470203118501 


LEONCOEUR  BASE 

334702C-3nS5ia 


LEONCOEUR 
HIPPOGRIFF  HEAD 

9947020300506 


LEONCOEUR  CLOAK 

99i!7D2[l3nK[iM 


Louen  Leoncoeur  on  Hippogriff  Box  (1) 

99110203085 

Liftivn  Ltdtt&jcur  o*t  Hipftojtriff itiflutfei  tin- 
Pretfumifin  Prgtixtix  LI j'l1?  l;.\  (  W.i >V)2 9W fOS i 
shown  with  the  /V.L^njn  Knights  in  Sfhwitll  Utfitl. 


LEONCOEUR  HEAD  SPRUE 

9947020300502 


LEONCOEUR  HIPPO  GRIFF 
RtGHT  SIDE 

9947000306809 


LEONCOEUR  HlPPOGftlFF 
LEFT  SIDE 

994702030050® 
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CORE  UNITS 


Knights  of 
Bretonnia  Box  (8) 

991 20203003 


The  Knit;!}!.*  t>f  Href ttrtnkt  Iwxed  svt 
includes  the  Breuinntun  Horse  /jfrje/i 

f* 

writ  Head  Sprues  iV93N)299tm-7) 
shown  w  ith  the  Rretimmutt  Dukes 


6RETQNNIAN  DECAL  SHEET  {SHOWN  50%  ACTUAL  SIZE) 

3951 023300* 


BRETDNNlAW  KNIGHTS  SRBUE  {SHOWN  50%  ACTUAL  SIZE) 

99380009005 


At 


Breton  nian  Men- at- Arms  Box  (16) 

99120203004 
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MEN-AT-ARMS  DECAL  SHEET  (SHOWN  75%  ACTUAL  SIZE) 

93510203003 


BRETON  NIAN  FOOT  COMMAND  SPRUE  (SHOWN  6Q%  ACTUAL  SIZE) 

9Q3&Q2030M 


HRETQNNI  AN  MEN- ALARMS  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

993BQ203W2 
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PAINTING  tlATHEif  ARMOR 

While  Bretomiian  Lords  and  Knights  may  have 
very  ornate  and  well-crafted  suits  of  armor* 
Brelonnian  Peasant  have  rather  poor-quality 
protection.  They  may  have  armor  of  canvas, 
heavy  cloth,  or  leather  stitched  or  quilted  ir»  a 
pattern.  Since  the  Peasants'  masters  usually 
provide  their  underlings  with  arms  and  armor, 
you  could  choose  to  paint  your  Peasanis' 
armor  m  the  Lord’s  colors.  Otherwise,  hem  are 
two  ways  to  paint  brown  leather  armor. 


Brelonnian  Bowman  Sox  ( 1 6) 

99120203006 


STEP  1 

Begin  with  a  Chaos  Black  undercoal.  (Left) 
Paint  a  basecoat  of  Dark  Flesh  on  the  jacket 
(Right)  Paint  a  basecoat  of  Vermin  Brown. 
Basecoat  both  yokes  with  Scorched  Brown. 


STEP  2 

(Left)  Highlight  with  a  50/50  mtx  of  Blood  Red 
and  Dark  Flesh  (Right)  Wash  the  armor  with 
Black  Ink.  Highlight  (he  yokes  with  a  mix  of 
Bleached  Bone  and  Scorched  Brown. 


STEP  3 

(Left)  Add  more  Blood  Red  to  the  mix  for  the 
final  highlight.  (Right)  Paim  Vermin  Brown  on 
the  top  edges  of  the  diamond  quilting  with  a 
Fine  Detail  Brush.  Add  more  Bleached  Bone 


BHETONNIAN  BOWMEN  SPRUE  (SHOWN  S0%  ACTUAL  SIZE) 

99330203003 


to  the  Scorched  Brown  mix  for  the  last 
\^hi  g  h  lights  on  the  yoke. 
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(fir  tfirt'r  ritmiitiilii  tlitvleis  tinJ  Qut'tlilig  Knights 
1  find  h  (iihrnvrr  iht  tlu$  fHtfifl  tu  n't' If  ns  rha 
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H'ifls  iht  Hretumtinn  Knights  Tin:  Questing 
Kniftitt  hfistt'i  i  imittth's  ti  rtnuhmi  Knight 
tsiDi  ,  nmmttnd >.  Ruth  tin- At rxed  set  ami  blister 

(Htrk  itti'futh  the  BfXtfttffliiitH  t  frits t  muf  flrUit 

sprat  s  1 90380299006-7 f  slmwn 
with  the  Bwnmnkm  Dukes. 


QUESTING  KNIGHT 
STANDARD 
BEARER  SHIELD 

M4 702030 90 23 


QUESTING  KNIGHT 
STANDARD  BEARER  BODY 

M470Sfl3D9OS1 


Questing  Knight  Regiment  Box  (5) 

99110203090 

Questing  Knight  Blister  (Random  1) 

99060203090 


QUESTING  KNIGHT 
LOOKOUT 

99^7030309034 


QUESTING  KNIGHT 
STANDARD 

93*7020309022 


QUESTING  KNIGHT 
BODY  6 

9947020009015 


QUESTING  KNIGHT 
BODY  3 

99170203090Q5 


QUESTING  KNIGHT 
CHAMPION  BODY 

9947020309017 


QUESTING  KNIGHT 
MUSICIAN  BODY 

9947020309010 


QUESTING  KNIGHT 
PACK  6 

QQiiT&SCSO'HlO 


QUESTING  KNIGHT 
PACK  3 

S94702Q30900E 


QUESTING  KNIGHT 
CHAMPION  PACK 

9947020309013 


QUESTING  KNIGHT 
MUSICIAN  PACK 

994702DG09C20 


The  Utteuing  Km  gin  hitz  afnnvtt  here  are  uulndvti  tn  tin? 
Quexiinf!  Kniqtu  Blister  tVWtfiQZthiOVttf  mi  the  opposln-  /wiji' 


BODY  T 
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QUESTING  KNIGHT 
BODY  4 

«47<KQ3G&007 


QUESTING  KNIGHT  ARM  1 

D9.:7rt?030900a 
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QUESTING  KNIGHT  ARM  4 

994702030900S 


QUESTING  KNIGHT 
BODY  2 

9347020309003 


QUESTING  KNIGHT 
BODY  5 

9947020239011 


QUESTfNG  KNIGHT  SWORD  S 

9947920309013 


QUESTING  KNIGHT  PACK  2 

9947020309004 


QUESTING  KNIGHT 
PACK  5 

9947020309014 


GUESTING  KNIGHT 
PACK  4 

9947020300010 


QUESTING  KNIGHT 
SHIELD  4 

9947O2O309O39 


QUESTING  KNIGHT 
SHIELD  S 

9947O2O309Q13 
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PAINTING  SHIELDS 

Gy  painling  a  common  motif  on  your  army’s 
shields,  you  can  (is  your  Breton  man  models 
together.  Airnosi  every  model  in  ihe  army  can 
have  a  shield,  and  those  who  do  not  will  often 
have  seme  sort  of  icon  or  trinket  that 
resembles  a  small  shield  As  such,  you  can 
use  a  common  shield  motil  lo  bring  your  army 
together.  Here  are  some  tips  for  painiing 
Bretonnian  shields. 


EXAMPLE  1 


Step  1.  Prime  the  shield  with  Shull 
White  spray  primer  and  paint  one 
half  of  the  shield  Golden  Yellow 
and  l he  ofher  half  Snot  Green 
Paint  the  Golden  Yellow  side  first 
II  you  make  a  mistake,  Snot 
Green  will  cover  over  the  Golden 
Yetlow  easier  than  Gotcfen  Yqltow 
will  cover  Snot  Green, 

Step  2.  Highlight  the  edge  of  the 
green  side  wild  a  50/50  mix  of 
Soot  Green  and  Scorpion  Green. 
Highlight  the  edge  of  the  yellow 
side  wish  a  SO/SO  mix  of  Gotcfen 
Yellow  and  Skull  White. 

Step  3>  Apply  final  highlights  ol 
Scorpion  Green  over  the  green 
and  Skull  While  over  the  yellow. 

Step  4.  Finally,  paint  the  metal  rim 
of  (he  shiefd  Chaos  Black  and 
then  Chammail.  Leave  a  smoll  line 
of  Chaos  Black  showmg  to  provide 
some  definition  between  the  face 
and  the  nm  of  the  shield  Finally, 
add  heraldic  devices. 


EXAMPLE  2 


Step  t.  Here's  another  way  to 
paint  a  shield  with  di  fie  rent  colors. 
Start  wiEh  a  shield  primed  with 
SKulf  White.  Paint  she  lop  half  with 
Stood  Red  and  the  bottom  half 
with  Enchanted  Blue- 

Step  2.  Highlight  the  red  area  with 
Blazing  Orange  and  i ho  blue  area 
with  a  75/25  mix  of  Enchanted 
Blue  and  Skull  White. 

Step  3.  Add  final  highlights  of 
Fiery  Orange  for  The  red  half  of  the 
shield  and  a  50/50  mix  of 
Enchanted  Blue  and  SkulE  White  to 
the  blue  hall  of  the  shield. 

Step  4.  Paint  Ihe  rim  of  the  shield 
Chaos  Black  and  then  Chainmait.  j 
Leave  a  small  line  ol  Chaos  Black 
showing  to  provide  some  definition 
beiween  the  face  and  the  rim  of 
the  shield  Next  paint  the  heraldic 
device.  For  a  more  complex  or 
larger  device,  draw  your  design  on 
a  piece  of  paper  first  or  even  on 
the  shreld  itsetf  to  gel  an  idea  of 
how  you  want  to  design  and  then 
paint  the  symbol, 
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GRAIL  R&L1QUAE 
CARRIER  3 

9947020303406 


GRAIL  HEUQJAE 
CARRIER  4 

9947020309407 


GRAIL  R  ELI  QUAE 
BAR 

9947020309408 


GRAIL  FELIQUAE  BASE 

S94 70203094 10 


GRAIL  RELIOUAE 
DEAD  KNIGHT 

$947020309401 
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GRAIL  RELIQUAE 
CARRIER  1 

064 7020309404 


GRAIL  REL1QUAE 
□OG 

9947020309409 


GRAIL  RELIQUAE 
SHIELD 

9947020309403 


Bretonntan  Grail  ReUquae  Box  (1) 

99110203094 


GRAIL  RELIOUAE 
CARRIER  1 

9947030309405 
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Bretonnian  Grail  Pilgrim  Blister  (Random  3) 


39060203095 


BATTLE  PILGRIM  G 

9947020300306 


BATTLE  PILGRIM  3 

9047020309503 


BATTLE  PILGRIM  9 

9947020309509 


BATTLE  PILGRIM  1 


BATTLE  PILGRIM  7 


BATTLE  PILGRIM  4 


9947020309501 


9947020309507 


9947020309504 


BATTLE  PILGRIM  5 

9947020309505 


BATTLE  PILGRIM  2 

99J7O2O3O05O2 


BATTLE  PILGRIM  8  BATTLE  PILGRIM  SHIELDS 

■0  94 70 20 30 95  OS  9947020309510 
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PAINTING  A  PEGASUS 

Pegasus  Knights  are  powerful  elite  troops 
that  appear  in  many  Bretonnian  armies. 
However,  because  oi  the  complexity  ol  the 
model  some  painters  may  be  inlimidatsd 
by  Che  Pegasus  itself,  which  requires  a 
greater  level  of  attention  than  a  Knight's 
horse.  Bo  law,  we  detail  an  easy  way  to 
paint  the  Pegasus  model. 


STEP  2 

Highlight  with  Fortress 
Grey  by  painting  the 
raised  areas  of  the 
Pegasus'  skin.  Use 
Fortress  Grey  lo 
drybrush  Che  wings, 
tail,  mane,  and  hair 
above  the  hooves. 


B reton n tan  Pegasus 

Knights  Box  (3) 

99120203007 


The  Pcvusits  Krtifiitl.\  iiti.Xcd  sc  I  im  htties 
she  Decaf  Sheer  i  /  f't2i  IN  ft)  i  J  \hmvn 

wish  the  fo/irwiwifr  Kniahts. 


B  RETON  N3  AN  PEGASUS  WINGS 

S&3B029SQQ6 


STEP  3 

Blend  a  50/50  mix  of 
Fortress  Grey  and 
Skull  White  and 
highlighc  the  model  in 
the  same  way;  paint 
the  skin  and  drybrush 
hie  loxtured  areas. 


Use  Skull  White  for 
Ihe  last  highlights, 
Paint  the  mecal  and 
clolh  armor  the  same 
way  you  would  on  a 
normal  steed,  though 
Pegasus  Knights  will 
tend  to  have  more 
elaborate  and 
ornate  heraldry. 


BRETQNNIAN  PEGASUS  KNIGHT  SPRUE  [SHOWN  65%  ACTUAL  SIZE} 

S>93603Ci3(XJ6 
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FIGHTER  SHIELD  SPRUE 
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Mounted  Yeomen  Blister  (Random  1) 


MOUNTED  SQUIRE  SPEAR  ARM  2 

9947020303317 


MOUNTED  SQUIRE  SPEAR  ARM  1 

9947020303315 


MOUNTED  SOU  IRE 
BODY  1 

9947020303301 


MOUNTED  SQUIRE 
BODY  6 

9947020303306 


MOUNTED  SQUIRE 
BODY  2 

5947030303302 


MOUNTED  SQUIRE 
BODY  7 

9047030303307 


MOUNTED  SQUIRE 
roov 

9947020303303 
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MOUNTED  SQUIRE  BODY  4 

994702O3033Q4 


MOUNTED  SQUIRE  BODY  5 

9947020303305 


MOUNTED  SQUIRE  BODY  8 

9047023303306 


MOUNTED  SQUIRE  BODY  9 

9947020303309 


MOUNTED  SQUIRE  BODY  11 

9947020303311 


MOUNTED  SQUIRE 
BODY  T0 

9947020302310 


MOUNTED  SQUIRE 
BODY  14 

9947020303314 


MOUNTED  SQUIRE  BODY  12 

9947020303312 
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MOUNTED  SQUIRE  BODY  13 

9947020303313 


MOUNTED  SQUIRE  BODY  IS 

9947020303315 
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GRAIL  KNIGHT 
STANDARD 

3947030309327 


Grail  Knight  Regiment  Box  (5) 


GRAIL  KNIGHT 
CHAMPION  ARM 

0947020309335 


GRAIL  KNIGHT  MUSICIAN  BODY 

094 7030309320 


GRAIL  KNIGHT  BODY  1 

9947030309301 
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GRAIL  KNIGHT  BODY  2 

9947020309303 


GRAIL  KNIGHT  LANCE  1 

9947020309307 


GRAIL  KNIGHT  BODY  3 

9947020309303 


GRAIL  KNIGHT  BODY  4 

9947020309304 


GRAIL  KNIGHT 
SHIELD  1 

9947O203Q9313 


GRAIL  KNIGHT 
SHIELD  2 

094 70203993 14 


GRAIL  KNIGHT 
SHIELD  3 

994  702030911 5 


GRAIL  KNIGHT  BODY  5 

9947020309305 


GRAIL  KNIGHT 
SHI  ELD  4 

9947020309316 


GRAIL  KNIGHT 
SHIELD  5 

9047020309317 


GRAIL  KNIGHT  LANCE  2 

9947020309300 


GRAIL  KNIGHT  LANCE  3 

994 702030 900D 


GRAIL  KNIGHT  LANCE  4 

9947020309310 


GRAIL  KNIGHT  LANCES 

9047030309311 
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GRAIL  K MIGHT 
CHAMPION  LEGS 

9B47B9O0&9326 


GRAIL  KNIGHT 
LEGS  1 

9947020309319 


GRAIL  KNIGHT 
LEGS  2 

9947020309320 


GRAIL  KNIGHT 
LEGS  3 

994702030932 1 


GRAIL  KNIGHT 
LEGS  4 

9047020309322 


GRAIL  KNIGHT 
LEGS  5 

9947&2O0D9323 


these  a  her  miff  bit-,  for  (fit-  Grail  Kniaftis 
art'  avtiiiaitfe  wily  via  -Vptvfci/  Offer. 


GHAEI.  KNIGHT 
LEGS  6 
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GRAIL  KNIGHT 
BODY  6 

9947020309306 


GRAIL  KNIGHT 
SHIELD  S 

99470203090 1 8 


GRAIL  KNIGHT  LANCE  6 

9947020309312 
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BRETQNNIAN  GRAIL  KNIGHT  DECAL  SHEET  (SHOWN  50%  ACTUAL  SIZE) 

99510203002 


BHfTONHIAN  HERALDRY 

Probably  the  most  visually  striking  element  ol 
a  Bretonnian  army  is  its  colorful  and  diverse 
heraldry.  Shown  below  is  an  example  ol  one 
player's  nontraditional  take  on  I  he  heraldry  of 
a  Knightly  hero  and  how  servants  oF  the 
Knight  would  display  l he  heroes  heraldry, 


This  hero  represents  a  Hermit  Knight,  a 
solitary  guardian  of  a  graif  chapel  whose 
Charge  is  appropriately,  a  key.  IhE  field  colors 
of  green  and  blue  represent  the  forest  Of  the 
Knight's  reafm  and  ihe  lake  by  which  the 
shrine  resides,  respectively.  The  checkerboard 
pattern  was  added  to  represent  the  unslable 
menial  health  of  the  Knight,  which  is 
undoubtedly  Ihe  result  of  years  of  seclusion. 
The  Knight's  shield  has  been  decorated 
further  with  devotional  parchments  and  a 
resting  messenger  bird,  which  is  present  in 
case  the  Knighl  should  have  to  send  a 
message  to  civilization. 


The  Knight 
above  and  iha 
Mamat-Arms  to  Ihe 
right  serve  the  Hermit 
Knight  and  thus  display  a 
simplified  version  of  his 
heraldry.  Using  similar 
heraldry  on  your  models 
will  help  unify  your  army. 
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Bretonman  Trebuchet  8ox  (1) 


99110203091 


TREBUCHET 
CREW  1 

99-17020309101 


TREBUCHET 
CREW  2 

9947020309102 


TREBUCHET 
CREW  3 

9947030309103 


TREBUCHET 
CREW  4 

9947020309  104 


TREBUCHET  WHEELBARROW 

9947020309106 


TREBUCHET 

RUBBLE 

S94702030B1 0? 


TREBUCHET 

COUNTERWEJGHT 

9 &4 70 20 3091 OS 


TREBUCHET 
CREW  9 

9947020300105 


TREBUCHET  BASE 

9047020309109 


TREBUCHET  TREBUCHET 

CRADLE/ROCK  WINCH 

9947020309 1 1  &  99a  7020309 1 1  Fi 


TREBUCHET 

TRIGGER 

9947020309116 


TREBUCHET 

WINDLASS 

9947020309117 


TREBUCHET 
SIDE  SUPPORT 

9947020309113 


TACTICS 


UPS  FOR  WINNING  WITH  SRETQNNI ANS 

A.  A  Bretonnian  Lord  with  the  Virtue  of 
Confidence ,  the  Armor  of  AgilutL  arid  the 
Gauntlet  of  the  Duet  makes  for  a  fearsome 
duelist.  This  Lord  can  challenge  nearly  any 
enemy  character  and  come  out  victorious. 

The  Gauntlet  ensures  that  no  challenge  can 
he  refused:  the  Virtue  allows  for  retails  to  hit 
and  to  Wound:  and  the  Armor  gives  the  Lord 
a  Weapon  Skill  of  to  (which  means  that  he 
will  hil  almost  every  loe  on  a  3+).  Duelist 
Lords  work  best  when  they  tear  apart  the 
enemy  champions  and  characters  in 
challenges  and  lend  the  full  overkill  bonus 
to  combat  resolution, 

B.  A  unit  of  Knights  of  the  Realm  led  by  a  Paladin 
Battle  Stan  dard  Bearer  with  the  Banner  oh  he 
Lady  and  the  Virtue  ol  Discipline  can  be  nearly 
unstoppable]  The  Banner  of  the  Lady  prevents 
enemy  units  from  claiming  bonuses  (a  combat 
resolution  from  ranks,  while  the  Virtue  of 
Discipline  similarly  prevents  them  from  taking 
the  bonus  for  ouln umbering.  The  Knights,  ol 
course,  are  potent  enough  lo  add  plenty  of 
combat  resolution  themselves  from  their  ranks 
and  the  Wounds  they  causa  in  combat! 

C.  A  unit  ol  Questing  Knights  with  iho  Valorous 
Standard  close  to  the  Battle  Standard  Bearer  is 
the  next  best  thing  to  being  Unbreakable. 
Questing  Knigbis  are  normally  able  to  re  roll 
failed  Psychology  Tests,  and  the  proximity  of 
the  Battle  Standard  will  allow  them  lo  re  roll 
Break  Tests  as  well.  The  Valorous  Standard 
gives  them  the  best  two  dice  ol  3D6  for  any 
Leadership  rolL 
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TIPS  FOR  FIGHTING  AGAINST  BRETQNNIANS 

A.  A  duelist  Bretonnian  Lord  can  be  difficult  to 
deal  with,  but  some  ways  to  handle  this 
particular  character  include  lying  him  up  with 
delay  lactics  Swarms,  Unbreakable  units,  or 
"tarpif  units  o I  Stubborn  troops  can  keep  this 
Lord  away  from  your  more  valuable  champions 
and  characters.  Alternatively,  you  can  face  him 
wilh  a  unit  in  which  i here  is  no  one  to  accept 

a  challenge! 

B.  This  unit  of  Knights  has  a  lot  of  expensive 
abilities.  Milting  It  with  an  Unbreakable  or 
Stubborn  unit  minimizes  She  impact  of  those 
abilities!  Additionally,  you  can  hit  a  unit  of 
Knights  tike  I  his  one  with  war  machines  and 
magic  missiles  to  thin  down  the  numbers  to  a 
manageable  level. 

C.  These  Questing  Knights  may  be  very  brave, 
but  they  will  automatically  flee  when 
outnumbered  by  a  Fear-causing  unit.  Anything 
In  your  army  that  causes  Fear  or  Terror  can  still 
have  an  impact  on  these  Knighls  -  try  to  use  a 
large  unit  to  swamp  into  the  Knights  and  see 
them  off  handsomely! 
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Top  Boa  (05):  Basecoat  Colors  &  Ink  Washes 


Bottom  Boa(es);  Highlights 


fj 


Mixed  Colors 


Scorched  Bwwn  Sn&k#t i/flr 
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ffsd,  Skull  Whtle,  Vomit  foamt 


Sisatftikv  Grey.  ft*.? oe  Black 
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Ct'zas  SGrc*  Act#  flow 
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£fBiK  U  Add  Gm‘ 
Gold en  VWtow 


Gluos  Bfcck,  Gnldm  Yellow 

SmSLrx  y^ifow 


GlMQS  Black.  Dwarf  Bronx: 
Biirtusr&rt  Gold 


Cfrns  Black 
Skwf  midi} 


ALTERNATE  MODE!  -  SPECIAL 

Grail  Pilgrims 

COW  FOMENTS  FOR  4  COMPLETE  MODELS 


99380203002  Men-at-Arnns  Sprue 
993&1 1 0200 J  E  mpi  re  Mil  it  i  a  Sprue 

9947020309510  Grail  Pilgrim  Shield  Sp 

COMPlEKfTY  RATING 
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99390203002  Men-at-Afms  Sprue 
99389939003  Medieval  Horse  Sprue  1x4) 
9938999901 3  Medieval  Horse  Head  Sp  (x.4} 
9947020115004  Chariot  Driver  Spear  (3(4) 
994702020050 ■I  Kislev  Horse  Archer  Legs  2  {h4) 
9947 1 1 1 0QO 1 03  Sh  arigw  Warn  or  Qu  iver  (x4) 
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SHADOV7  WARRIOR  QUIVEft 
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Far  across  (he  Great  Ocean  to  the  west  of  the  Old  World  lies  the  vast 
continent  of  Naggaroth.  ft  is  a  harsh  and  ragged  wilderness  above 
which  dark  clouds  gather  to  unleash  terrible  storms  upon  the  land. 
Beneath  the  massive  mountain  ranges  lie  a  huge  network  of 
underground  caverns  through  which  the  Dark  Elves  sail  their 
dread  Black  Arks  to  launch  surprise  raids  on  the  distant  kingdoms 
of  the  Old  World  and  further  afield  to  Nippon  and  Cathay.  But 
the  principle  target  for  Dark  Elf  invasion  is  the  magical  isle 
of  VUhuant  the  majestic  homeland  of  all  Elven  kind,  from 
which  the  Dark  Kindred  were  exiled  millennia  ago , 


Long  ago.  the  Elven  realm  was  split  in  a 
horrendous  and  merciless  civil  war.  The  Dark 
Elves,  or  Druchii  as  they  called  themselves, 
had  their  kingdoms  destroyed  and  so 
retreated  to  the  lands  of  Naggaroth.  From 
these  bleak  and  desolate  lands,,  the  Dark 
Elves  still  plot  revenge  against  their  fair  High 
Elven  cousins  and  dispatch  their  black 
armadas  to  take  slaves  and  wreak  havoc 
across  the  whole  of  the  War  ham  mar  world. 

righting  Style 

The  Dark  Elves  are  a  fast  and  highly  skilled 
race  and  may  field  many  specialised  elite 
units  in  their  army.  There  is  nothing  a  Dark  Elf 
army  does  poorly,  except  perhaps  Fighting  in 
long  drawn-out  battles  of  attrition.  With 
excellent  Ballistic  Skill  and  the  dreaded 
Crossbowmen  and  Reaper  Boll  Throwers, 
Dark  Elves  can  wear  down  or  even  wipe  out 
many  enemy  units  through  missile  fire,  Yet 
most  Dark  Elf  players  choose  a  more  direct 
method  of  slaughter,  that  is,  using  elite  troops 
like  Witch  Elves,  Cold  One  Knights,  or 
Executioners  to  slice  through  enemy  ranks. 
Harpies,  Shades,  and  Dark  Riders  are  ideal  at 
slowing  down  enemy  advances  or  in  joining  in 
an  attack  by  hitting  the  enemy's  sides  or  rear. 


Tina  Ourk  CJi  ftefh  ithr 
Boil  Thrower  m'ii.k 
tKMnmt  fry  \  t>H  Stvvr,  a 
JOIN  Cfiirngo  (iifhifU 
Detmm  wittntv. 


to  sit  back  and  ram  death  upon  the  foe  from 
afar.  Although  unarmored,  Witch  Elves  are 
subject  to  Frenzy  and  use  Poisoned  Attacks. 
Furthermore,  the  Cauldron  of  Blood,  a 
powerful  and  evil  artifact,  can  drive  all  Dark 
Elves,  particularly  Witch  Elves,  into  an 
increased  state  of  battle  fury.  The  hitting 
power  of  Cold  One  Knights  is  undeniable,  as 
are  elite  units  like  the  Executioners  or  Black 
Guard-  Cold  One  Chariots  or  massive  War 
Hydras  are  afso  great  options  to  put  some 
hurt  onto  your  Foe  Character  models  allow 
more  chances  for  Dark  Elf  personality  to  seep 
into  an  army  with  choices  like  Assassins, 
Sorceresses,  and  Beastrnasters. 

Prepare  the  slaves  For  sacrifice  and 
remember  to  show  no  mercy, 


Collecting  a 
Dark  Elf  Army 


Players  who  wish  to  start  collecting  a  Dark  EfF 
army  would  do  well  to  begin  with  some  Core 
troops.  This  is  the  best  place  to  start,  as  not 
only  will  such  units  fulfill  the  army 
requirements,  but  I  wo  Core  selections  will 
form  the  natural  center  of  a  player’s  growing 
army.  Dark  Elf  warriors  may  be  equipped  with 
spears  or  with  repeater  crossbows  Defensive- 
minded  Dark  Elf  players  will  want  lots  of  both 
spearmen  and  crossbowmen,  while  seriously 
offensive  mindod  prayers  may  wish  to  add 
other  Core  selections  like  the  Fast  Cavalry 
Dark  Riders  or  a  Few  units  of  Corsairs. 

Dark  Elf  generals  looking  to  expand  their 
armies  are  presented  with  a  surprising 
number  of  wicked  options.  Small  units  of 
Shades  can  act.  as  Scouts  ahead  of  the  main 
force,  while  Reaper  Bolt  Throwers  are  meant 
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Warhammer 

Armies:  Dark  Elves 

60030212001 


Much  of  the  Dark  Elf  army  is  raised  from  the 
population  of  the  cities,  Among  the  ranks 
march  wives  and  sisters,  beautiful  but 

deadly  maidens  who  fight  with  the  fury  of 
Daemons,  Some  prefer  the  repeater 
crossbow,  while  others  prefer  the  long, 
heavy-bfaded  spear.  Each  Dark  Elf  Warrior 
Regiment  Box  includes  enough  bitz  to  field  a 
unit  of  spearmen  or  crossbowmen  16  strong. 


Dark  Elf  Warrior 
Regiment  Box  (16) 

99120212001 


(hue  yim  have  \  finr  Ow  units  4  nmptvicti, 
odd. wtm-  sju'rinihf  units  such  as  a 
regimau  of  ftteciitinnfirs* 


After  starting  your  Dark  Ell  army,  you  may  want  to  add  a  few  specialist  units  to  complement  youi  current  Core  units.  The  model  shown 
above  to  the  right  is  from  a  regiment  of  Executioners.  These  Dark  Elves  are  elite  dealers  of  death  wielding  custom  long  blades  that  can 
deliver  a  Killing  Blow  \ o  their  enemies.  Other  units,  such  as  Witch  Elves  and  the  fearful  Black  Guard,  are  also  good  choices  to 
compfement  your  Core  units,  ff  speed  Is  essential  to  your  army,  you  can  also  boost  your  ranks  with  Chariots  and  Cold  One  Knights, 


Beastm aster  on  Manticore  Box  (T) 

99110212042 


beast master 

HEAD 

9947021204408 


M ANTI  CORE  TAIL 

9947021204205 


BEASTMASTEfi  SPEAR 

9947021204209 


LORDS  6  HEROES 


DRAGON  WING  SPRUE 

99380299002 


M ANTIC  ORE  BODY 

&3470212C4202 


M ANTICORE  RIGHT  CLAW 

9947021204201 


MANX  I  CORE  RIGHT  LEG 

9947001 204 204 


HEASTHASTER  body 

9947021204207 


H ANTICORE  LEFT  CLAW 

9947021204203 


M  ANTICORE  LEFT  LEG 

9947021204200 
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Mounted  Sorceress  Blister  (1) 

99060212051 


MOUNTED  SORCERESS  BODY 

994702 1205 101 


COLD  ONE  HEAD  &  BODY  SPRUE  -  RANDOM  1 
(SHOWN  75%  ACTUAL  SIZE} 

39330212002 


ASSASSIN  SWORD 

9947921 204305 


ASSASSIN  CLAW 

9347021204X4 


Assassin  Blister  (Random  i) 

99060212043 


ASSASSIN  BODY  3 

9947021 204303 


ASSASSIN  BODY  2 

9947021 204302 


ASSASSIN  BODY  1 

9947021 204 301 


BEASTMASTER  SPEAR  ARM 

9947021305703 


Beastmasters  Blister  (Random  1) 

99060212057 


BEAST  MASTER  WHIP  ARM 

9947021205704 


BEASTM ASTER 
W  WHIP 

994702 1205701 


BE  AST  MASTER 
W  CLAW 

904702 1205702 


Sorceress  Blister  (1) 

99060212037 

BIT  NAME;  SORCERESS 

BIT  CODE '9947021202091 
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MALEKITH'S  SADDLE 

9947021200305 


BLACK  DRAGON  HORNS 

9947Q2t 203307 


FAALEKITH'S  HEAD 

9947021203902 


MALEKITH'S  ARM 

9947021 2-03303 


SLACK  DRAGON  RIGHT  ARM 

9947021 2033 11 


BLACK  DRAGON  HEAD 

9947021203310 


MALEKITH’S  BODY 

9347021 203301 


MALEKITH'S  CLOAK 

9947021203304 


BLACK  DRAGON  LEFT  HAND 

9947021203312 


BLACK  DRAGON  JAW 

9947021 203309 


Malekith,  Witch  King  of  Maggaroth  Box  (1) 

99110212033 
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BLACK  DRAGON  TAIL 

994702 12033 13 


DRAGON  LIMBS  SPRUE  (SHOWN  75%  ACTUAL  SIZE) 

99309999077 


BLACK  DRAGON  LEFT  FIN 

W47021 203308 


SLACK  DRAGON  RIGHT  FIN 

9347Q21203306 
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DRAGON  BODV  SPRUE  (SHOWN  7$%  ACTUAL  SIZE) 

S9SB9999075 


Shadowblade  Blister  (1) 

99060212059 


Malus  Darkblade  Blister  (1) 

99060212039 


COLD  ONE  JAW 

9947024203905 


COLO  ONE  HEAD 

9947021203304 


MALUS  DARK  BLADE  SWORD 

3947021203902 


MALUS  OAHKBLADE  CLOAK 

9947021203903 


MALUS  DAFIKBLADE  BODV 

9947021 2Q390» 


SHADOWBLADE  BODV 

90470? 1207901 


f 


SHADOWBLADE  SWORD 

994 70? 1 205902 
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PRINTING  DARK  ILF  BANNERS 

Here  are  some  examples  of  Dark  Elf  banner 
imagery  you  can  create  for  your  army,  Firs! 
prime  the  banner  and  paint  the  background 
and  highlight  with.  your  colors  of  choice. 


STEP  1 

Paint  the  design  of 
[he  runes  (left) 
with  thinned 
Chaos  Black.  For 
ihq  serpent  (right), 
paint  an  S^shapo 
first,  then  careiulty 
add  in  the  tongue, 
horns,  and  spines 
on  its  back, 


STEP  2 

Use  thinned  Skull 
White  to  complete 
the  runes.  Paint 
the  Serpent  with 
several  layers  of 
thinned  Blood 
Red.  Take  care  to 
leave  a  small 
black  line  around 
the  edges  on  both. 

STEP  3 


Highlight  the  serpent  with 
thinned  Blazing  Orange, 


STEP  4 

Highlight  the 
serpent  with 
Golden  Yellow. 

Add  a  small  black 
dot  to  suggest  an 
eye.  Adventurous 
painters  might 
want  to  try  adding 
a  fully  painted  eye 
to  their  banners. 
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MO R  ATHI  H  E  AD  MQRATH  f  HAIR 

9947021.205802  S94702 1 £05903 


DARK  PEGASUS  LEFT  SIDE 


MO  RAT  HI  BODY 


DARK  PEGASUS  HEAD 


Morathi  Blister  (1) 


9947021 £05905 


9S47021 205601 


9447D21 2066O6 


DARK  PEGASUS  RIGHT  SIDE 

994702 1 £05804 


DARK  PEGASUS  LEFT  WING 

0947021205608 


DARK  PEGASUS  RIGHT  WJNG 

0947021 205307 
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DARK  ELF  SHIELD  SPRUE  (SHOWN  85%  ACTUAL  SIZE) 

993G02990119 


Dark  Elf  Warrior 


Regiment  Box  (16) 
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DARK  ELF  WARRIOR  SPRUE  (SHOWN  B5%  ACTUAL  SIZE) 

9B30O2 12001 


f  PAIKTIHG  DARK  Elf  WARRIOHS 

First,  assemble  the  model  and  spray  it  with 
Chaos  Black  Primer  before  you  begin. 


STEP  1 

Dry  brush  I  he  chain  mail  and  paint  all  of  the 
metal  pads  with  Boltgun  Metal.  Paint  all  of  the 
exposed  skin  Bestial  Brown  and  the  clothing 
Liche  Purple, 

STEP  2 

Highlight  the  armor  and  any  metal  with 
Chainmail.  Highlight  the  skin  with  Bronzed 
Flesh  and  paint  the  leather  pieces  Bestial 
Brown.  Add  Skull  White  to  Liche  Purple  so  you 
have  a  25/75  mix  and  highlight  the  clolhing 


STEP  3 


Highlight  the  chain  mail  armor,  and  metal 
with  Milhrtl  Silver  and  add  a  final  highlight  of 
Ell  Fle$h  to  ihe  skin  areas.  Mix  Skull  White 
and  Liche  Purple  in  a  50/50  mix  and  add  a 
final  highlight  to  the  clothing.  Add  Vermin 
Brown  to  the  leather  areas  arid  Codex  Grey 
tnr  the  spear  haft. 


STEP  A 

Highlight  the  shoes  with  (hinned-doxvn  Codex 
Grey  and  add  a  bit  of  Fortress  Grey  to 
highlight  the  spear  halt.  Pa  ini  the  base  Goblin 
Green.  Add  flock  or  static  grass  to  finish  off 


the  model. 
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Dark  Elf  Corsairs  Regiment  Box  (10)  &  Dark  Elf  Corsairs  Command  Blister  (3) 

99110212034  99060212035 


COH5AIR  CHAMPION  1 

9-9J70S120350-1 


CORSAIR  CHAMPION  2 

9947021 203305 


CORSAIR  STANDARD  BEARER 

9947021 £03501 


CORSAIR  STAND AH D 

9947021203592 


CORSAIR  MUSICIAN 

9947021203503 


CORSAIR  CHAMPION  3 

9947021 203506 


CORSAIR  1 

9947024203401 


CORSAIR  2 

9947021203402 


CORSAIR  3 

9947021293403 


CORSAIR  4 

9947021203404 


DARK  RIDER  HORN 

934702 12D550& 


DARK  RIDER 
CHAMPION  SWORD 

M470212055Q3 


Dark  Rider  Blister  (Random  1)  &  Dark  Rider  Command  Blister  (1) 

99060212054  99060212055 


DARK  RIDER 
CROSSBOW 

994702' 205506 


DARK  REDER  STANDARD 

994702 1205504 


□ARK  RIDER  2 

994702 t201 702 


DARK  RIDER  3 

994702 1201  im 


DAHK  RIDER  4 

9347021 20 1 704 


DARK  RIDER  I 

994702  f2Q1 701 


DARK  RIDER  COMMAND  I  DA R K  RIDER  COMMAND  2  ELVEN  STE ED  H E AD 

9947021205501  9947021205502  3  93  S3  99901$ 


EL.VEN  STEED  SPRUE 

993EJ9999D05 
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Cold  One  Chariot  Box  (1) 

99110212050 


CHARIOT  LEFT  SIDE 

99470?  120M02 
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Son-t'tvss  titul  the  Rtnixtntmter  Whip  .  ir'.rri 
(994702 / 2057(H)  \tunvn  wish  tin •  Bt'dxtimiMm. 


CHARIOT  CREW  1  BODY 

9947021205012 


CHARIOT  DRIVER  BODY 

9947021205014 


CHARIOT  CREW  1  SPEAR 

9947021 2050 13 


CHARIOT  YOKE 

9047021 205M6 


CHARIOT  TROPHIES 

9947021 20W 1 1 


CHARIOT  BASE 

994 7021 205001 


CHARIOT  RIGHT  SIDE 

9947021205004 


CHARIOT  FRONT 

9947021205903 


CHARIOT  BLADES 

9947021205009 


CHARIOT  SPEAR  RACK 

0947021205000 


7'SPQK.ED  WHEEL  SPRUE 

99399999001 


CHARIOT  CROSSBOW 

9947021205010 
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Dark  Elf  Witches  Regiment  Box  (10)  &  Dark  Elf  Witches  Command  Blister  (3) 

99110212036  99060212040 


DARK  ELF  WITCH 
CHAMPION 

U&4702 1204001 


DARK  ELF  WITCH  1 

9947021203601 


DARK  ELF  WITCH  2 

994 702 1 £03602 


DARK  ELF  WITCH  3 

9947021203603 


DARK  ELF  WiTCH  4 

9947021203004 


DARK  ELF  WITCH  5 

9947021203605 


DARK  ELF  WITCH 
HOFINBL0WER 

994702 12O40OG 


DARK  ELF  WITCH 
STANDARD  BEARER 

9947021304002 


Dark  Elf  Harpies  Blister  (Random  2) 

99060212043 


HARPY  WINGS  1  HARPY  WINGS  2 

0047021304005  9947031204006 


HARPY  BODY  1 

9947021204001 


HARPY  BODY  3 

9947021304003 


HARPY  BODY  2 

994703 1304002 


HARPY  BODY  4 

9947031204604 
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SPECIAL  UNITS 


PAINTING  COLD  ONES 

The  scales  and  si On  on  ihe  Cold  Ones  come 
in  a  variety  oF  colors,  Here  is  an  example  of  a 
green  and  brown  eoEor  scheme  that  you  can 
try,  Foi  more  coFcr  schemes  and  adea$,  check 
out  the  Coto/s  of  War  pages  at  she  back  of  the 
Dark  Elf  section. 


'\ 


STEP  1 

Prime  with  Skull  White 
spray  and  paint  the 
model  with  a  slightly 
thinned  layer  of  Snot 
Green,  Wash  the  model 
with  Dark  Angels  Green 


STEP  2 

Paint  highlights  of 
Snot  Green  all  over 
the  model, 


STEP  3 

Paint  the  scales 
Catachan  Green,  it's  a 
matter  of  choice  whether 
you  paint  ihe  scales 
individually  and  leave 
the  skin  color  showing  in 
between  ihe  scales,  or 
paint  the  entire  area  the 
color  of  the  scales.  We  chose  to  do  a 
combination  of  both.  Our  seal &  color  covers 
the  scales  and  skin  at  (ho  top  of  the  Cold  One. 
At  iho  bottom  of  the  model,  the  scale  color 
covers  only  Ihe  stales. 

STEP  4 

Apply  3  75/25  mix  o! 

Catachan  Green  and 

Camo  Green  as  the  first 
highlight  on  the  scales 


STEP  5 

Paint  a  final  highlight  ol 
25/75  Catachan  Green 
and  Camo  Green  on  the 
edges  of  the  scales, 


Executioners  Box  (10)  &  Executioners  Command  Blister  (3) 

9911021 2052  9  90602 1 2053 


EXECUTIONER  BLADE  2 

9947021 20520E 


EXECUTIONER  CHAMPION 

^47021205301 


EXECUTIONER  SWORD 

394702 12053112: 


EXECUTIONER  MUSICIAN 

934702 1205305 


EXECUTIONER 
STANDARD  BEARER 

9M70St205303 


EXECUTIONER  BANNER 

9947021205304 


EXECUTIONER  1 


EXECUTIONER  2 


3947021205201  9947021205202 


EXECUTIONER  3 

9947021205203 


EXECUTIONER  4 

0947021205204 
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Odd  One  Knights  include  fill'  Cold  One 
Head  &  find'.  Sprue  fWm>2!2l)Q2l 
v/frm'rr  will/  the  Mmuited  SfU'CrtY.w. 


Cold  One  Knights  Box  (4) 

991 1021 2060 


Tke  Odd  One  KnifilitS  timed  set  Invttttfes  fritz  to  create  any 
arnihinutitMl  of  Odd  One  Knifthtx  ami  ronnnttnd  tup  !n  four  mthfcls). 


COLD  ONE  KNIGHT  COMMAND  SWORD 

9947021204703 


COLD  ONE  KNIGHT  COMMAND  HORN 

9947021 Z047M 


COLD  ONE  KNIGHT 
SHIELD  t 
9947021 204^05 


COLD  ONE  KNIGHT 
SH I  ELD  2 

9947021204697 


COLD  ONE  KNIGHT 
SHIELD  3 

9947021 204S&B 


COLD  ONE  KNIGHT 
SHIELD  4 

9947021204609 


COLO  ONE  KNIGHT 
CHAMPION  BODY 

9947021 2047U1 


COLD  ONE  KNIGHT 
COMMAND  STANDARD 

994  7Q2 1 20-1.702 


COLD  ONE  KNIGHT  1 

$94702 12C4601 


COLD  ONE  KNIGHT  2 

9947021294602 


COLD  ONE  KNIGHT  3 

9947021 0Q4603 


COLD  ONE  KNIGHT  LANCE  1 

9947021 204 $Q4 


COLD  ONE  KNIGHT  LANCE  2 

9947021204605 
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SPECIAL  UNITS 
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SHADE  BODY  1 

994702-1 205601 


SHADE  BODY  2 

99-17021205602 


Dark  Elf  Shades  Blister  (Random  3) 

99060212056 


SHADE  CROSSBOW 

92-17021 205606 
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SHAPE  BODY  4 

994702 120560-1 


*-'1 
BOLT  THROWER 
WINDLASS 

994702 1 203802 


Repeater  Bolt  Thrower  Blister  (1) 

99060212038 


SHADE  BODY  3 

994702 120S6G3 


SHADE  BODY  5 

9947021205605 


BOLT  THROWER  COMMANDER 

9947021203006 


BOLT  THROWER  FIRING  PIN 

9947021203865 


BOLT  THROWER  BOW 

394  702 120360-1 


BOLT  THROWER 

9S4 702 1203601 


BOLT  THROWER  STOCK 

9947021203003 


BOLT  THROWER  LOADER  1 

9947021203007 


BOLT  THROWER  LOADER  2 

994702 1  £03006 
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Slack  Guard  Box  (10)  &  Black  Guard  Command  Blister  (Random  3) 

99110212044  99060212045 


BLACK  GUARD 
CHAMPION  BODY  1 

804702 1504501 


SLACK  GUARD 
CHAMPFON  BODY  2 

3947021 2G4502 


BLACK  GUARD  CHAMPION  SWORD 

9947021204503 


BLACK  GUARD 
CHAMPFON  HALBERD 

0947021204504 


BLACK  GUARD  STANDARD 

M47D2T204S0& 


BLACK  GUARD 
STANDARD  BEARER 

9947021204505 


BLACK  GUARD 
DRUMMER  1 

9947021 204507 


BLACK  GUARD 
DRUMMER  2 

9947021204503 


BLACK  GUARD 
HALBERD  2 

994702 1204404 


BLACK  GUARD 
HALBERD  1 

9947021204402 


BLACK  GUARD  BODY  2 

9947021204401 


BLACK  GUARD  BODY  3 

9947021204403 


SLACK  GUARD  BODY  5 

S94 702 12Q44 05 


BLACK  GUARD  BODY  G 

9347021204406 
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War  Hydra  Box  (1) 

991 1021 2049 


the  IVirr  Hvtfru  boxed  :<  a 
im  •ittttex  the  Beminiuslet 
Whip  /I™  titui 
Speur  Arm  fV94702t20S?OJ 
wtti  99-47021205704 1  siwmi 

i it  she  Lunds  &  Forties  snyfotu 


WAR  HYDRA  FRONT  BODY 

9947021204SO9 


WAR  HYDRA  HEAD  1 

99470212049Q1 


WAR  HYDRA  NECK  1 

9947021204902 


WAR  HYDRA  REAR  BODY 

9947021-2O4O1G 


WAR  HYDRA 
HEAD  &  NECK  2 

9347 021 204903 


WAR  HYDRA  HEAD  &  NECK  3 

394702 1204904 


WAR  HYDRA 
LEFT  FRONT  LEG 

9947031204911 


WAR  HYDRA 
RIGHT  FRONT  LEG 

9947021304912 


WAR  HYDRA 
RIGHT  REAR  LEG 

994702 120491 3 


WAR  HYDRA  HEAD  4  WAR  HYDRA  NECK  4  WAR  HYDRA  HEAD  S 

9947021204905  9947021204906  9947021204907 


WAR  HVDRA  NECK  5 


BEASTM  ASTER 
W/  CLAW 


9047021204906  994702 120*914 


BEASTM ASTER 
W/WHIP 

9947021204315 


i  JL 


CAULDRON  0ASE 

9947021204101 


CAULDRON  STATUE  OF  KHAINE 

9947021204105 


iiflRK  nm 


Cauldron  of  Blood  Box  (1) 

99110212041 


cauldron  bottom 

9947021 204 105 


CAULDRON  TCP 

9947021204106 


CAULDRON  FIGHT  ARM 

994702 1204 104 


CAULDRON  CANDLES  1 

994702 12M 107 


CAULDRON  CANDLES  2 

9947021204108 


CAULDRON  LEFT  ARM 

9947021204 i 03 


CAULDRON  GUARDIAN  t 

994702 12D41 09 


CAULDRON  GUARDIAN  £ 

994702 1 204 1 1  d 


CAULDRON  HAG  QUEEN 

9947021204H1 
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COLORS  OF  WAR  « 


KEY 


Top  Box(es):  Basecoat  Colors  &  ink  Washes 


Bottom  Box(es):  Highlights 
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Mixed  CoJors 


D.vart 'Sron/ft  Cfta Stick 
BuifUsiMt  ttithif M 'vtif 


Chaos  B1XM 

Seaty  Grcnl  &  Skitli  Whyte 


fled  b-s7/i,i  ffegfli1  flY|# 


frazil  Bohgm  Myi.it 

Storing  Gold.  Ghsmmtf 


ffaJTff.'jfl  AfelflJ1,  fll/DLMfW:  fiftiivn 

AWfirr/  Stiver  Bubo  mu  Brown 


Qtjos  gjacft  Ltfflff  ftwgflF 
CW5ft&  i?«y  tiC/Ttf'  Port‘d  A  SKrM  HflNfc1 


5c.jiiV  Ariffi.  Ptitflk* 
SW/p  fifflflfl  £  SJkh'.'f  NftftA 
Lfcte  flflpto  rf  Sftwtf  MfVJrAf 


Bitofftffrf  &W  CftTM  flAMA 


C/rffm  ffltocik  itoaiwi 
SViii-f.-'.v  i;v..  r-  Shining  G$ht 


Stood  tit"J  Chit 05  fltacrt 
ShuttVIMe 


Dark  Angels  Grew.  BteachMifane 

Scmm\  ®rFfif?r  sai.mi'  Wilts 


Cfatos  tofr.  Orsflpe 

WSSnnB  S  <  ■  *  -  •  ■■  ■  ■  HI  -BB  = 

Fortress  Grey,  fljrf  Mptf?  “Mtow 


C/rjos  ffirc*.  5eaiy  &flen 
sca^  Gmt i  A  w  swiff 


Cpjfe*  Cray.  Lifi'iff  Pi .T/.ii't? 
SktefWteitTt  MtfFwvte 

&  SKuff  .Mite 


C/iiH*S  Bfclift,  Pdtftfftr 

:  Shinmg  &M,  Liuba 
Fisrm  &  Skull  White 


D&rkR&sft  Gotten  firgm? 
0Mr~f  lEfeSih4,  SOMMIH?  Ar^ffFT 


L^rri'ir.1  ftw.-n  (king*? 

CVflfflT 


S/ydlfliv  firpy.  Cora 
Fortress 


Chaws  E'lTuh,  jtercbtf  Crav 

.d^ap^unar^MpyB  i^MMHrwvwi 

SWiJW  tffflr.  fiBffress  Grey 


Vimtin  Ikowti  Gtmz  &te£k 
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TACTICS 


TIPS  FOB  WINNING  WITH  DARK  ELVES 

A.  The  Dark  Elves  can  create  an  army  with  an 
insane  amount  of  maneuverability.  A  Lord  on  a 
Black  Dragon  and  a  Beastmasler  on  a 
Manticore  giVe  you  two  Terror-cau si n c|  Flyers, 
while  Dark  Riders,  Shades,  and  Harpies  can  all 
add  to  the  number  of  unite  you  can  zip  around 
the  battlefield  Some  opponent  (e.g.„  Dwarfs 
and  artillery-heavy  Empire  grmres)  can  find  an 
□ark  Elf  army  like  Ihis  one  extremely  difficult  to 
fight.  Few  other  armies  are  as  mobile. 

B.  Executioners  can  take  on  many  opponents 
thanks  to  (heir  Killing  Blow  abiti ty.  Even  lough 

opponents  like  Chaos  Warriors  will  fall  when 
Ihe  great  weapons  of  the  Executioners  begin  to 
swing.  Consider  placing  these  Druchii  at  the 
center  of  your  lines  whore  you  can  quickly 
maneuver  to  engage  enemy  units. 

C.  If  you  deploy  the  Cauldron  of  Blood  in  a 
forward  position,  you  can  extend  the  range 
of  ite  Red  Fury  ability  la  cover  most  of 

ihe  bastfelietd. 
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COUNTERTACTICS 

TIPS  FOR  FIGHTING  AGAINST  DARK  ELVES 

A.  Deploying  your  army  defensively  in  a  corner 
is  one  way  to  counter  a  mobile  army.  Ju$t 
hunker  down,  sit  tight,  shooi  as  much  as 
possible,  and  swarm  (he  Dark  Elvos  when 
they  reach  your  lines. 

B.  As  long  as  the  Executioners  dorVt  get  lo¬ 
ch  arge.  1  hey 'll  be  swinging  last  due  to  iheir 
great  weapons  In  addition,  shooting  can 
reduce  the  numbers  of  these  fairly  expensive 
models  before  you  have  to  deal  with  them 

In  combaE, 

.  The  Cauldron  of  Blood  is  a  lairty  expensive 
proposal.  It's  a  205-point  unit  lhat  wonKl  be 
fighting  unless  you  charge  it.  Models  with  high 
Toughness  can  generally  ignore  its  effects  and 
con  cent  rate  on  killing  the  rest  of  the  Dark  Elf 
army.  Another  tactic  is  to  deploy  in  ihe  comer 
and  avoid  the  effects  of  ihe  Cauldron's  Red 
Fury  ability, 
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Right ;  Tilts  Cmilrfrms  aj 
Maori  tiifmwNt  won  t'ahlo 
Casiilta  San  Martin  the 
Slus'vr  Sward  as  she*  Sfxtntsh 
Gatdca  Denton  m  2001 


Bcltiw  tt  Far  Right?  ?Mi  h 
Tastier  wifi  thin/  place  t*n‘  hi\ 
tksrk  EfJ  Bttirk  Gaatrl  regime* 


lk*smw  pttimiti)*  ottn/nsfirian 


Right:  Phittppc 
Hetuimk-  painted  this 

fX'irk  Etf  Sonere.ss, 


Right:  Keith  fiobertxmi  used 
if  Hi%ti  Eijtmdei  and  pointed 
ihc  skin  like  1 1  Dark  lift. 


994  70 1 1 2001 0 1  Dark  E  Idar  Wych  Sudcu  bus 
994  70 1 1  £00 1 1 1  Dark  E Idar  Wyc  h  5  S  h  nutter 
994  70 1 1 201 60 1  Wych  wt  Hydra  Kn»ves  1 
994  70 1 1 201 603  Wych  wt  S  hardnet  1 
994  70 1 1 201 804  Da  rk  Eldar  Wych  Impair  Arm 
994  702 1 204304  Dark  E  l(  Assassin  C  law 
9947021 204305  Dark  El!  Assassin  Sward 
9947021 204915  Beastmaster w /  Whip 
9947021205206  Dark  Elf  Ekocufioner  Blade  2 
9947021205702  Bea&Tmastef  w /  CJaw 


Aftwiw  fiftnx  fiisxefl  . tUti  a  ^Mit  ft’b  ir i/r  this 
X'tiik'kifh  fitfniri  mtmnintt  on  n  filih  k  DrtlffUtl 


ALTERNATE  MODEL  -  CORE 

Dark  Elf  Citv 


High  til  Archers  Sprue 
Dark  Eli  Warrior  Sprue 
Dark  Elf  Shield  Sprue  <*2) 


99330210002 
9938021 2001 
90360299009 
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Captain  Pugnio  watched  the  battle  in  the  valley  be  law  with  a  certain  amount  of 
cool  professionalism.  His  force,  which  amounted  to  several  hardened  tut  its  of 
Pike  men,  a  smattering  of  Crossbowmen,  and  a  particularly  ferocious  group 
of  Ogres,  had  offered  its  services  to  both  sides  in  the  fighting  below. 

The  Dwarfs  had  been  too  penny-pinching  cheap  and  were  hoping  to 
win  the  battle  against  the  ratine n  by  themselves  and  keep  their  stubby 
tittle  hands  on  alt  their  gold!  The  Skaven,  on  the  other  side,  had  been 
shrewd  negotiators  until  it  turned  out  that  aft  they  had  for  trade  at 
the  moment  were  glowing  green  rocks  -  certainly  of  no  use  to  my 
treas  a  re-seeking  fighters,  thought  Captain  Pugnio, 


Still  t  if  the  Dwarfs  suddenly  gave  the  signal  (by  waving  a  red 
flag),  then  Pugnio  \  Dogs  of  War  were  hired ,  If  the  Skaven 
gave  the  signal  (by  waving  a  blue  flag),  then  also,  Pugnio  \ 
lads  were  being  paid  to  fight  As  the  battle  swayed  hack  and 
forth  in  the  valley  below,  Pugnio  was  fairly  certain  that  the 
third  option  was  going  to  be  the  best.  Let  those  fools 
whittle  each  other  down  and  then  fall  on  them  and 
destroy  them  alt.  The  only  problem,  thought  Captain 
Pugnio,  is  where  to  sell  those  cursed  glowing  rocks. 

The  Warhammer  world  is  a  violent  and 

turbulent  place,  where  realms  are  constantly 
beset  by  attacks.  The  Dogs  of  War  are 
literally  roving  armies  for  lure,  sell-sword 
mercenaries  who  will  nsk  their  lives  for  profit? 

Some  of  these  Dogs  of  War  are  merely 
cutthroat  bandits,  but  others  are  professional 
fighters  from  faraway  and  exotic  lands,  Tilea, 
one  of  the  kingdoms  of  the  Old  World,  is 
especially  famous  for  producing  mercenaries, 
although  bands  of  warriors  come  from  many 
races  and  countless  realms  from  around  the 
War  hammer  world. 

Using  Dogs  of  War  or 
Building  a  Dogs  of  War  Army 

The  Dogs  of  War  are  unique  in  that  a  player 
may  build  an  entire  Dogs  of  War  army  or  just 
add  a  unit  or  two  of  l  he  mercenaries  to  bolster 
an  existing  force.  There  are  such  an  amazing 
selection  ol  both  troop  types  and  models  to 
choose  from  that  we  recommend  this  army  to 
more  experienced  Warhammer  players. 

Veteran  players  will  find  it  challenging  to  get 
Ihe  most  out  of  such  a  disparate  group  of 
individual  units. 

Players  with  existing  armies  that  want  to 
throw  a  monkey  wrench  into  their  foe’s  plans 
should  consider  adding  a  unit  ol  Dogs  of  War. 

Potent  Regiments  of  Renown  like  Golgfag's 
Ogres  can  be  a  nasty  surprise  when  they  turn 
up  m  your  Empire  army!  Likewise,  cannons, 
pfkernen,  cavalry,  or  missile  troops  for  armies 
that  can’t  normally  field  such  weapons  can 
shock  your  opponent  into  making  bad  moves' 


Take  a  look  at  the  Dogs  of  War 
Army  List  and  Regiments  of  Renown 
options  in  the  downloads  available  at: 

http  ://us,gameS‘Wo  rkshop.com/games/ 
wa  rh  ammer/g  a  m  rng/d  o  g  sofwa  r/def  aisl  t  .htm . 

TERMINOLOGY 

Terminology,  “Dogs  of  War"  is  a  generic  term 
used  to  describe  mercenaries.  The  Dogs 
of  War  army  list  is  full  of  generic  troop 
listings  (like  Prkemen  or  Ogres). 
“Regiments  of  Renown"  is  a  phrase 
used  to  refer  to  famous  or  especially 
well  known  units  (like  Pirazzo's  Lost 
Legion  or  Golgfag  s  Ogres).  It  is  possible  to 
make  an  entire  Dogs  of  War  army  without 
any  Regiments  of  Renown,  and  likewise,  a 
player  can  make  an  entire  Doga  of  War  army 
with  only  Regiments  of  Renown.  Existing 
armies  may  "hire"  either  (or  both)  generic 
Dogs  of  War  or  Regiments  of  Renown  to  join 
their  cause. 

Dogs  of  War  Disclaimer 

The  Dogs  of  War  army  does  not  have  a 
current  Army  book  but  does  have  a  well 
prepared  army  list  available  at: 
http ://us  games-workshop.com/games/ 

:.htm. 


This  army  list  allows  players  either  to  field  an 
entire  army  of  Dogs  of  War  or  lo  "hire"  a  few 
units  to  join  an  existing  army.  There  are  some 
restrictions  (e.g.,  Dwarls  can  never  fight 
alongside  greenskins),  which  are  lully 
described  in  the  downloads. 
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LORDS  6  HEROES 


Dark  Emissary 

Available  as  Bilz  Only 


DARK  EMISSARY  HEAD 

994702 1 .105002 


MERCENARY 
GENERAL  BODY 

9>9470£140D30 1 


ARMORED  HORSE  BODY  S  HEAD  SPRUE  fl  HEAD  & 
1  FANDOM  BODY)  (SHOWN  80%  ACTUAL  SIZE) 

993602990M 


DARK  EMISSARY  BODY 

9947021405001 


Hengus  the  Druid 

Available  as  a  Bit  Only 

BIT  NAME?  HENGUS  THE  DRUID 

BIT  CODE  9947021404701 


Truthsayer 

Available  as  a  Bit  Only 

BIT  NAME:  TRUTHSAYER 

BIT  CODE:  994702 14G4M1 


MERCENARY  GENERAL 
HORSE  HEAD 

9947021 40030? 


Mercenary  General 

Available  as  Bitz  Only 
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CHARACTERS 


Ho. t  it  Btisler  bilz  we  nut  uvaiiabte  separately  unless  shown 


GHAZAK  KHAN  QUIVER 

9047021404004 


t 

GHAZAK  KHAN 
BANNER  POLE 

99470214C4OO3 


BORG  IQ  LANCE 
&  SHIELD 
99470? 1402902 


GHAZAK  KHAN  BODY 

994702-1 404001 


Borgio  the  Besieger 

Available  as  Bitz  Only 


GHAZAK  KHAN  WQLF  LEFT  SIDE 

994  705 1 4C  -t  005 


GHAZAK  KHAN  SWORD 

994702 14M002 


Albion  Fen  Beast  Blister  (1) 

99060214051 


Burdin  file  Besieger 
ft  flut‘d i  with  iiif  Arn\-t>rcrf 
it ur.se  Both  tt  Hetni 
Sprat-  (Wj'mZWMhfi 
\timvn  with  tiie 
Men  ertur  v  (rent: mi. 


GHAZAK  KHAN 
WOLF  HEAD 

9947(121404007 


Ghazak  Khan 

Available  as  Bitz  Only 


GHAZAK  KHAN 
WOLF  RIGHT  SIDE 

9947021404006 


FELIX  JAEGER  GOTREK  GURNISSQN 

994 70 29902501 

Gotrek  Gurnisson  &  Felix  Jaeger  Blister  (2) 

99060205103 


FELIX  BODY 

9947029902592 


FELIX  SWORD 

9947029902503 


BORGIO  BODY 

9947021402901 


FEUX  ( ARCHIVE}  GOTREK  (ARCHIVE) 

9947020500402  0947020500401 

Archive  Gotrek  &  Felix  Blister  (2) 

99060205004 
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Lorenzo  Lupo 

Available  as  Bitz  Only 


LORENZO  LUPO  SHIELD 

M47D2 1403002 


LORENZO  LUPO  BODY 

9947021403001 


Lucrezzia  Belladonna 

Available  as  Bitz  Only 


LUCREZZJA  BODY 

9947021 4Q2Q01 


lit  ui  l t  tiifoier  Hfz  wv  tun  waiiahlc  wfHtruh'fy  shtnvrt. 


BRETONNIAN  HORSE  HEAD  SPRUE 
(SHOWN  S0%  ACTUAL  SIZE) 

99300999014 


LUCREZZIA  HORSE  HEAD 

9947021 402002 


BRETON  N1AN  HORSE  BODY  SPRUE 
(SHOWN  60%  ACTUAL  SIZE) 

993999990Q4 


Mydas  the  Mean  Box  (1) 

99110214022 


JOHANN  WILHELM 

*947021404401  9947021404402 

Witch  Hunters 

Available  as  Bitz  Only 
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DOGS  OF  WAR 


Wr.hu  <ft  Hthtvr  Nfottn  wtf  avuihtHe 
wponifriy  ante  as  stutwn. 


MEDIEVAL  HORSE  HEAD  SPRUE 
C SHOWN  80%  ACTUAL  SIZE) 

993B9999913 


MEDIEVAL  HORSE  BODY  SPRUE 


Al  Muktar's  Desert  Dogs  Box  (S) 

99110214006 

Al  Muktar’s  Desert  Dog 
Blister  (Random  t} 

99060214027 


AL  MUKTAR  BODY 

99-17C21  4QQ5Q1 


DESERT  DOG  SHIELD 

9947021 400608 


RODER1GO  DEL  MONTE 
HAMMER  ARM 

9947021400102 


(SHOWN  S0%  ACTUAL  SIZE) 

993B99990O3 


RQDERtGO  DELMONTE 
BODY 

9947021400101 


RODE  RIG  O  DELMONTE 
□AGGER  ARM 

9947031400103 


Ui  tiittui  Pikemen  A  Blister  t^90f)02N0i6t  comuin\  J  n eur 
ranked  pike  men.  Ahwnni  Pikemen  H  f Hitter  f  f -U)A4 } 

rmitninx  i  firmL  f  miMit\  utut  t  retit  ranked  pikcmtitt. 

Alcatani  Pikemen  A  Blister  (Random  3) 

99060214016 

Alcatani  Pikemen  8  Blister  (Random  3) 

99060214054 


Alcatani  Fellowship  Pikemen 
Regiment  Box  (12) 

99110214001 


358  GAMES  WORKSHOP  CATALOG 


Yll  ilUAMLirik  Mt  .ill  nl_  I  HUliilHL  L.l  Mil*  Hi  kill.  .  I J  i.i  *£  _  ifl  j  lL  >L  i  ■  fc  *  i  ■«!  .<Ltii  nilie  I H  <m 


fill  *L  _  .in  1 1 B h  iii  i  til*-  (j.^InlL  I  n ii  i  * h -  • .  4 


fkw  l t  fitistcr  bit:,  ttiv  not 
mvtifahftr  \ejwmtvly 
unless  alit  wn. 


GIANT  2  LEFT  HAND 

B947H214M721 


GIANT  2  RIGHT  HAND 

99J7Ofi1*047rt 


GIANT  BONE  KNIFE 

9947021404705 


GIANT  £  HEAD 

3947021 404717 


GIANT  2  LEFT  ARM 

99*5  70?  1404720 


GIANT  2  TORSO 

9947021404714 


GIANT  2  ROCK 

9947021404713 


GIANT  1  UPPER  LFT  ARM 

99470214047GB 


Albion  Giant  Cachtorr  Box  (1) 

99110214053 


GIANT  1  HEAD 

9947021 404706 


GIANT  PACK 
OF  HEADS 

994702 1 404704 


GIANT  1  TORSO 

9947021404707 


GIANT  HAMMER  1 

9047021404702 


GIANT  HAMMER  2 

994702140-1703 


Albion  Giant  Bologs  Box  (1) 

99110214052 


GIANT  2  RIGHT  ARM 

W47O014W71B 


GIANT  2  LEFT  LEG 

0947021404716 


GIANT  2  RIGHT  LEG 

9247021404715 


GIANT  1  LEFT  ARM 

9947021404712 


GIANT  1  RIGHT  ARM 

9947021404711 


GIANT  1  LEFT  LEG 

9947021404710 


GIANT  1  RIGHT  LEG 

9947021 404709 
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DOGS  OF  WAR 


Ut>x  A  Blister  hie  are  tun  autiiaNe 
separately  unless  shmvrt. 


GEAIRMEN  SHIELD 

9047021400705 


BEQPG  BEARSfHUCK  ARM 

gai70?t?007n7 


BEQRG  BEARSTRUCK  BODY 

994702140070& 


Bearmen  of  llrslo  Regiment  Box  (12) 

99110214007 


Bearmen  of  llrslo  Blister  (Random  3) 

99060214017 


Braganza's  Besiegers  Regiment  Box  (12) 

99110214013 


LUCA  BRAG  A  NZ A 
CROSSBOW 

99-17Q214CH3Q? 


LUCA  BRAGANZA  BODY 

9947021 401301 


BRONZINO  BODY 

934  702  M  00501 


Braganza's  Besiegers  Blister  (Random  3) 


Bnutrjtmo  uses  the 

Mi’cih-'Tiif  Hafse 

Body  A.  Head  Sprat 
m.W'WWW  A 

WtitovwaM) 

tthmvn  previously. 


BRONZINO 
HORSE  HEAD 

904702  1 400503 


BRONZINO  ARM 

994702 1 400502 


Bronzino's  Galloper  Guns  Blister  (1) 

99060214015 
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DOGS  OF  WAR 


Cursed  Company  BMster  (Random  3) 

99060207107 

Cursed  Company  Command  Blister  (3) 

99060207108 


PAINTING  WOOD  GRAIN 

By  using  the  following  techniques,  you'll  be 
able  to  re-create  the  took  of  wood  grain  on  ihe 
Galloper  Gun  and  more.  We  recommend 
using  your  finest  detail  brush  and  thinning 
paint  to  make  the  process  easier. 

STEP  1.  After  priming  black,  pain!  Scorched 
Brown  onto  the  wood  detail,  Take  core  10  leave 
small  hlaek  lines  belween  the  wood  gram 


CURSED  COMPANY 
CHAMPION 

9947020710001 


CURSED  COMPANY 
STANDARD  BEARER  (ELF) 


«47G20710fl02 


FIGHTER  SHIELD  SPRUE 

99369999003 


CUH5EO  COMPANY 
MUSICIAN  (GOBLIN) 

99470^0710604 


CURSED  COMPANY 
$KAVEN 

994792071 0703 


CURSED  COMPANY 
DWARF 

9947920710702 


CURSED  COMPANY 
STANDARD  BANNER 

9947020710603 


CURSED  COMPANY 
SAURUS 

9947020710704 


CURSED  COMPANY 
QRC 

9947020710701 


STEP  2,  Paint  slightly  thinned  dark  Flesh  on 
top  of  the  Scorched  Brown.  Again,  take  care 
so  that  the  small  black  lines  and  the  base 
color  show. 


STEP  3,  Highlight  with  Bestial  Brown.  Make 
sura  to  leave  black  lines  and  some  of  the  base 
colors  showing, 


STEP  4,  Finally,  apply  very  thin  Bubonic 
Brown  l«gh|ly  as  a  final  highlight. 
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Golgfag  s  Mercenary  Ogres  Box  {5) 

99110214012 

Golgfag’s  Mercenary  Ogre  Blister  (Random  1) 

99060214023 


Lumpm  Croop's  Fighting  Cocks  Regiment  Box  (10) 

99110214037 

Lumpi n  Croop’s  Fighting  Cocks  Blister  (Random  3) 

99060214033 


LUMPIN  CROOP  BODV 

99470^1403705 


LUMPIN  CROOP  SHIELD 

3947021403706 


GOLGFAG  BODV 

9947021 40 1201 


GOLGFAG  HEAD 

9947021401202 


GOLGFAG  RIGHT  ARM 

9947021401203 


GOLGFAG  LEFT  ARM 

994702  M0 1204 


Half  ling  Hot  Pot  Blister  (1) 

99060202028 


HOT  POT  COOK 
W CLEAVER 

93470202020.10 
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HALFLING  CHAMPION 

9B47020M2961 


HALFLING  STANDARD 
BEARER 

9947020202903 


HALF  LING  MUSICIAN 

D94702B2D2B02 


HALF  LING  W/  SWORD 

994702Q2C27Q4 


HALFLING  W/ SPEAR  1 

&94702O2O27OS 


HALFLING  WV  SPEAR  2 

9947020202707 


HAL  FLING  W/  BOW  1 

9947020202706 


HALFLING  W/ BOW  2 

9  947(120  20 2703 


HALFLING  W7  BOW  3 

9947020202718 


HALF  LING  W/B0W4 

9947020202717 


HALFLING  W f  BOW  5 

9947020202715 


HALF  LING  W/  BOW  6 

9947O20202716 
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DOGS  OF  WAR 


PAINTING  LEOPARD  SHIN 

Leopold's  Company  wears  leopard  skins  as 
cloaks  The  base  color  can  be  achieved  by 
mixing  yellows,  oranges,  and  browns.  Follow 
ihe  steps  below  for  colorful  leopard  skins  and 
accurate  spoiling  for  your  entire  regiment. 


STEP  1 

Prime  the  model  black 
and  then  apply  a  1/1/1 
mix  of  Golden  Yellow. 
Blazing  Orange,  arid 
Bubonic  Brown  lo  Ihe 
leopard  skin. 

STEP  2 

Apply  a  2/171  mix  of 
Golden  Yellow,  Blazing 
Orange,  and  Bubonic 
Brown  as  the  first 
highlight  on  all  the  high 

areas,  Don't  worry 
about  trying  to  highlight 
each  sculplod  hair  on 
the  skin,  because  the 
spots  will  make  such 
highlights  irrelevant 

STEP  3 

Add  more  Golden 
Yellow  to  the  mix  lo  r 
ihe  next  highlight. 

STEP  A 

Paint  straight  Golden 
Yellow  onto  the  very 
edges  of  ihe  highlights 
As  you  can  see,  this 
step  makes  the  skin 
appear  very  vibranl. 


STEP  5 

Pain!  black  spots  of 
vary  ing  size  all  over  the 
skin.  The  spots  should 
get  smaller  and  fade 
into  obscurily  on  the 
paws,  head,  and  (all. 


STEPS 

Apply  a  25/75  Ol 
Chaps  Black  and 
Codex  Grey  to  highlight 
the  spots  Simply  dab 
ihe  color  into  the  middle 
ol  each  spot 


Leopold  s  Leopard  Company  Regiment  Box  (10) 


99110214011 


Leopold’s  Pikemen  Blister  A  (3) 

99060214024 

Leopold  s  Pikemen  Blister  B  (3) 

99060214055 


/ Pikt'mi'tt  A  lifnter  {99060214024  t  cottrartu  J  rear 

rnnkrii  pikemen.  !  Pike  writ  fi  fttivtcr  {9Wt6f)2f4055j 

i  onhsiti>  f  frtntL  f  mitliltc ,  tintt  S  rear  fttnketf  pikeman. 


LEOPGLDQ 
D1  UUCCi  BODY 

9WG2  H01 1Q9 


LEOPQLDO 
Dl  LUCCl  SWORD 

30470514m  110 


Long  Drong  Slayer's  Pirates  Regiment  Box  (12) 

99110214010 

Long  Drong  Slayer’s  Pirates  Blister  (3) 

99060214019 


LONG  DRONG  SLAYER 

&947O21401 007 
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MEN  GIL'S  BODY 

9947081306 IQ? 


Mengil  ManhideTs  Manflayers  Box  (10) 

99110212061 


MANFLAYEH 
MUSICIAN  BODY 

M47G212M104 


MAN  FLAYER  STANDARD 
BEARER  BODY 

BW7021HB1W 


MANFLAYER 

STANDARD 

9047013 12061 07 


MEN  GIL'S  SWORD 

9947021 20G1  HI 


MAN F LAV E R  HORN 

994702 1206 i 0E 


f* 


MENGIL'S 

CROSSBOW 

9947021206103 


MANFLAYER 

CBO5S0OW 

9&47Q21206112 


MANFLAYER  BODY  1 

9947021 206108 


MANFLAYER  BODY  2 

994 7Q2 12Q6 109 


\ 


MANFLAYER  BODY  3 

9*947021296111 


MANFLAYER 
SWORD  3 

9947021206110 
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MAXIMILIAN 
OAMAFK  BODY 

9947021400201 


Marksmen  of  Miragliano  Regiment  Sox  (10) 


99110214002 


Marksmen  of  Miragliano  Blister  (Random  3) 

9906021 40 IB 


MAXIMILIAN 
SIGHT  AHM 

994702  UC0202 


Pira£2o's  Lost  Legion  Regiment  Box  {12} 

99110214031 

Pirazzo’s  Lost  Legion  Blister  (Random  3} 

99060214032 


odgr 

PlftAZZO  SWORD 

9947021403113 


PIRAZZO  BODY 

39^702140311 2 


Rtcco's  Republican  Guard  Regiment  Box  {12} 

99110214006 

Ricco’s  Republican  Guard  Blister  (Random  3} 

99060214026 


PICCO  ARM 

9W7'QEt4QQ8l5 
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Oglah  Khan's  Wotfboyz  Regiment  Box  (5) 

991 1021 4041 

Qgtah  Khan’s  Wolfboyz  Blister  {Random  11) 

99060214039 


OGLAH  KHAN 
QUIVER 

9947021404112 


WOLF  BOV  STANDARD 

994702140411* 


WOLFBOV  SPEAR  1 

9&470214Q3902 


WOLFBOV 
STANDARD  BEARER 

9947021 204113 


QGLAH  KHAN  CLOAK 

9947021 4041 11 


OGLAH  KHAN  BODV 

394702 14D41 ID 


SMALL  ROUND 
SHIELD  SPRUE 

99369999004 


WOLFBOY  SPEAR  2 

9947021403904 


WOLFBOY 
QUIVER  1 

994702140-3905 


WOLFBOY 
QUIVER  2 

994702 1 4  033OB 


WOLFBOV  MUSICIAN 

9947021204115 


WOLFBOY  HORN 

9947021404116 


WOLFBOY  RIDER  1 

9947021 203901 


WOLFBOY  RIDER  2 

394 792 1203903 


WOLFBOY  RIDER  3 

99-1702 1203906 


t*rz 

WOLFBOY  RIDER  4 

99470?!  203907 


WOLF  HEAD  &  BODY  SPRUE  (RANDOM  1)  {SHOV^N  B0%  ACTUAL  SIZE) 

39300299005 
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ARMORED  ORC 
CROSSBOW 

9947020914011 


liitx  &  Olisur  hit-  hit  tmf  imtikthh'  sc  part m  fy  untt’.vs 


RUGLUD  HEAD 

99470209 1 4D02 


ruglljd  arm 

9947020914003 


Ruglud's  Armored  Ores  Regiment  Box  (10) 

99110209140 

Ruglud's  Armored  Ores  Blister  (Random  2} 

99060209141! 


RUGLUD  BOD  Y 

994  70209 14M1 


RUGLUD  MUSICIAN 

9947020914095 


RUGLUD  STANDARD  BEARER 

9947O2C914G04 


RUGLUD  ORC  BODY  1 

9947Q2B914CID6 


RUGLUD  ORC  BODY  2 

99470209 14DC7 


RUGLUD  ORC  BODY  3 

39470209 1 400S 


RUGLUD  ORC  BODY  4 

9947020914009 


RUGLUD  ORC  BODY  5 

9947020914010 
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VQLAND6QDY 

9947021403301 


VEMATOH  shield 

9947021403306 


VENATOR  LANCE 

994702 1403306 


Voland's  Venators  Regiment  Box  (5) 

99110214033 

Voland’s  Venators  Blister  {Random  1 

99060214036 


Vitlwul  mfitiivs  ihv  \rmorat  Horae 
unit  Uant  Sprtn ■  ii  WMtWWi)-! )  ahmvti 
with  tin 1  hk’ta'Hoty  General  pivviouxlv. 


Vespero’s  Vendetta  Regiment  Box  (5) 

99110214034 

Vespero's  Vendetta  Blister  (Random  3) 

99060214035 


Tichl  Huichi’s  Raiders  Regiment  Box  (5) 

99110214042 

Tichi  Huichi’s  Raiders  Blister  (Random  1) 

99060214043 


VESPERO  BODV 

9947O214C3401 


VESPERO  ARM 

9247021403462 
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Top  Bcx[e$):  Basecoat  Colors  £  Ink  Washes 


Bottom  B0k(es):  Hrghlights 


LORENZO  LUPO 

Bol 7.w  firj.w,  £k\)if  !-Viii,,1!:- 


HENGLJS  THE  DRUID 


DARK  EMISSARY 

Park  fiesti.  Tetrxtfity 


Sum  ns  Goat.  Bfooti  Hex! 


Farlfus*  Giey  Tanned  Ffesti 


Mewmndo  ATrt.TAi.  Red  Gate 


.4  hove:  Jamnit* 
Iknumoiit  \  con  \ 
Ltii’tvzziit  Befiudontta  wm 
used  as  on  Empire  tnodcf 
fur  (ftc  StfWtrr  />f  Chaos 
2004  .'■utriim  /  (  tHujuiijin. 


i  ■  rjt:  iv  j  if  Holm  Uo  l;.% 
trf  Hfrr  Cup  tain  iiywi 
fhmt  jrfuiT  of  the  2iktJ 
1A  Holden  Demon. 


VESPERO 

ChsBS  Bf  ack,  Best!  Red 

raiiMifviiAiiV  wuvuumuu. 

S.’Lidqw  Grey  Skull  U-'.'h.'l- 


9  9330299004  Armored  Ho  rse  £p  rue  ( *4 ) 

9939G2020G3  Empire  Knights  Sprue 
9947021 403QQ2  Lorenzo  Lupo  Shield  (x4j 


9938H02001 
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TIPS  TOR  WINNING  WITH  DOGS  OF  WAR 

A.  Pikemen  are  a  great  addition  to  a  Dogs  of  War 
army  -  they  fight  in  4  ranks,  strike  first,  and  get 
+  f  Strength  against  charging  enemy  cavalry 
un<Ss,  chariots.  Or  man  stars.  If  you  are  facing  a 
cavalry-heavy  army  {such  as  High  Elves  or 
Bretonnians),  Pikemen  regiments  are  an 
excellent  way  to  go. 

B.  Dogs  of  War  Dwarfs  are  a  heck  ol  a  buy.  For 
14  points  each,  you  can  get  !he  toughest, 
bravest  crossbowmen  in  the  Warhammer  world 
backed  up  by  heavy  armor  and  a  shield. 

C.  The  Regiments  of  Renown  are  too  numerous 
end  varied  to  be  listed  here  individually.  but 
there  are  many  that  work  very  well  for  a  Dogs 
of  War  army.  Some,  like  the  Giants  of  Albion, 
are  available  only  to  a  Dogs  of  War  army. 
Regiments  of  Renown  not  only  add  more 
troops  to  your  forces,  they  also  include  Hero- 
level  characters  who  do  not  take  up  a  Hero  slot 
in  your  army  and  some  special  rules  or  magic 
items  of  their  own.  At!  In  all,  it’s  gold  well  spent. 
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A.  Pikemen  can  be  oulma.neiivered,  and  any 
attacks  on  the  flanks  or  rear  make  a  mockery 
of  Ibe  pikes'  special  rules. 

B.  Dogs  of  Wat  Dwarfs  may  be  an  excellent  buy, 
but  they  are  still  very  slow.  Shoot  them  with 
missile  fire  and  oulmaneuver  them. 

C.  If  Regiments  of  Renown  are  messing  with 
your  battle  plan,  just  remember  that  nearly 
any  army  (besides  Bretonnians,  that  is)  can 
take  Regiments  of  Renown  of  its  own!  Fight 
fire  with  fire! 


WWWUnMES^URRMFbUM  H/1 


No  matter  who  charged  -  the  Boyz ,  Boar  Boyz>  or  even  the  huge  Giant  - 
nothing  could  break  the  Dwarfen  center  Fragments  of  broken  Ore  units 
were  scattered  here  and  there f  and  many  were  in  full  retreat.  Still,  the  army 
would  escape,  as  there  yeas  no  way  those  cursed  heard  tings  could  march  over 
open  ground  before  the  Lubbers  squished  them  to  jelly. 

Just  at  that  moment,  with  a  tremendous  crash,  part  of  the  hillside  slid  away 
to  reveal  a  dark  tunnel  From  out  of  the  dust ,  making  their  way  through  the 
rubble,  an  angry  unit  of  Dwarfs  with  great  picks  and  fire  in  their  eyes 
emerged  into  the  light . 

Shortly  afterward f  sitting  atop  the  greens  kin  corpses  and  the  smashed  ti  tubers 
of  the  war  machines.  Burek  Iron  helm  and  his  unit  of  Miners  paused  to  take 

off  their  helmets  and  extinguish  the  candles  affixed  on  top. 

1 1  We  were  almost  too  late,”  said  Burek,  while  he  lit  his  pipe * 

**I  knew  we  were  supposed  to  take  the  LEFT  tunnel " 
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Dwarfs  are  well  known  for  Iheir  short  stature, 
shorter  tempers,  and  long  beards.  It  is  often 
said  (although  rarefy  to  their  faces)  that 
Dwarfs  are  as  tough  and  unyielding  as  their 
mountainous  homes.  An  ancient  race,  the 
Dwarfs  once  ruled  the  lands,  but  long  gone 
are  those  glory  days.  Now.  many  ceniuries 
later,  the  Dwarfs  have  dwindled  but  still 
persevere.  Undaunted  and  unforgiving  to 
enemies  of  the  past,  the  Dwarfs  constantly 
struggle  to  rebuild  and  reclaim  their  kingdoms 
of  yore. 

Fighting  Style 

Dwarfs  make  doughty  warriors,  and  their  high 
Leadership,  Armor,  and  Toughness  make 
them  determined  troops  who  give  ground 
only  begrudgingly.  Most  Dwarf  Generals 
place  their  trust  in  rock-hard  infantry  blocks, 
occasionally  punctuated  by  Crossbowmen  or 
Thunderers,  as  well  as  a  few  prized  war 
machines.  While  all  Dwarf  Warriors  are 
formidable,  the  center  of  the  line  is  often  held 
by  elite  units.  Hammerers  are  the  personal 
bodyguards  ol  the  King.  Longbeards  are 
battle- hardened  veterans,  and  Iron  breakers 
are  equipped  with  nearly  impervious  magic 
armor.  Any  of  these  units,  particularly  with  I  he 
addition  of  a  character  or  two,  can  break 
enemy  charges  as  a  rocky  cliff  breaks  Ihe 
surf.  The  Dwarfs  might  be  worn  down,  but  it's 
gonna  take  a  while. 

Dwarfs  are  relentless  and  seldom  lire,  but 
they  aro  not  fast  Knowing  that  they  will  not 
surprise  and  outmaneuver  most  enemies, 
veteran  commanders  often  rely  on  defensive 
formations  and  the  mutual  support  of  infantry 
units.  There  are  many  variations,  bul  in 
general,  (he  Dwarf  way  is  to  take  the  enemy's 
best  charge,  stand  firm,  and  (hen  unleash  a 
furious  counterstrike, 


Hammerers,  Longbeards,  or  Ironbmakers.  fn 
addition  to  being  a  colorful  unit  to  paint, 
Slayers  make  unbreakable  anchors  to  secure 
a  flank  or  battle  line.  As  the  Dwarfs  are  great 
builders  and  technically  advanced,  war 
machines  often  play  a  large  role  In  Dwarlen 
bailie  plan.  Choosing  from  Cannons,  Solt 
Throwers,  Stone  Throwers,  Gyrocopters, 
Organ  Guns,  or  Flame  Cannons.  Dwarfs 
have  a  plethora  of  destructive  options.  While 
employing  no  Wizards  of  their  own,  Dwarfs 
do  have  Runesmiths  (great  for  defensive 

magic)  and  access  to  plenty  of  magical  Dwarf 
Runes  that  may  be  used  to  upgrade 
weapons,  armor,  war  machines,  and  more. 

The  history  of  the  Warhammer  world  is  rife 
with  heroic  stories  of  outnumbered  Dwarfs 
holding  out  against  superior  numbers.  It  is 
now  time  for  new  Dwarf  Generals  to  carve 
their  names  Into  legend- 


Collecting  a  Dwarf  Army 


Our  best  suggestion  about  beginning  a  Dwarf 
army  is  to  start  with  your  Gore  choices.  As 
well  as  fulfilling  any  minimum  requirements,  a 
few  Core  units  are  the  perfect  center  for  an 
army,  no  matter  how  large  you  choose  to 
build  it.  Dwarfs  have  plenty  of  Core  choices 
but  with  the  ability  to  upgrade  to  heavy  armor 
and  shield  (with  an  impressive  3+  save  in 
hand-to-hand  combat).  Warriors  are  a  great 
start.  For  shooting,  there  is  an  age-old 
Dwarfen  debate.  Some  favor  the  longer 
range  of  the  Crossbowmen,  while  others 
prefer  the  better  armor  penetration  of  the 
Thunderers.  Also,  don’t  overlook  the  Scouting 
ability  of  Rangers  and  the  amazing 
Underground  Advance  rule  for  Miners! 

When  players  are  looking  to  expand  their 
armies,  no  Dwrarf  force  should  march  out  of 
the  mountains  to  war  without  at  least  one  of 
the  superlative  infantry  Special  Units  of 
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GETTING  STARTED 
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Warhammer  Armies 
Dwarfs 

60030205001 


DWARFS 


The  Dwarf  Regiment  boxed  set  is  a  great  place  to  start  building  your  Dwarf  army.  Included  in  the  box  is 
everything  you  need  lo  make  any  one  of  three  different  regiments:  a  Warrior  regiment  with  hand  weapons  and 
shields,  a  Warrior  regiment  with  great  weapons,  or  a  regimen  1  of  Crossbowmen,  The  box  also  includes  a  plastic 
command  group  with  a  Champion,  Musician,  and  Standard  Bearer, 


Dwarf  Warriors 
Regiment  Box  (16) 

99120205001 
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DWARF  LORD 


WHITE  DWARF 


KING  K  A?  A  DOR 


UNGRIM  IRON  FIST 


JOSEF  BUG  MAN 


DWARF  LORD  BOOT 

$547020507602 


WHITE  DWARF 
BODY 

9047020501  Id 


Dwarf  Lord  Blister  (Random  1) 

99060205070 


KING  KAZADOR 
BODY 

W47Q£D5D0501 


UNGfiJM 
I  RON  FIST  BODY 

9947020500601 


JOSEF 

BUGMAN  BODY 

9947020501001 


KING  KAZADOR 
BANNER  POLE 

9947O2O&C0EO3 


JOSEF BUGMAN 
BANNER  POLE 

9947021050 1002 


DWARF  LORD  AXE 


WHITE  DWARF 
AXE 

9947020601102 


KING  K  A2A  DOR 
THUNDER  HORN 

9947020500502 


DWARF  RUN ES WITH  K RAG G  T HE  G RIM 

9947020501701 


9947020(507501 


D  WAR  F  ENG  I N  EER  1  D  WAR  F  ENG  I N  EER  2 

9947020506401  9947020500402 

Dwarf  Engineer  Blister  (Random  1) 

99060205084 


UN  GRIM  IRONFIST 
BANNER  POLE 

9S47020&O06O2 


Dwarf  Runes mith  Blister  (Random  1) 

99060205017 


KRAGG  THE  KFIAGG  THE  GRIM 

GRIM  BODY  BANNER  POLE 

0947020500301  9947020500002 
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KING  ALREK'S  SHIELD 

9947G2D5MB0S 


KING  ALRIK'S 
BOOK  OF  GRUDGES 

9947Q205QBS05 


KING  ALRIK'S 
SHtELDBEARER  1 

qjM7D2D60saoa 


KING  ALRIK'S 
SHIELDBEARER  2 

9947Q20509S04 


King  Ali  i k  Ranulfsson 
of  Karak-Hirn  Box  (1) 

99110205088 


KING  ALHlK'S  AXE 

9947020508002 


KING  ALRIK  BODY 

9947030503001 


Garagrim  Ironfist  Blister  (1) 

99060205092 

(iitragrini  h(t\  mken  the  nncitni  iii!t  uf 
Wtir-tittntrnvr,  ttn  nht  rant,  flint  uym  nttcir  itsrtJ  M*  rhe 
High  King's  chttmpitHt.'i,  If  ^  the  duty  < >f  the 

War*iiitntnrcr  timet  in  the  Kutg\  sttutt  in  {with"  it  ml 

ucctpf  the  King's  funittr  us  his  f>ivfi. 


GARAGRIM  IRONFIST  BASE 

994702050920*1 


GARAGRIM  IRONFIST  BODY 

90470205092" 1 


GARAGRIM  IRONFIST 
LEFT  AR  M 

9947020509202 


GARAGRIM  IRONFIST 
RIGHT  ARM 

9947020509203 


PAINTING  DWARF  BEARDS 


GREY  BEARDS 

1.  Basecoal  with  Codex  Grey. 

2.  Wash  with  Chaos  Black  and  a  small  bit  ol 
Varnish  to  help  break  the  surface  tension, 

3.  Highlight  with  Codex  Grey, 

4.  Highlight  with  Fortress  Grey 


BLONDE  BEARDS 

1,  Base™ at  with  Bubonic  Brown. 

2.  Wash  with  Bestial  Brown  and  a  bit  of 
Varnish  to  break  the  surface  tension. 

3  Highlight  with  Bubonic  Brown, 

4  Highlight  with  a  mix  Bubonic  Brown  and 
Skull  White 

5,  Continue  to  add  Skull  White  to  make  the 
beard  more  blonde. 


BROWN  BEARDS 

1  Basecoat  with  Scorched  Brown. 

2  Add  Bleached  Bone  to  Scorched  Brown  for 
the  first  highlight, 

3  Continue  to  add  increasing  amounts  of 
Bleached  Bone  for  the  subsequent  high  lights. 
These  final,  highlights  are  best  placed  near 
the  edges  of  the  beard. 


RED  BEARDS 

1 ,  Basecoat  with  Dark  Flesh 

2.  Highlight  wilh  a  50/50  mix  of  Dark  Flesh 
and  Blood  Red. 

3.  The  next  highlight  is  straight  Blood  Red  in 
a  lew  se lected  spots. 

4,  The  final  highlight  is  a  very  light  amount  of 
Blazing  Orange. 
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LORDS  6  H  EROES 


Thorek  Ironbrow  &  the  Anvil  of  Doom 

Box  (1  Anvil  &  4  Crew) 

9911 205073 


ANVJLOF  DOOM 
FORGE  LEFT  SIDE 

9937020307,111 


ANVIL  OF  DOOM 
CHIMNEY 

9947020507310 


ANVIL  OF  DOOM 
FORGE  RIGHT  SIDE 

9947030507313 


ANVIL  OF  DOOM 
FORGE  &  COALS 

9947G-2D5Q7312 


Dt'taii  shot  vf  ihe  Anvil  of  Dtnm. 


ANVIL  OF  DOOM  BANNER  POLE 

9947020507301 


THOREK  S 
TONGS 

9937020307304 


RUNE  PRIEST 
THOREK  IRONBROW 

9947020507316 


THOREK' 5 
HAMMER 

9947020507315 


ANVIL  OF  DQOP4 
ANVIL  PILLAR 

094702050730*3 


ANVIL  OF  DOOM 
BELLOWS 

9947020507309 


ANVIL  OF  DOOM  BASE 

9947020507314 


ANVIL  OF  DOOM 
APPRENTICE 

9947020507303 


APPRENTICE'S 

TONGS 

9047020S07302 


ANVIL  OF  DOOM 
GLJARDFAN  SHIELD 

9947020507305 


ANVIL  OF  DOOM 
GUARDIAN  1 

9947020507317 


ANVIL  OF  DOOM 
GUARDIAN  2 

E947Q20&373 1 6 


ANVIL  OF  DOOM  FORGE  HOOD 

994702050730& 


ANVIL  OF  DOOM  ANVIL  HEAD 

M47020507307 
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DWARFS 


CORE  UNITS 
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Dwarf  Warriors  Regiment  Box  (16) 
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im  ttule\  hiiz  to  e  rente  a 
Ufrr-rjVif  revwK'tU  n  j  f/j  hand 
wetspnn*  tmd  \  hii'lda, 
cras  shrMw,  nr  great  weaptm s. 
The  .uat  ahn  provide*  w wt 
with  many  different  bit:  to 
moke  vi 'at?  nefibnnifb  mh/ttc, 


Vi tm  am  cwilotnlze  nmrtfntis. 

n  ii  ■ 


99120205001 


DWARF  WARRIOR  SHIELD  SPRUE 

99300399007 


DWARF  WARRIOR  SPRUE  (SHOWN  55%  ACTUAL  SIZE) 

993&O2OS001 


DWARF  REGIMENT  COMMAND  SPRUE 
(SHOWN  S5%  ACTUAL  SIZE) 

99280205C02 
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CORE  UNITS 


Miner  Regiment  Box  (10)  &  Miner  Command  Blister  (3) 

99110205031  99060205054 


MINER  HERO 

9947030501801. 


MINER  STANDARD 

9447020$Q32G1 


The  Miner  Cotmuiuei 
blister  mnuiius  a  Sumdant 
Hearer.  Mttxieutti,  witi  u 
nntdnm  Miner  Champirtti 
yW47Q20SaAl(tfj  nr  Miner 
Item  1 99470205H W  t  i. 


MINER  CHAMPFON 

39470205038D3 


DWARF  MINER  1 

9947020&03T0! 


DWARF  MINER  £ 

99470205001  OS 


DWARF  MINERS 

9947020503107, 


DWARF  MINER  4 

9947020503104 


DWARF  MINER  5 

994 7020503105 


MINER  MUSICIAN 

99 47020503202 


Rangers  Regiment  Box  (10) 

9911 0205079 

Rangers  Command  Blister  (3} 

99060205080 


RANGER  TROOPER  1 

9947020503505 


RANGER  TROOPER  2 

9947020503506 


RANGER  TROOPER  3 

9947020503507 


RANGER  STANDARD 

994702QS08G01 


RANGER  CHAMPION 

994?&2a3035Q<3 


RANGER  MUSICIAN 

9947020505002 
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CORE  UNITS 


Thunderers  Regiment  Box  (10)  &  Thunderers  Command  Blister  (3) 

9911 0205076  99060205077 


THUNDERER 
STANDARD  TOP 

9947020507704 


THUNDERER  STANDARD 

994702<]  507703 


THUNDERER  MUSICIAN 

M4702Q507702 


THUNDERER  l 

9947939507601 


THUNDERER  2 

0947020507602 


THUNDERER  3 

99470205&7603 


THUNDERER  4 

99470-30507604 


THUNDERER  CHAMPION 

9947020507701 


SPECIAL  UNITS 


HAMMERER 

CHAMPION 

3947030501601 


HAMMERER 

musician 

9947020591604 


hammerer  STANDARD  TOP 

9947020501 603 


HAMMER  Eft 
STANDARD 

994702O5D1 BQ 2 


Hammerers  Regiment  Box  (10) 

99110205015 


Hammerers  Command  Blister  (3) 

99060205056 


SMALL  ROUND  SHIELD  SPRUE 

90369099004 


HAMMERER  I 

934 7020501 501 


HAMMERER  2 

9947020501 503 


HAMMERER  3 

9947O20501503 


HAMMERER  4 

9347020501504 
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SPECIAL  UNITS 


mm  TAnaos 

After  you  compete  the  painting  cm  your 
Slayer  model,  it's  time  1o  add  Ns  tattoos. 
Tattoos  can  be  anything  -  ferocious 
monsters,  swirls,  runes,  and  more.  The  only 
limit  is  your  imagination. 


STEP  1 

Thin  down  some  Chaos  Black  and  use  il  to 
paint  the  tattoo  carefully  on  his  skin  with  a 
fine  detail  brush. 


STEP  2 

Fill  the  tattoo  in  with  Ultramarmns  Blue.  Take 
care  to  leave  a  black  line  around  the  edge 
Note  -  if  you  don't  want  a  black  line  border, 
skip  Step  1  and  start  here, 


STEP  3 

Carefully  add  a  tew  thin  lines  of  Ice  Blue  lor 
the  highlights  on  ihe  tattoos. 

_ _ J 


Slayer  Regiment  Box  (10)  & 

99110205025 


r  Command  Blister  (3) 

99060205072 


Thr  Stayer  Cnmmuttd  Nish-r  i  tmfums  u  Standard  Hmrvr,  Mitticiati,  and  a  random 
Dumrtwt  Siayvt  f  WM7ft2Q5Q3Q!M>l  or  Dra&)u  SUtyrr  1  \W47f)2tK02955). 


TROLL  SLAVER 


TROLL  SLAVER 


STANDARD 


STANDARD  TOP  2  DAEMON  SLAVER  1 


DRAGON  SLAVER  1 


994702050(2101 


9947020507201 


9947020503056 


9347Q2050295S 


TROLL  SLAVER 
MUSICIAN 

9947QG05021D3 


SLAVER  1 

S947Q2flM2fi&d 


SLAVER  2 

394702U502601 


SLAVER  S 

9947020502653 


SLAVE  R  4 

9947020502602 


SLAVER  5 

2947020502603 
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SPECIAL  UNITS 


SLAYER  DOOMSEEKER 
AXE  1 

9347020503305 


SLAYER  DOOM  SEEKER 
AXE  2 

994702G509306 


Slayer  Doomseekers  Blister  (Random  2) 


iXatmtA-tekeiw,  whirling  their 
LL’Cdf^rj^j.v  tuatiiy  unutntt  ifteit  hend\t 
y}mv  rerMesbty  info  the  enemy. 


99060205093 


SLAYER  DOOMSEEKER 
BODY  1 


SLAYER  DOOMSEEKER 
BODY  2 


SLAYER  DOOMSEEKER 
BODY  3 


SLAYER  DOOMSEEKER 
BODY  4 


9947&2G5093Q1 


99470S0509902 


S9470EOS09303 


9947020508304 


SLAYER  DOOMSEEKER 
AXE  3 

8947020609307 


SLAYER  DOOMSEEKER 
AXE  4 

9947Q205S9309 


Bolt  Thrower  Blister  (1  Bolt  Thrower  A  3  Crew) 

99060205042 


The  ifi>! f  Ttirtmrr  VtujUjx  with  l/rr  (” eniiifm  HaitiHe 

( 994 7tJ205t> / 4! >4  >  shown  with  the  Cttitnon. 


BOLT  THROWER  CAHHIAGE 

9947020504204 


BOLT  THROWER  FRONT  FRAME 

9047020504E06 


BOLT  THROWER  BOW 

9947020604206 


BOLT  THROWER 
CREW  1 

9947020504201 


BOLT  THROWER 
CREW  2 

9047020504202 


BOLT  THROWER 
CREW  3 

9947020504293 


-  ■ 


80LT  THROWER 
BOLT 

9947020504207 


12-SPOKE  WHEEL  SPRUE 

09395999002 


tWJW.G AMEiMNO  RKEKUR  CUM  UB1 
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CANNON  HANDLE 

994702050 14 04 


SOLID  WAGQN  WHEEL  SPRUE 

S9399999C-58 


CANNON  CHASSIS 

9947020501405 


Dwarf  Cannon  Blister  (1  Cannon  &  3  Crew) 

99060205014 


CANNON  BARREL 

9&47C20M14K 


CANNON  CREW  1 

994702050140:1 


CANNON  CREW  2 

9947020501402 


CANNON  CREW  3 

9947020501401 


Stone  Thrower  Blister  (1  Stone  Thrower  &  3  Crew) 

99060205044 


STONE  THROWER 
RIGHT  FRAME 

9047020504404 


STONE  THROWER 
LEFT  FRAME 

9047030604405 


Vw  Stfnw  Thrtmyr  lit  fit  flit'  H'Sfmkt'  Wheci 

Sprue  m.m'mWZi  Shown  with  thr  Unit  Throw  r. 


STONE  THHOWER 
GUNNER 

9047020504401 


STONE  THROWER 
LOADER  l 

9947020504402 


STONE  THROWER 
LOADER  2 

9947C20SIH403 


STONE  THROWER 
ARM  REST 

9947020504405 


STONE  THROWER 
FRONT  CROSSPIECE 

9947020504407 


si  one  thrower 

ELEVATOR  CRANK 

9947020504400 


-i 


STONE  THROWER 
WINCH 

9947020504411 


STONE  THROWER 
FRONT  ELEVATOR 

0047020504410 


STONE  THROWER 
WINCH  HANDLE 

99.5  70205044 12 


STONE  THROWER 
ELEVATION  SCREW 

9947020504413 


STONE  THROWER 
THROWING  ARM 

9947020504409 
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Ironbreaker  Regiment  Box  (10)  &  Iron  breaker  Command  Blister  (3) 

99110205081  99060205082 


IRONBREAKER 
$TA  N  □  ARD 

9947020506204 


IRONBREAKER 

MUSICIAN 

394 7020500203 


IRONBREAKER 1 

9947020500101 


IRONBREAKER  2 

9947020500102 


IRONBREAKER  3 

9947020606103 


IRONBREAKER  4 

9947020500104 


IRONBREAKER 

SHIELD 

9947020500105 


IRONBREAKER 
CHAMPION  ARM 

99 47 0205  OB  B0 1 


IRONBREAKER 

CHAMPION 

9947020500202 


ijonuhcutih  come  nit  ft  the  Ihrmf 
Wtrffhtr  Sfticii!  Sprite  rW.tflftfSKMtfJ 

a faow f i  i\s{it  {l\r  Dwarf  Whn'inr.\. 


LONGBEARD 
STANDARD  TOP 

9947020507504 


LONGBEARD 1 

9947020507401 


Longbeard  Regiment  Box  (10)  &  Longbeard  Command  Blister  (3) 


99110205074 


99060205075 


LONGBEARD  2 

9947020507402 


LONGBEARD  3 

9947020507403 


LONGBEARD  4 

99470205,07404 


LONGBEARD 

CHAMPION 

994702000-7501 


LONGBEARD 

MUSICIAN 

9W7GZ05O7502 


LONGBEARD 

STANDARD 

9  EM  70  £050 7 503 
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GYROCOPTER  rotor  a 

994 702060 R3C3 


GYROCOPTER  ROTOR  S 

9947020500306 


GYROCOPTER  SKIDS 

9947020500301 


Gyrocopter  Box  (1) 

99110205083 


GYROCOPTER 

ENGINE 

9947020500309 


GYROCOPTER  TAIL 

9947020 5QB3Q0 


GYROCOPTER  CONTROL  STICK 

994702050830(5 


GYROCOPTER  CAB 

9947020508302 


GYROCOPTER 

PILOT 

9947020506304 


GYROCOPTER 
PtLOT  ARM 

9947020506307 


GYROCOPTER 
GUBBINS  SPRUE 

994  70206063 1 0 


GYROCOPTER  CHASSIS 

9947020 50  S3 11 


ORGAN  GUN  CREW  1 

9947020504101 


ORGAN  GUN  CREW  2 

9947020504102 


ORGAN  GUN  CREW  3 

9947020504 T 03 


Organ  Gun  Blister  (1  Organ  Gun  &  3  Crew) 

99060205041 


The  Orttfiu  that  Cattles  wish  tin-  1 2 'Spoke 
1  WtrL't  Sprue  tW19QWViMt2}  \thfwft  with 

the  fa>lf  Tftrtwr  in  S/wriui  Units,, 


ORGAN  GUN  LEVER 

9947020504100 


ORGAN  GUN 
COUPLING 

9347020504108 


ORGAN  GUN  CARRIAGE 

93-17020504 1 06 


ORGAN  GUN  BARRELS 

9947020504104 


ORGAN  GUN  FRONT  PANEL 

9947020504106 


ORGAN  GUN  AXLE 

9347926504107 
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RARE  UNITS 


The  Flame  Cunttmi  coring  with  the  Sttlitl  IVta'W  Sprite 

(^39999905^1  shown  wii.it  the  Outturn  it/  Special  Units. 


FLAME  CANNON 
SPOTTER 

9947<J£QSQS7D7 


Flame  Cannon  Box  (1  Flame  Cannon  &  3  Crew) 

99 1 1 020  5087 


FLAME  CANNON 
GUNNER 

9947D2Q5QB70B 


FLAME  CANNON 
LOADER 

9947020608709 


FLAME  CANNON 
BREACH  HATCH 

9947D2D5037O4 


FLAME  CANNON  CHASSIS 

M 47 02 0508701 


FLAME  CANNON 
FUEL  TANKS 

0947020505702 


FLAME  CANNON 
BARRELS 

9947020500703 


FLAME  CANNON 
GUSSlNS 

9947020500705 


FLAME  CANNON 
VALVE  SPRUE 

£$47020303706 


FLAME  CANNON  PANEL 

9947030698710 


FLAME  CANNON  LEFT  SIDE 

9947CZEJ5DS71 1 


FLAME  CANNON  RIGHT  SIDE 

0947020503713 


PAINTING  DWARF  RUNES 

Painting  runes  on  DwarF  war  machines  can 
add  a  level  of  extra  detail  lhat  makes  the 
models  stand  out  from  oi her  war  machines  on 
the  table.  Following  are  a  few  instructions  on 
hew  to  paint  runes. 


STEP  1 

After  painting  the  war  machine,  choose  a 
large,  reasonably  Flat  area  where  it  will  be 
easy  to  paint  the  fine  details  of  the  rune 
Select  the  rune  lhat  you  want  to  paint  from 
Warhammer  Armies:  Dwarfs.  Paint  the  rune 
design  in  Chaos  Black.  Paint  wide,  almost 
exaggerated  lines  so  that  they  can  be  easily 
painted  over  in  the  following  steps 


STEP  t 

For  the  next  stop,  use  a  color  of  medium 
brightness  such  as  Ultramarines  Blue  and 
trace  the  inside  of  the  rune.  Leave  a  bit  of 
black  on  the  outside  of  ihe  rune  to  give 
it  a  bit  of  depth  and  make  il  stand  out  on 
the  war  machine, 


STEP  3 

Use  a  bright  metal  color  such  as  Burnished 
Gold  or  Milhril  Silver  (Burnished  Gold  was 
used  here),  Apply  a  thin  line  through  the 
center  of  ihe  second  color  This  step  makes 
your  rune  stand  Out  from  the  rest  of  ihe 
machine  and  easier  to  see.  Choose  a  color 
that  contrasts  with  the  metal  ol  the  machine. 
Since  the  barrel  of  this  Cannon  is  a  grey 
metallic  color,  bright  gold  was  used  to  accent 
the  rune, 
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GQBUN  HEWER 
LEFT  ARM 

9047QZO5O91O7 


GOBLIN  HEWER 

RIGHT  AHM 

994702O5O&I OS 


Malakai  Makalsson’s  Goblin  Hewer  Blister  (I) 

99110205091 


MALAX  A!  MAKAISSQN 

9947020509101 


GOB  Lift  HEWER  CREW  \ 

9947020509103 


GOBLIN  HE  WEFT  CREW  2 

9947020503103 


GOBLIN  HEWER 
DEAD  GOBLIN 

9947020503104 


GOBLIN  HEWER  BASE 

9M7Q205O9T14 


GOBLIN  HEWER  CHAINS 

SO47O2O509 1 1 1 


GOSLIN  HEWER  AXE  RACK 

9947020509117 


GOBLIN  HEWER  RIGHT  SIDE 

39470205091  OB 


GOBLIN  HEWER  LEFT  SIDE 

9947020500105 


GOBLIN  HEWER 
LOWER  CHASSIS 

B9470aOSOfltia 


GOBLIN  HEWER 
UPPER  CHASSIS 

99470205091 1 3 


GOBLIN 
HEWER  AXE 

3047020509 1 09 


GOBLIN  HEWER  HEAD 

9947020509115 


GOBLIN  HEWER 
MOTOR 

9947020509110 


GOBLIN  HEWER 
SPRUE 

394  70205091 1 £ 
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COUNTERTACTICS 

TIPS  FOR  FIGHTING  AGJUN$T  DWARFS 

A.  Dwarls  are  slow  and  expensive  and  have 
neither  great  magic  nor  cavalry.  Exploit  these 
disadvantages  as  much  as  possible!  Take  fasl- 
moviog  units  to  outmaneuver  the  Dwarfs. 
Outnumber  them,  and  try  Jhom  with  spells.  If 
you  have  a  regular  Dwarf  opponent,  notice  his 
patterns  and  come  up  with  effective  counters,  lit 
he  never  fields  Runesmilhs,  it's  magic  time!  If 
he  deploys  poorly,  use  lots  of  cheap  fast  troops 
to  gel.  the  flank  bonus  and  negate  ranks.  If  be 
takes  few  war  machines,  fake  missile  troops  to 
shoot  the  Dwarfs  to  death. 

B.  You  will  almost  always  get  Che  charge  against  a 
Dwarf  army,  so  make  it  count.  Stack  a  uni!  of 
cavalry  with  a  few  heavily  armed  characters 
and  head  for  the  weak  side  (avoid  Troll 
Stayers!)  of  the  Dwarl  line.  With  average  rolling 
(and  maybe  an  accompanying  unii  charging  In 
(he  front)  you  should  rout  the  unit,  destroy  them 
in  the  pursuit  {Dwarfs  rail  2D  6-1  to  determine 

I  lee  distance),  and  slam  into  the  next  Dwart 
unit.  Dwarfs  are  slow  to  react  -  so  father,  rinse, 
and  repeat!1 

C.  Dwarf  pfayers  wilt  often  overinvest  in  their  Lord- 
level  characters.  While  such  characters  can  be 
veiy  powerful  in  hand-to-hand  combat,  they  are 
also  slow  to  maneuver  and  thus  very  easy  to 
avoid.  If  you  suspect  {or,  even  better,  can  use 
magic  items  io  ascertain  lor  certain)  that  a 
Dwarf  Lord  or  Hero  is  loaded  with  runes,  avoid 
him  like  (he  plague  and  pick  on  the  more 
vulnerable  units  instead. 


TACTICS 

TIPS  FDR  WINNING  WITH  DWARFS 


A.  Dwarfs  have  top-notch  missile  troops  and 
artillery  in  spades.  Dwarf  Thunderers  are  some 
of  the  best  missile  troops  in  the  game.  They 
am  excellent  at  short  range  and  are  [ust  as 
good  as  Dwarf  Warriors  in  combat.  The  use  of 
runes  can  make  unpredictable  war  machines  a 
loi  mar©  reliable  and  deadly.  Don't  be  alraid  lo 
load  up  on  this  stuff f 

B.  Dwarf  units  lend  lo  be  small  and  thus  can  be 
vulnerable  to  targe  units  of  Fear-causing 
Undead  To  combat  them,  stock  up  on  runes 
and  field  Troll  Slayers.  Also,  a  few  Runic 
Standards  can  negate  the  advantage  ol  Fear 
You  can  use  the  Master  Rune  of  Fear  (75 
points).  Also,  l he  Rune  of  Courage  makes  a 
unit  Immune  to  Psychology  for  50  points.  You 
can  also  use  the  same  rune  on  a  second 
banner  along  with  the  Rune  of  Battle  (+1  to 
combat  resolution  for  25  points).  Having  two 
Standards  with  the  Rune  of  Courage  is  allowed 
as  long  as  one  of  them  has  a  second  Rune, 

C.  The  proper  combination  of  runes  can  make  a 
Dwad  Lord  a  very  powerful  opponent  Few 
other  Lord- level  characters  can  diish  out  or 
take  as  much  damage,  and  you  can  find 
several  runic  combi  nations  thal  can  add  a 
bewildering  array  of  versatility  to  your  Lord 


n  n 


COLORS  OF  WAR 


KEV 

|  Top  Box{es):  Basecoat  Colors  &  ink  Washes  fj  Bottom  Bo*[es):  High  lights  W'\  Colors 


R&Q.J)  Fortress  Grey 

fiwftirfiiiNf  tftoe,  SfriS‘  IVftiftr 


AfaiferwM  Blue.  SiMkMfo  Lttthet 
Ultramarine  Bit) e,  Qifcac/ttif  flow 


Scat  fofims  fifty 

BJood  Red,  Skit}!  Wtute 


Djrk  Anficfe  Gtedh,  Bubonic  Brown 
(Stew t.  B  tended  R$hq 


Rt'&fi  Bihv.  Bed  GOfit 
Enchanted  Blue  Ifkiffld  ffstf 


Scotched  Brown,  Soot  Green 

Suborn  Bto\w.  Scw&m  Gmn 


Remt  Btm  Qmtl  Bronte 

Enchanted  Blue  Bum (sited  Gold 


Bohomc  Bran vi,  ho  Bit? 

BUachtiti  ffdrJif.  BfiWn  Bm&x 


Reo  Gvw,  fesftif  Bfown 
fltoarf  flwt  Bubonic  Brown 
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Sftmng  Gokl.  Goblin  Gfti&r 
Burnished  Gold  ScotptM  Grew 


BtUwmin  fltopiwr 
ilvtjtM.'t  8wm  & 

Ptewtorf  5qrw 


Cede*  fifty* 

Cftw$  flfopfr  5  Hamfel) 
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Oitfk  Ange-ts  Steen,  Bottom  MtiW 
Gotitin  Green,  Miitirit  Stiver 


Begat  Bm,  Fortress  Grey 
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Codex  Grp 
Skull  Mute 


\fyjnti  Brown 
Vo  ti  tii  i Brown  A 
Bftsxhtid  Boor 


L^iqjfiurk 

flNttcss  Grey 
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Colton  VeiVc  i: 
flarfAl^.n  VH/'siif 


Storing  Solti,  CtUliWi!  Ink 
Gvrmtwt  Gotf,  SkltH  Mfli  <1$ 


Regal  Stye.  BimH  Red 

Enchanted  Blue.  Blaring  OiMQO 


Hart  Flesh 
Oath  f<eslt  i  5i’corf 
Re:1  Bl.v/ng  Or, wrji- 


Suhftntc  Brown, 

HenUal  Bmm  &  Vsrfiisti 
Bubu.'hc  BtvM). 
Bi/t/om  ftftNWJ  l  Shull  White 


scmctMBmm 
Secreted  Brown  & 
Bleached  Bom 
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i  I  ft.  .j  ail  I— IWB» 

Scorelted  Brown  A 

Bubonic  Brown 
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CONTAINS  THE  SPECIAL 
OFFER  srn  SHOWN  HERE 

Set-  the  itiiuiay  imnnlueUan 
Jin‘  mine  Information. 


FOR  t  COMPLETE  MOO 


9947020  500702  EJurlock  Damminson  Pack 
9947Q20S0870I3  Frame  Cannon  Gunner 
99471 105002 12  Dwart  Weapon  Sprue  3 


DWARF  WEAPON  SPRUE  3 

9947110S0CK312 


tietow:  Dmiy  Braun  i  Gians  Slayers  versus 
Giant  mmjirst  plow  in  the  Haute  Sean- 
rate  gory  tn  the  2004  Chicago  Games  Day 

Gif  hit'll  Demon  fSiinri/ly  Cttittpelititm. 
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Jfe^  JT1 
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Marauder  Sprue  B 

99380203004 

Brafonnian  Foot  Comm,  Sp 

99380205001 

Dwarf  Warrior  Sprue 

93390205002 

Dwarf  Command  Sprue 

99380299007 

Dwarl  Shield  Sprue 

9938 1 1 02002 

Middenheimer  Sprue 

99391199001 

Mordhei-m  Acc'y.  Sprue  (x2j 

Waster  Engineer  Gunther  Hoffman  tensed  his  grip  on  the  telescope  and 
resisted  the  urge  to  rap  the  youngest  member  of  the  cannon  crew  on  the  head, 
instead,  the  Engineer  attempted  to  put  that  energy  to  good  use *  “Why,  young 
Heinrich ,  have  f  not  bludgeoned  you  with  my  telescope  for  not 
loading  the  Great  Cannon  correctly?7'  asked  Gunther  sternly. 

fteinrieh  pulled  himself  off  the  ground,  where  he  had  thrown  himself  after 
fhe  gunpowder  flash,  and  attempted  to  wipe  his  blackened  face  with  his  cap. 

the  instructor  leaned  forward  fruitlessly  in  anticipation  of  an  answer i 
‘ Because.  J7  Gunther  suggested,  hopelessly  staring  at  the  rapid  young  trainee. 
After  a  painfully  long  moment,  the  Engineer  answered  his  own  question. 
'Because  it  is  a  finely  tuned  instrument  and  must  he  handled  with  respect!” 

another  continued  to  stare  down  at  tire  youngster  and  said,  “You  swab  the 
barrel  first,  then  load.  Swab,  then  load .  As  you  and  the  rest  of  the  crew  clean 
tut  the  outhouses  and  stables,  /  think  you  should  repeat  that  to  yourselves.” 

With  that  last  command,  Gunther  signaled  for  the  rest  of  the  class  to  gather 
j  round,  “This  may  be  an  \  rt tilery  School,  and  this  may  he  a  class,  but  some 
lay ,  this  training  is  going  to  save  your  life  and  maybe  the  whole  of  the 
Empire,  Now  repeat  after  me  the  loading  procedures  from  the  beginning/' 

The  Empire  is  the  largest  and  most  powerful  Rinkt:  Murk  utu\  faniior  Httsx  won  third  ptaev 
ealm  at  Men  in  the  Warhammer  world,  ft  is  a  lit  tflt’  I  A  <  rttrhi DaX  Qtgtirti  Oviuoit 

sprawling  domain  that  encompasses  great  hiitninjt  Cmjmiifan* 
noil  mains,  mighty  rivers*  and  vast  cities.  Its 
citizens  and  soldiers  are  as  different  and 


varied  as  the  governing  city-states  and 
provinces  that  make  up  the  Empire, 


Fighting  Style 


Empire  armies  cannot  match  the  numbers  of 
3  horde  army  like  Skaven  or  Ores  &  Goblins, 
lor  can  l hey  match  the  hardened  elites  of  a 
^baos  army  or  High  Elf  force.  Instead, 
Empire  Generals  must  rely  on  She  same 


attributes  that  carved 
out  such  a  large 
realm  in  the  first 
place:  infantry, 
cavalry,  and 
artillery  alt 
used  in  a 
coordinated 
fashion. 


Stilt'  Autit'FMiH  modi1  tfti.y  First  Ktd^hl  of  (hr 
Gaunt  for  if/c  2004  Storm  of  Charts  rurttpusiOl. 


War  machines  can  thin  down  a  horde,  reduce 
enemy  elites,  or  blast  gaping  holes  into  a 
monster  ol  any  size  Infantry  can  hold  up 
enemy  elites,  while  smaller  units  use  the 
special  Detachments  rule  to  countercharge 
and  take  the  loe  on  several  sides.  Cavalry 
charges  are  reserved  for  particularly 
hardened  foes,  striking  the  killing  blow,  or 
devastating  flank  charges.  A  veteran  Empire 
general  will  quickly  analyze  the  threat  against 
his  forces  and  countermove  to  pul  his  troops 
in  the  best  position  to  win.  Sometimes,  this 
process  involves  pfaying  defensively  and 
shooting  up  enemy  advances:  sometimes,  it 
means  closing  quickly  with  the  foe  and 
overwhelming  him  with  multiple  units. 
Knowing  the  strengths  and  weakn esses  of 
your  army  and  your  opponent's  force  as  well 
as  using  terrain  to  maximum  advantage  are 
what  will  bring  further  glory  to  the  Empire. 

Collecting  an  Empire  Army 

Gore  troops  are  the  Pest  place  To  begin  when 
starting  any  army,  and  for  Empire,  that  means 
a  lot  of  choices.  Blocks  of  infantry  like 

Halberdiers,  Spearmen,  or  Swordsmen  can 

form  an  ideal  center.  Archers,  Handgunners, 
and  Crossbowmen  wilt  make  useful 
Detachments  to  thin  down  the  enemy.  Free 
Companies  are  a  low-points  way  to  bulk  out  a 
force  and,  when  used  as  a  Detachment,  can 
offer  valuable  support  to  better  equipped 
units.  The  hard -striking  and  well -armored 


might  of  the  Knightly  Orders  may  also  be 
selected  as  a  Gore  unit,  although  Knights  are 
sure  to  draw  an  inordinate  amount  of  the 
enemy's  firepower  and  wrath. 

When  expanding  to  a  larger  Empire  force, 
players  have  a  plethora  of  fantastic  choices. 
Greats  words  add  more  punch  than  regular 
infantry,  and  Pistol iers  are  a  Fast  Cavalry 
option  that  can  easily  slow  down  or  outflank  a 
foe.  Flagellants  are  angst-ridden  prophets  of 
impending  doom,  but  their  Crazed  presence 
can  easily  hold  and  secure  a  flank.  Empire 
war  machines  deserve  special  mention,  as 
few  things  strike  fear  into  an  enemy  the  way 
a  H  el  blaster  Volley  Gun  does.  The  mere 
presence  of  a  Volley  Gun  on  the  battlefield 
can  cause  the  enemy  endless  worry  and 
concern.  Also,  don't  discount  the  fearsome 
barrage  of  a  Mortar  or  I  he  awesome  killing 
power  (D6  Wounds!)  of  the  Great  Cannon. 
Units  may  be  augmented  with  characters  like 
Warrior  Priests,  Engineers,  or  Wizards  from 
the  esteemed  Colleges  of  Magic. 

The  Empire  is  constantly  Threatened  by 
border  wars,  marauding  Ores,  and  the  dread 
of  Chaos  to  the  north.  Bandits  and  Beasts  of 
Chaos  dwell  in  the  dark  forests,  and  a  new 
threat  is  always  looming.  Still,  the  Empire 
stands  tall  as  a  beacon  of  strength  for  the 
forces  of  civilization. 
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Empire  Battalion  Box  -  99120202007 

■  1  General 
*12  Knights 

*  20  Soldiers 

*  12  Militia 

*  1  Cannon/Mortar 
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Warhammer  Armies: 
Empi  re 

60030202001 


Balthasar  Gett,  the  Supreme  Patriarch  Blister  (1) 

99060202112 


PEGASUS  BODY  RIGHT  SIDE 

9947020211203 


PEGASUS  BODY  LEFT  SIDE 

994702021 1 2C5 


BALTHASAR  GELT  BODY 

9947020211201 


PEGASUS  HEAD 

9947020211202 


STAFF  OF  VOLAN5 

9947020211304 


PEGASUS  LEFT  WING 

994702031 1206 


PEGASUS  RIGHT  WING 

9947020211207 
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Valten,  Champion 
of  Sigmar  Blister  (1) 

99060202120 

BIT  NAME:  V A  LIEN 

BIT  CODE  994702021  JOCK 


Valtenr  Chosen  of  Sigmar  Blister  (1) 

99060202131 


mounted  valten  body 

994702021 31 Q1 


MOUNTED  VALTEN  HAMMER 

3947020213102 


MOUNTED  VALTEN 
TAIULEG  SPRUE 

99^702-0213103 


ARMORED  HORSE  BODY  &  HEAD  SPRUE 
(RANDOM  1.  SH0Y;N  80%  ACT.  SlZE> 

9938029W04 


Valten,  Exalted  of  Sigmar  Box  (1) 

99110202199 


VALTEN  UPPER  BODY 

9947C202 19901 


ALTHANDlN  head 


VALTEN 

TAIL/HAMMER  SPRUE 


9947020219902 


9947030215903 


ALTHANDlN  LEFT  SEDE 

9947030219904 


ALTHANDIN  RIGHT  SIDE 

9947020219905 


VII  riiinujii'C' 


Jimci  Mudils  hi7  ail  ^  1  ^4jac  »fc^  a  1  lNnwri^!!*fl  nnn  in  lliyMlf 


I* 


Karl  Franz  on  Griffon  Box  (1) 

99110202130 


KARL  FRANZ  BODY 

90470202 13M1 


KARL  FRANZ  WEAPON  SPRUE 

9947920213002 


GRIFFON  RIGHT  BODY  SIDE 

0947O2TOM0O6 


GRIFFON  tail 

9947021000203 


EMPEROR  BANNER  POLE 

9947020204402 


GRIFFON  RIGHT  CLAW 

994702 1000206 


GRIFFON  LEFT  BODY  SIDE  2 

9947020204403 


GRIFFON  LEFT  CLAW 

99 47021 DO 0207 


GRIFFON  LEFT  WING  t 

9947020300111 


GRIFFON  RIGHT  W1NG1 

9947020300112 
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DtlAILlHB  VOUR  MODELS  WITH  EMBLEMS 

Here  are  two  examples  of  emblems  you  can 
use  On  hording,  shields,  banners,  or  anywhere 
else  on  your  models.  You  can  also  try  these 

tech mques  with  emblems  ol  your  own  design! 


FLAMING  COMET  SKULL  EMBLEM 


Step  1.  For  a  flaming 
cornel  skull  emblem, 
start  by  cutting  a 

plastic  skull  in  hall  and 
gluing  it  in  place.  We 
tinted  the  skull  red 
for  visibility. 

Step  2.  Paint  ihe 
surrounding  area  as 
normal  and  then  paint 
the  skull  with  Vomit 
Brown.  Paint  two 
wavy  linos  for  the 
comet  tails. 

Step  3.  Highlight  the 
skull  with  Bleached 

Bone  and  Ml  Ihe  cornel 
tails  In  to  look  like 
(fames.  Use  ihe 
background  color  to 
fix  any  mistakes. 

Step  4.  Highlight  the 
skull  with  Skull  White 
and  fill  the  flames  in 
with  a  mix  of  Blazing 
Orange  and  Sunburst 
Yellow.  Add  details 

as  desired. 


blazing  sun  emblem 

Step  1.  After  painting  the 
shield  Chaos  Black,  paint  a 
circle  and  white  lines  with 
thinned  Skull  White. 


Step  2.  Starling  at  the 
lips,  widen  the  lines  with 
Skull  White  until  they 
become  rays  Paint  in 
small  wavy  rays  between 
Ihe  larger  ones, 

Step  3,  Paint  all  of  the 
white  areas  with  Golden 
Yellow.  Fill  in  any  mistakes 
such  as  overlapping 
or  jagged  lines  with 
Chaos  Black. 

Step  4.  Highlight  the  rays 
and  Sun  with  a  min?  of 
Golden  Yellow  and  Skull 
While.  Continue  to  add 
Skull  White  for  successive 
highlights  until  you're  happy 
with  the  results. 
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Luthor  Hues,  Prophet 

of  Sigmar  Blister  (1) 

99060202115 


LUTHOR'S  BOOK 

9947020211503 


LUTHOR  HUSS  BODY 

99470202T150! 


LUTHOR'S  HORSE  HEAD 

9947020211504 


UJTHOR’S  HAMMER 

9947020211502 


MOUNTED  WARRIOR  PRIEST  OF  ULRIC 


WARRIOR  PRIEST  OF  ULRIC 

0947D2O2113Q1 


Luihttr  i(u.v\  uiul  the  Wurrinr 
/Vw-aj.v  rtf  Uirh ■  bfjtft  inrfitth- 
the  Anmn'ti  Hone  Body  <£ 
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nittne/}  with  Vultert. 


Warrior  Priest  of  Ulric  Blister  (1  Mounted  &  1  on  Foot) 

99060202 1 1 9 


MOUNTED  WARRIOR 
PRIEST  OF  ULRIC  BODY 

9947020211902 


Ar-Ulric  Emil  Valgeir  Blister  (1) 

99060202201 


Aft- ULRIC  BODY 

9947O2022D102 


AR-ULRIC  SPRUE 

9&4702O220 1  D-1 


AR-U  URIC  AXE 

9947020220 101 


AR-ULRJC  STAFF 

99d 7020220 103 


WARRIOR  PRIEST  1 


W  A  R  RlOR  P  RIEST  2  WAR  R I  OR  PR  I EST  3 

99470202 1 0405 


Warrior  Priest  Blister  (Random  1) 

99060202104 


WARRIOR  PRIEST  1  BODY 

9947020210401 


WARRIOR  PRIEST  2  BODY 

9947020210403 


WARRIOR  PRIEST 
4  SHIELD 

99470202104O2 


WARRIOR  PRIEST 
2  HAMMER 

994702021 0404 
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MOUNTED  WIZARD  1  ARM 

9947Q29210BO2 


WIZARD  1 

9347020S1 D3&3 


MOUNTED  WIZARD  1  BODY 

994702021 GOOl 


WIZARD  2 

9947020210505 


MOUNTED  WIZARD  2  BODY 

994702021 0304 


Battle  Wizards  Blister  (Random  Matched 
Set  of  1  Mounted  &  1  on  Foot} 

99060202108 


MOUNTED  WIZARD  3  BODY 

994702321 0607 


CAPARISON  HORSE  HEAD  SPRUE  {FANDOM  1) 

99353939012 


CAPARISON  HOH5E  BODY  SPRUE  ^NDQM  1) 

99389999002 


WIZARD  3  ARM 

9947020-210606 


WIZARD  3 

9947920210603 
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HINTING  HORSE  BUR  DENG 

■Horse  barding  can  be  painted  in  a  variety  of 
:x>lors.  Here  are  two  examples  (metallic  and 
golden)  lo  get  you  started. 


META LI  LC 


After  priming  black,  paint  all  metal  areas 
with  Bottgun  Melal  and  wash  with  thinned 
Slack  Ink. 


Afser  the  previous  step  is  dry,  highlight  the 
edges  with  Goltgun  Metal  followed  by 
Ghainmail  and  finally  Milhril  Silver  on  the 
highest  areas. 


GOLDEN 


Basecoat  the  metal  areas  with  Vbrnil  Brown. 


Highlight  the 
armor  by 
painbng  layers 
with  increasing 
amounts  of  Skull 
While  added  to 
the  Vomit  Brown 
In  this  case, 
we've  done 
about  seven  to 
eight  layers  and 
applied  a  final 
small  highlight  ot 
Skull  White  to 
the  edges.  You 
can  stop  at  this 
point.  However,  il 
you  want  a  richer 
golden  color, 
move  on  to  the  step  described  below. 


Glaze  the  armor  with  a  mix  of  Yellow  Ink  and 
Flesh  Wash.  To  apply  a  glaze,  mix  the  two 
colors  together  with  water  to  get  a  gnlripn 
mixture.  Dip  your  brush,  in  the  mixture  and  set 
the  end  of  the  brush  on  a  paper  towel  or  other 
absorbent  material  to  draw  off  (he  excess 


moisture.  Drag 
jhe  brush 
lightly  over 
the  armor 
rather  lhan 
saturating  the 
area  as  you 
would  when 
applying  an 
ink  wash. 


Templar  Grand  Master  Blister  (Random  1) 

99060202110 


BLAZING  SUN  KNIGHT 
GRAND  MASTER  BODY 

994702020030f 


KNIGHT  PANTHER 
GRAND  MASTER  BODY 

99 J 7020202 S05 


WHITE  WOLF  KNEGHT 
GRAND  MASTER  BODY 

9947020201006 


}  Sh‘  Tt'tnphtr  Grand  Xhislv'y 

the  Arttiomi  Hars?  Hmiy 
(t  I  f&tif  Sprue  t 

nftmm  with  Witten. 


FIGHTER  SHIELD  SPRUE 

99263999003 


EMPIRE  ENGINEER  3 

9947 0ZO21 0703 

Master  Engineer  Blister  (Random  1) 

99060202107 


EMPIRE  ENGINEER  1 

9947020210701 


EMPIRE  ENGINEER  Z 

9047020210702 
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KURT  HELBORG 


094702G2G2M 1 


Elector  Count  Blister  (Random  1) 

99060202103 


ELECTOR  COUNT  OF  MID  DEN  HEIM 

!3947a^C£nie04 


ELECTOR  COUNT  OF  AVER  LAND 

394702D2D1902 


ELECTOR  COUNT  OF  HOCHLAND 

0947020201703 


The  Licrsor  Count  ftthlcr  include,*  the  Arntomt  Horse  fUvty 
• K-  fh'itti  Spnn*  { WJH02 )  xiumti  with  Vi iheti  ittut  Fighter 
Shh'ht  Sprue  shown  ftn  opposite  ptw<\ 


Empire  Detachment  Box  (16) 

99120202006 


EMPIRE  DETACHMENT  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

99380202001 
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CORE  UNITS 


Empire  Soldiers  Regiment  Sox  (19) 


99120202001 


EMPIRE  REGIMENT  SHIELD  SPRUE 

99360299003 


*f*l< 


99360303002 


99399990053 
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The  Ltuptn?  Knightly  Oft  hr  box  imiutks 
rhi'  Armom,/  fjttrw  Hotly  <G  Head  Sprue 

mMmwmnhrn'n  With  Vattw* 


EMPIRE  KNIGHTS  SHIELD  SPRUE 

9936020E0G1 


EMPIRE  KNIGHTS  SPRUE  ^SHOWN  70%  ACTUAL  SIZE) 

90380200003 


Empire  Knightly  Order  Box 

99120202002 


KNIGHTS  OF  THE  WHITE  WOLF  SPRUE  (SHOWN  80%  ACTUAL.  SIZE) 

9038 1  '■  00002 
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MAKING  UNIT  MOVEMENT  ttiAVS 

V)any  Wadhammer  armies  consist  of  $ 
lumber  or  large  regiments.  and  the?  Empire 
s  no  exceptions 

LARGE  REGIMENTS 

-or  large  regiments,  take  two  Games 
Workshop  movemeni  trays  and  cut  off  one 
side  from  each. 


Glue  I  he  pieces  to  a  piece  of  thin  plastieardi 
with  super  glue.  Putty  can  hide  the  gaps. 


Paint  your  movement  tray  to  match 
your  unit 


TEXTURED  movement  travs 

For  an  attractive  finish,  texture  Che  sides  of 
your  movement  trays  with  glue  and  sand. 


Paint  the  tray  as  you  would  the  bases  of 
your  soldiers.  A  bit  of  static  grass  finishes  the 
job  nicelv. 


PLASTlCARO  &  BALSA  STRIPS 

Painted  piasticard  and  balsa  strips  aisc  make 
good  custom  sized  movement  trays. 


- 
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Empire  Militia  Box  (20) 


i  tr  itrrhm 


9912G202004 


EMPIRE  FREE  COMPANY  SPRUE  {SHOWN  70%  ACTUAL  SIZE) 

993H1 103001 
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Middenheim  Teutoger*  Guard  Regiment  Box  (10) 

99110202200 


CORE  UNITS 


TEUTOGEN  GUARD  HAMMER  1 

994708022KH>5 


TEUTOGEN  GUARD  HAMMER  2 

9947(120220006 


TEUTOGEN  GUARD  BODY  t 

9&tt«oeawoi 


TEUTOGEN  GUARD  BODY  2 

9947020220002 


TEUTOGEN  GUARD  BODY  3 

994 7U2&22O0O3 


TEUTOGEN  GUARD  BODY  4 

9947020220004 


TEUTOGEN  GUARD  HAMMER  d 

9947020220008 


Middenheim  Teutogen  Guard  Command  Blister  (3) 

99060202202 


TEUTOGEN  GUARD 
CHAMPION  HAMMER 

9947020220202 


TEUTOGEN 
GUARD  ARM 

9947020220206 


TEUTOGEN  GUARD 
CHAMPION 

99^7080830201 


TEUTOGEN  GUARD 

standard  bearer 

99470202P0203 


TEUTOGEN  GUARD 
MUSICIAN 

9947O2O220205 


TEUTOGEN  GUARD 
STANDARD 

9947020^0204 
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npire  Greatswords  Regiment  Box  (10)  &  Empire  Greatswords  Command  Blister  (3) 

99 1 1 0202204  990602021 1 A 


GREATS  WORD  1 

9947030211301 


GREATSWORD  3 

994703021 13D3 


GREATSWORD  2 

9947&2&211302 


GREATS  WORD  4 

9947020211304 


GREATS  WORD  CHAMPION 

9947020211403 


greatswqrd  drummer 

9947020211401 


GREATS  WORD  STANDARD  BODY 

9947020211402 


GREATSWORD  BANNER 

9947020211404 
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Empire  Cannon/ftartar  Box  (1) 

99120202005 


EMPIRE  CANNON  CREW  SPRUE  (SHOWN  70%  ACTUAL  SIZE)  EMPIRE  ARTILLERY  SPRUE  (SHOWN  70%  ACTUAL  SIZE) 

99390202001  gSOSOZOZDO^ 
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SPECIAL  UNITS 


PISTOUER  LEGS 

6947020201204 


Empire  Pistoliers  Blister  (Random  1} 

99060202012 


PISTOUER  BODY  3 

9947020201203 


PISTOLIEfT  BODY  2 

9947020201202 


MEDIEVAL  HORSE  HEAD  SPRUE 

99303993013 


MEDIEVAL  HORSE  BODY  SPRUE 

99339999003 


FLAGELLANT  1 

994702021 0601 


Empire  Flagellant  Box  (10) 

99110202106 


FLAGELLANT  4 

9947D2 0210604 
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FLAGELLANT  2 

9047020210602 


FLAGELLANT  5 

994702021 0605 


FLAGELLANT  3 

9947020210603 


FLAGELLANT  5 

9947000210606 


1!  iirt.il.  tr  i  —  ippli "  I  M* ttob* Hlr.  in  *  hptacv  in  -I I  ►  li  i  *  n* 


mir  n  Ullu'  I  b  faults  '  il  l  kI  L|“  ■ 


i-lL  K+^lill  *  I*  illl  lbrtft|  ■  "U  ■ 


— CJlTvTES  WimHOP  CflTflUMJ 


THE  EMPIRE 


Heiblaster  Volley  Gun  Boa  (1) 

99110202109 


HEL8LASTEF  CREW  1 

5947020210901 


HE L8L ASTER  CREW  2 

994  70202 1 0902 


HE LSL ASTER  CREW  3 

994702021 C903 


HELBLASTEFt  CHASSIS 

99470202 10909 


HELBLASTEfi 
FRONT  ELATE 

99470202 10905 


HELBLASTER  SPRUE 

9947030210907 


HELBLASTEFt  GUM  BEAM 

9947020310511 


HE L BLASTER 
GRIFFON 

9947020210909 


HELBLASTER 
ELEVATOR  BEAM 

9947D2021091 □ 


HE  L.BL  ASTER 
SACK  PLATE 

90470202 109 04 


HELBLASTER 

BARRELS 

904 70202 10900 


12-SPOKE  WHEEL  SPRUE 

993G9990OC2 


MAKING  WAR  MACHINE  BASES 

Cut  a  piece  of 
hardboard  or 
thick  plasticard  to 
an  appropriate 
size.  Alternatively, 
you  might  try 
trimming  off  (he 
edg  es  of  a 

standard  movement  tray  and  using  it  as  your 
starting  base  Glue  a  piece  □!  2"  foam  to  the 
base  with  hot  glue. 


Shape  thg  foam  wilh  a  knife  and  sandpaper. 
Be  sure  that  the  foam  is  large  enough  to 
accommodate  the  war  machine  and  crew. 


GJue  rocks  and  reeds  (cut  from  a  scrub  brush 
and  glued  in  place  with  hot  glue)  to  the  base. 
Next,  cover  the  rest  o!  the  base  with  glue  and 
Sprinkle  your  basing  mixture  over  it.  Once  dry, 
paint  it  black. 


Highlight  all  l he 
elements  as  you  would 
il  they  were  on  a  standard  soldier's  base. 
Add  static  grass  and  other  bitz  for  effect. 


The  example  below 
is  made  from  e 
Chariot  base. 


STEAM  TANK 
COMMANDER 

3947020211723 


STEAM  TANK 
COMMANDER  ARMS 

99470303 1 1 72-1 


STEAM  TANK 
EAGLE 

9947030311719 


STEAM  TANK 
ACCESSORY  SPRUE 

9947030211713 


STEAM  TANK 
SHROUDS 

9947020211725 


Empire  Steam  Tank  Bon  (1) 

9911030211 7 


STEAM  TANK  CANVAS 

994 70J02 11720 


STEAM  TANK 
COMMANDER  STAND 

9EH70202 1 1 722 


STEAM  TANK 
FRONT  WHEEL 

9947020211716 


STEAM  TANK 
CANNON  BASE 

9947020211715 


STEAM  TANK  CANNON 

99  4  7  0202 11  TOG 


STEAM  TANK  EXHAUST  RIPE 

9947030211709 


STEAM  TANK  WHEEL 

9947020211714 


-  U— *?u 


4*1.  iM 


■ 


STEAM  TANK  BARREL  TOP 

994702021 1710 


Steam  tank,  back 

994702021 1 712 


STEAM  TANK  HATCH  SPRUE 

9947020211721 


STEAM  TANK  BARREL  BOTTOM 

9347020211711 


STEAM  TANK  AtfLE 

9947020211713 


STEAM  TANK  HVDFIAUL1CS 

991792021 171 7 


STEAM  TANK  RIGHT  SIDE 

994 70202 H 701 


STEAM  TANK  LEFT  SIDE 

994702021170-1 


STEAM  TANK  FRONT  RIGHT  SIDE 

99470292 11 702 


STEAM  TANK  FRONT  LEFT  SIDE 

9947020211 70S 


STEAM  TA NK  B ASE  CTE AM  TANK  TOP 

994702021 1 793  994702021 1  ?07 


Trf 


STEAM  TANK  TURRET 

99470202H  700 


RARE  UNITS 


DEVOTIONAL  TALISMANS 

PURITY  SEALS 


— 


Step  1,  Purity  seals 
are  easily  made  from 
slrips  of  paper  grid  a 
small  ball  of  green 
stuff.  Glue  the  paper 
down  and  then  press 
the  pully  into  place. 


Step  2.  Prime  and 
painl  the  model  For 
the  seal,  start  with 
Scab  Red  for  the 
wok  seal  and 
Bubonic  Brown  for 
the  paper  slrips. 

Step  3.  Highlight  the 
Scab  Red  with  Blood 
Red  and  the  Bubonic 
Brown  with  a  Bubonic 
Brown  and  Bleached 
Bone  mi x  and  then 
Bleached  Bone. 

Step  4.  Apply  a 

final  highlight  to 
the  parchment  with 
Skulk  White.  Thin 
dawn  Chaos  Black 
and  paint  thin 
jagged  lines  to 
represent  writing. 


SHIELDS 


Step  1.  Start  with  smooth 
plastic  shield  and  some 
green  stuff.  After  the 
parchment  is  sculp  Led  on. 
press  two  tiny  baits  of 
putty  in  each  corner  to 
look  like  nails. 


Step  2-  Paint  the  shield 
Scab  Red,  the  parchment 
Bubonic  Brown,  and  the 
nails  Chaos  Black. 


Step  3. 

Highlight  the  Scab  Red 
with  Red  Gore  Highlight 
the  parchment  by  adding 
more  and  more  Bleached 
Bone  to  Bubonic  Brown 
for  successive  highlights. 


Step  4.  Highlight  the  ahicld 
with  Blood  Red.  Apply  a 
highlight  to  the  parchment 
with  Skull  White,  Thin 
down  Chaos  Black  and 
painl  Shin  jagged  lines  to 
represent  writing. 
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The  Kislev  an  cutty  uvuitubi?  via  Special  Offer. 


TZAR  BORIS  BODY 

y&470202124Q1 


TZAR  BORIS  BEAR  LEFT  SIDE 

$347020212405 


TZAR  BORIS  BEAR  RIGHT  SIDE 

3S4702021 2400 


TZAR  BORIS  BEAR  HEAD 

9$47-£]2f]2l24Q4 


Tzar  Boris  of  Kislev  on  Bear  Box  (1) 

99110202124 


TZAR  BORIS  BACK  BANKER  SPRUE 

904 702021 2403 


Warhammer 
Chronicles  2004 

60040299015 


Wsi  rbiun  mi'r  C  Ti  i  on  i  c  It.', 
i\  i  in  tinrwtif  t  utnpilaticn) 
o  f  WtitiistuUner  articles 
altmy  with  revised  er 
pin  'ii msfy  impithfi .v  turd 
nttiwrhiL  hi  ihi\  hook, 
Xf*tt  will  find  die  tuh'M 
rides  far  rite  Empire 
Kistev  item  v. 


(  rente  a  « tintpicte  Ktslev  tinny,  *w  esmihiite  (hem  with  utt  Empire  urn c,  }n\t  4 r *•  S'/rt'r  Ctnttiskcx  ftn.t  done 
here.  dhtein  u  the  Winded  Lmweni  netir  the  Lwpire  Knights  tiihrw\  the  hmeei.s  tt>  Unmet l  ti  emnbined 
avsnifti  with  r/tr  kidvhts  ar  eointteralhwk  m  defend  the  K.ninhts  avain'it  the  enetnx. 


''-nr  Until  hwj  iiisfitinieirinl  irut  revival  nf  the  in  tm  hear 
■tit  I  then  hiht  been  overtaken  by  weed  tiff  (if  cither  fere  [fin 
rods,  fh  in-,  nutter  leek  rise  tend  of  initiation  <mti  nvitf  into 
fit  fared*  it!  Untie  ti  hear.  He  N‘rJ.V  fnliltd  u'urta  Uiler  with  (t 
•ijtanth  bear  ituttniing  lit*  imratr,,  inii.x  butty.  \fte r  Herts 
'sttne  to.  he  returned  m  Kistev  with  r he  hear  fieri?,  1  inn  ted 
he  hear  Umkin  (ttieauinfi  hetir-br/nhen,  and  together,  they 
twit ht  many  (kin tea. 


TZAR  BORIS  WEAPOWHAT  SPRUE 

0&470202-1 3402 


•  .;l  n  •PHiiim  1  uw  -II*-  1  M*vki_  S'lif,  .1 1 1{  il  1*11  hii  -  .„.l>  .  mitr  i  1 ' . ,Pp 
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II. 


THE  EMPIRE  -  MSLElf 


Kislev  Ice  Queen  Blister  (1) 

99060202014 


Kistr  i'  iff  Qttfi'H  iifister  inrttulfx  the 

Metlievai  Horse  Ho tty  Sprite  (993S999900M  unti 
the  Medieval  Horse  He m!  Sprue  f993S9999tH.fi 
shown  With  thf  Umpire  Pistofirrs. 


KISLEV  ICE  QUEEN  BODY 

9947O2U0Q1 4Q1 


Kislev  Boyar  Blister  (1) 

99060202195 

BIT  NAME:  KISLEV  BOYAR 

BIT  NUMBER:  0947020219501 


CORE  UNITS 


Kislev  Kossars  Regiment  Box  (10) 

99110202121 


KISLEV  KOSSAR 
STANDARD  BEARER 

934702021 28D3 


KISLEV  KOSSAR 
MUSICIAN 

99470292 J2G02 


KISLEV  KOSSAR 
CHAMPION 

094700021 2BQ1 


Kislev  Kossars  Command  Blister 

99060202128 


KISLEV  KOSSAR  1 

094 7020212101 


KISLEV  KQSSAH  2 

9947020212102 


KISLEV  KOSSAB  3 

9947020212103 


KISLEV  KOSSAR  4 

994702021 21 04 


KISLEV  KOSSAB  5 

0347020212105 


KISLEV  KOSSAR  6 

9947020212106 
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m 
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CORE  INITS 


Tfu-  KisUt  M'VnjtVf/  hmccrs  HcgutwtU  Boxed  Svt  iijrhttk-s 
Medieval  Hit rw  tiwtv  Sjr cm  {W.Wyy&WCLfj  wnd 
Medina!  Horw  Hvad  Sprues  shown  with 

the  Empire  PisiaHers;*. 


Kislev  Winged  Lancers  Regiment  Box  (5) 

99110202123 


KISLEV  WINGED  LANCER 
DRJMMER  BODY 

9947020200807 


KISLEV  WINCED 
LANCER  LEGS 

9947020200701 


KISLEV  WINGED 
LANCER  WING 

9947020300702 


LARGE  ROUND  SHIELD  SPRUE 

99369999000 


KISLEV  WINGED  LANCER 
CHAMPION  BODY 

9947030000006 


KISLEV  WINGED  LANCER 
STANDARD  BODY 

9947020200 SOS 


KISLEV  WINGED 
LANCER  BODY  I 

9947920200703 


KISLEV  WINGED 
LANCER  BODY  2 

90 4 7 02 020 07 04 


II  nitiiunim  if  rsifyliid  -wpj  sM> -I  b«  ?•  •  U  MtiL,Hn|  pp*iM  irf  al|  ■  |i  ■  •  *  *  !>•!  mta  ■  *!&&•  i  ^nrta:  •  iru  mi  •  «-Lbl  i|*p  I  him  lr  r.  •  «  i 


CORE  UNITS 


Tht  KiMt'V  Itut'sv  Aixhet  Boxmd  Set  include* 
Xkiiieviif  ifarxe  Binly  Sprues  ( 99.WJ WWJiW t  ttml 
Meitivvttt  Horw  Head  Sprues  twmwmt.i. I 
shtmw  with  the  Empire  Pis!t>fier.\. 


KISLEV  HORSE  ARCHER 
STANDARD  BODY 

9947020200603 


Kislev  Horse  Archers  Box  (5) 

9911 0202122 


KISLEV  HORSE  ARCHER 
CHIEFTAIN  BODY 

994702Q20C6DI 


KISLEV  HORSE 
ARCHER  MUSICIAN 

3947D2G2C0&02 


KISLEV  HORSE 
ARCHER  W  SWORD  2 
M4702D2WS0& 


KISLEV  HORSE 
ARCHER  BODY  2 

9947020200508 


KISLEV  HORSE 
ARCHER  BODY  1 

9047020200507 


KISLEV  HORSE 
ARCHER  LEGS  A 

99470202* 220 i 


KISLEV  HORSE 
ARCHER  LEGS  5 

9947O202 t 2202 


KISLEV  HORSE 
ARCHER  LEGS  6 

S947&202 12203 


FAINTING  KISLEVITE  HORSES 

Kislevite  Horses  often  have  war  paint  on  Ihem. 
Here  is  a  simple  and  quick  way  to  pain!  your 
Kigievite  war  paint. 


STEP  1 

Start  by  priming  the 
model  Chaos  Black 
and  then  paint  the 
coal  of  the  horse 
Scorched  Brown, 

STEP  2 

Drybrush  the 
horse's  coat 
with  Dark  Flesh. 
Don't  worry 
about  nearness 
at  this  stage. 

STEP  3 

Drybrush  |ha  coat 
with  Vermin.  Brown. 
Apply  this  coat 
sparingly  and  leave 
the  previous  color 
showing  through  in 
l he  recesses. 

STEP  A 

Faint  the  marcs, 
harnesses,  and 

other  details  with 
Chaos  Black.  Next, 
dry  brush  the  manes 
and  tail  with  Code* 
Grey.  Highlight  the 
reins  and  straps. 

STEPS 

Apply  Red  Gore  to 
Ihe  underbelly  and 
legs  of  ihe  horse. 
Apply  this  color 
carefully  It  may 
require  a  lew  coats 
for  lull  coverage. 

STEP  6 

Drybrush  the  Red 
Gore  areas  with 
Blood  Fed.  To 
finish,  follow  the 
drybrush  with  a  final 
highlighl  of  Blood 
Rod  wilh  a  little 
Blazing  Orange 
mixed  in. 


\\  1 
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Thv  kisiev  Grvphrm  i.exwm  Regiment  Boxed  Set  mriudet- 
fdetiiernl  if  one  Body  Sprues  i  W.1HUW900J )  uttd  Medieud 
Him e  Hdiul  Sprues  (99389999013,1  \fn/wn  with  tin  ■  Etttpin- 
Phlofwr.%  and  Lar^f  Rfiwtd  Shiefd  Sprites,  {W.iWWWMlfti 
shown  wtih  the  fils  fee  Winded  Lancers, 


KISLEV  GRYPHON  LEGION 
MUSICIAN  ARM 

99470202 1 9606 


Kislev  Gryphon  Legion  Regiment  Box  (5) 


rlW 


99 110202196 


KISLEV  GRYPHON 
LEGION  STANDARD 

9347020219604 


KISLEV  GRYPHON 
LEGION  SWORD  ARM 

9S4  70202 I960? 


KISLEV  GRYPHON  LEGION  LANCE 

994702&2196O9 


KISLEV  GRYPHON  LEGION 
CHAMPION  BODY 

9947020219601 


KISLEV  GRYPHON  LEGION 
MUSICIAN  BODY 

99470202 1969& 


KISLEV  GRYPHON  LEGION 
STANDARD  BODY 

9947020219603 


KISLEV  GRYPHON 
LEGION  WING 

9947020219610 


KISLEV  GRY PHQ N  KISL E V  GRYPHON 

LEGION  BODY  1  LEGION  BODY  2 


9947020219607 


99470203 19SD& 
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HOME 


TACTICS 


TIPS  FOR  WINKING  WITH  THE  EMPIRE 

A.  Perhaps  ihe  Empire  army's  greatest  strength  is 
its  flexibility.  You  can  throw  your  regular 
opponents  tor  a  loop  by  varying  the  type  of 
Empire  army  you  fiefcf:  an  all-cavalry  force,  a 
stand-and’Shoot  army,  a  "horde"  army  oi  all 
Slate  Troops  arid  Militia,  or  an  artillery-heavy 
force.  Though  your  opponents  may  know  that 
they're  preparing  to  play  an  Empire  army, 
they'll  never  be  sure  which  Empire  army  will 
take  to  the  Held, 

B.  While  (here  are  a  number  of  great  suits  of 
magic  armor  In  the  Empire  arsenal,  it  is  often 
more  effective  (and  sometimes  cheaper) 
simply  to  equip  your  character  rrmdels.  with  full 
plate  armor,  a  shield,  and  a  herded  warhorse 
for  a  1+  armor  save.  Even  though  all  this  kit 
costs  36  points  for  a  Loid  and  24  points  lor  a 
Hero,  these  points  do  not  come  out  of  the 
allotment  that  can  be  spent  on  magic  items, 
which  enables  your  characters  lo  carry  more 
powerful  magic. 

C.  II  an  Elector  Counl  serves  as  your  General, 
one  unit  of  State  Troops  can  carry  a  magic 
banner  worth  up  to  50  points,  ll's  often  a  good 
idea  to  equip  a  sizeable  unit  at  Halberdiers  or 
Spearmen  with  the  Griffon  Standard  to  double 
its  normal  rank  bonus  from  +3  to  +6.  The 
Griffon  Standard  can  turn  a  middling  unit  of 
State  Troops  into  a  real  combat  monster! 

D.  Flagellants  are  llexible  iroops  that  can  be  used 
to  tie  up  powerful  enemy  units;  to  guard  weak 
Hanks,  vulnerable  artillery  and  missile  troops, 
and  battlefield  objectives;  and  to  defeat  weak 
and  middling  enemy  troops. 


TIPS  FOR  FIGHTING  AGAINST  THE  EMPIRE 

A.  If  a  regular  opponent  has  a  farge  collection  of 
Empire  models,  and  tends  to  vary  the 
composition  oF  his  force  radically  Irom  game  lo 
game,  you  can  counter  by  bringing  a 

toum ament-style  force  designed  to  take  on  a 
variety  of  types  of  armies. 

B.  There  are  a  number  of  weapons  that  do  mol 
allow  armor  saves  that  are  perfect  for  attacking 
heavily  armored  Empire  characters  and 
Knights.  When  ytxi'rd  preparing  to  face  an 
Empire  army,  particularly  One  you  know  lo  nave 
a  lot  of  heavy  cavalry,  it's  a  good  idea  to 
include  Cannons,  Stone  Throwers,  and  BoFl 
Throwers.  Also,  many  magic  spells  and 
weapons  ignore  armor  saves  and  can  he  useful 
when  facing  Empire  iroops.  Alternatively, 
models  with  high  Strenglh  -  e.g.,  those  with 
groat  weapons,  cavalry  with  lances,  Chariots, 
and  Monsters  -  can  reduce  the  saves  of 
heavily  armored  troops, 

C.  Once  you  learn  that  a  unit  has  the  Griffon 
Standard,  do  your  best  to  flank  it,  When 
Ihe  unit  loses  its  rank  bonuses,  Ihe  Griffon 
Standard  becomes  useless  and  ihe  unii 
will  be  likely  to  fold, 

D.  Flagellants  can  bo  frustrating  opponents, 
particularly  when  they  lie  up  your  most 
powerful  units  (or  multiple  turns  Only  engage 
them  wish  powerful  units  that  can  dish  our  a  lot 
of  attacks  and  kill  the  Flagellants  qutckly,  Do 
the  math  in  your  head  beforehand  and  only 
engage  with  troops  that  can  destroy  the 
Flagellants  in  no  more  fhan  2  or  3  player  turns, 
Troops  with  WS5  or  higher  are  great  for  this 
task,  as  the  WS2  Flagellants  will  require  5's  to 
hit.  Alternatively,  if  you  have  tasi  troops  like 
cavalry  ot  flyers,  you  can  lure  the  Flagellants 
inward  your  troops,  and  then  run  circles  around 
the  Flagellants  and  avoid  them  like  the  plague- 
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|  lop  Bo^es):  Basecoat  Colors  &  Ink  Washes  [~|  Bottom  Box(es);  Highlights  Mixed  Colors 


ft 


ALTDORF 

Scat)  Retl.  un  lam,1 w'nes  flfre 
Sibw.'  RM  /£•)  B-'ut' 


AVER LA NO 

Golilcn  Cfmos 
Saif  Moan  MfiWiJlV,  fortress  G tty 


BOGEWHAFEN 

Bubpnk.  Bfo.vn  Lithe  Purple  <5  Gfi&OS  tf-W 
£!ifat:bf.ii  Gone  J  Skull  fliritt,  Litht  PiitpfS 


HOCHLAND 

Scab  flc-J,  S(?pr  flrasri 
Sfoed  Rea,  Sm/jmgit  £refivr 


ICOSSARS 

fiad  Gout,  EitctmotMi  Bhte 

Bfaod  Red.  t£0  BfuS 


MIDDEN  HEIM 

frjritt  Gm.  ftflCTJJ1  S.l'jfl 
Sfojtf  HVlflC.  Jtff  SHaT 


middenlano 

Eteftanftd  Stole. 
fcj  ffh/o.  frRjtftf}  Stfflti 


NORDLANO 

t!7LV',i.-i,'i:J  Blue.  Gfiio&i  ftWffiv-  iJ.  fifli/  to* 
ice  fltojf.  Saif  town  faflAiv 


NULN 

CImos  g^v  Qffiwrf  yetew 

Shadow  Gcey.  Otafifrf  VW*'  ,v  &  BUmciuHl  Soot 


QSTERMARK 

7 ettactXlA  Golden  Wlbw 

K;-;,?ri  fi'h.T.  fomburst  Yelion 


ostland 

Ct?ao$  Blade  Rod  Gore 
Skint  WitHe.  Blood  tibt 1 


REIKLAND 

Steadied  Bffl c  Scat)  Bed 
Skill!  Hflww  Blood  Rod 


STIRLAND 

Datk  Angeb  Green,  Saida  1  VWtoiv 
Sn:.,;:."J.,i  G.-cr-.-x  ftirJ  town  VWAr.;1 


STIR  RIVER 

GpAjiVj  urtvju,  farJfiijj  ij.'Ci-' 

^Ci.v^/lw  Green,  Skat  I  Wirto 


WISSENLAND 

CaatxGwy,  GftSOSft tick  .v  ffre.k 

~  SJruJJ  vm to.  fyti:.-;.*  Qm 
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KEY 

|  Top  Box|[es):  Basecoat  Colors  &  Ink  Washes  r~|  Bottom  Bootes):  Highlights  Mixed  Colors 


GRAND  MASTER  OF  THE  BLAZING  SUN 

Qxilsien  Vd?iV,n-,L,  f'/ufl.e 

ffiJ’wcau  'rtutofcv,  awrntfftcrfiij.w 


GRAND  MASTER  OF  THE  KNIGHTS  PANTHER 

BLmng  Orange  Reg.it  Blue 
Sunburst  Yditaw.  tee  Blue 


GRAND  MASTER  OF  THE  WHITE  WOLF 

Sfrhln  hi  Grey  GotSe*  Qiey 
SkulS  kvi.'if-b!.  Spjct'  Giirf 


ftivtl  A'^vjn/''.  Krtightu  of  rhi  -  HltizjtiR  Stitt  uwi  first  phiar  to  stir  2fX)4  Bttilimwv  Cumm  Day  Gnideti  Dawn  Fainting  (\nnpaitsan 


MF  WBllhim  f  =Mfuiiti  Mwilk.  twl  I.  nfl  ijii  ■>  at  ill  *  k.*f  inrf  niln  *  witi  f  'npirfii*  *ar  *4»t  4<*Iii  l»  Immh  iti-»  «ftm * 


SHOWCASE 


Hfttm v  *'  iJ^rr/j'iT  Kttntser  hy  Dtmg  n 
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ALTERNATE  MUDEL  *  CORE 

Border  Prince  Troops 

COMPONENTS  FOR  4  COMPUTE  MODELS 


f 

99360299003 
99330203002 
,  993311 0200 1 

Empire  Shield  Sprue 
Men -al -Arm  5  Sprue 
Empire  Miiil«a  Sprue 

J 

COMPLEXITY  DATING 

(0  ^ 

o 

o 

o 

o) 

ALTERNATE  MODEL  -  SPECIAL 

Empire  Great  Cannon 


\ 


COMPONENTS  FOR  1  CANNON  &  3  GREW 

r - - - 

9938 1 1 0200 1  E  mpi  re  Mi  litia  $pru  e 

9939D2Q20D1  Empire  Crew  Sfrue 

3933 D2020D2  Empi re  Arlille ry  S pr ne 

9947020211714  Steam  Tank  fteai  Wheel 

X. _ _ _ 


CCMPLEKRY  RATING 


DIG  G 3.ME5  WO RHSHOP  C [iTM on 


Left:  Ilrvtm  Shaw  u'fjF?  place  with  Iris 

Warrior  Priest  <tf  i 1  'Meat  the  2004  f.os  Angeles 
Games  Dm  Gulden  Denton  Painting  Competition 


Ahtivr;  Bren  DeWtdd's  Ostermwk 

Pegax rfv  fiidcr  won  first  phtre  at  the 

2004  liuifimtm'  Gantt', \  Dux  (ridden 

■ 

Demon  Painting  Competilitw. 
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THE  EMPIRE 


Hr  In  h\T  i.iliiitm  Ttn\  'v  Tz.ur  Rons  on  Heat  won 


!ht\  Gokfen  Damn  Painting  Comptiititm 


lii'iow:  Seh  VcrT'v! >  Empire  Hero 

wrm  thin!  place  tti  jlrr  Z(k)j 


Pa inlint’  Comjwtitu m 


Afrvvt:  Mail  Ruck's  Empire 
Greatxwurd  wo if  nmttci  -up  tit  she 


Demon  Piiitiii/tj;  Competition. 

Helm  v:  Do  tig  Jottc<  won  first  place 
ut  the  2004  Chicago  Game*  Day 
(jfiiiten  Demon  Painting  Compemitm 
mi  til  hi-*  Etenyrati  tiryphnn  f.eiyon. 
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We,  the  Asur ;  are  a  noble  people,  our  long:  and  proud  history*  stretching 
back  to  a  time  when  Men  were  still  fur-clad  savages >  Living  on  our  fair  isle 
of  Ulthuan,  set  in  the  center  of  the  Great  Ocean,  we  are  far  removed  from  the 
petty  squabbles  of  the  lesser  races.  Here,  we  are  able  to  practice  our  magic  and 
our  arts,  perfecting  them  for  no  reason  other  than  the  sheer  joy  of  it. 

We  are  a  tall  and  slender  people,  slight  of  build  and  graceful  of  movement. 

Our  armies,  too,  move  with  fluid  grace  as  do  our  warships  and  steeds.  All  that 
we  touch  is  elegant  and  finely  crafted,  for  we  are  a  long  lived  people  and 
refuse  to  surround  ourselves  with  ugliness  and  discord.  During  our  long  lives, 
we  are  able  to  perfect  many  skills,  and  our  people  are  renowned  for  our  highly 
skilled  artisans,  our  fine  craftsmen,  the  beauty  of  our  art,  and  the  melodious 
grace  of  our  songs.  All  in  all,  we  are  a  race  that  loves  beauty  and  treasures 
skill ,  but  our  days  are  not  all  spent  in  idle  pursuits. 

Since  the  time  of  the  Sundering,  we  have  been  a  besieged  and  embattled 
people.  Our  cursed  Dark  Elf  cousins  are  bent  on  nothing  short  of  complete 
dominion  over  as,  and  their  treacherous  leader  Male  kith  will  not  rest  unlit  he 
sits  on  the  Phoenix  Throne.  To  repel  this  unending  barrage  oj  piracy 
and  raids,  we  must  train  constantly  for  war  and  remember  the  Golden 
Age  before  this  hellish  time  of  strife. 


■Iijtyj.v  Wil.um  ttfk'mt  thi \  liiv)\  El/ 
Mum*  the  2W4  Chit  two  dot (ftn 

Demttrl  emrllltlv  Competition. 


STitiwn  Wtfgner  /xihueri  flits 
amtzitjtf  Hifjwuter  Huff  Thromr, 


tacticians  well  try  to  avoid  senseless  frontal 
assaults  or  battles  of  attrition.  After  ali,  why 
use  a  sledgehammer  when  a  rapier  is 
what's  needed? 


High  Elf  armies  are  best  when  exploiting  their 
flexibility.  They  can  present  an  impregnable 
line  of  spears  in  defensive  formation  when 
needed  or  send  out  brilliant  counts rstrikes  of 
fast- moving  cavalry,  A  mass  of  Archers  and  a 
few  Eagle's  Claw  Repeater  Roll  Throwers 
can  blunt  even  the  most  determined  mass 
attack.  Few  foes  can  withstand  the  charge  of 
units  such  as  Swordrmasters  or  Dragon 
Princes,  especially  when  these  charges  are 
combined  with  supporting  charges  from 
speedy  Ti ranee  Chariots  or  Great  Eagles, 

Collecting  a  High  Elf  Army 

The  first  step  to  collecting  a  Hrgh  Elf 
army  is  to  get  your  hands  on  a 
few  Core  choices.  They  will 
fulfill  your  minimum  army 
requirements,  and  even 
the  most  basic  of  f-hgh 
EEven  troops,  the  Archers 
(with  BS4)  and  Spearmen 
WS4  and  the  ability  to 
in  three  ranksl),  are  experts 
rival  the  eiites  of  other 
armies.  Players  who  can't 
decide  between  Archers  and 
Spearmen  should  consider 
Lothern  Sea  Guard  -  a 
unit  that  incorporates  both 
weapon  types. 


The  High  Elves  are  an  ancient  race  that 
once  ruled  the  War  hammer  world,  The  High 
Elves  are  seafarers  and  powerful  In  magic, 
but  the  High  Elves  long  ago  retreated  to 
their  island  homeland  of  Ulthuan.  Mobte  or 
haughty,  depending  on  your  viewpoint,  the 
High  Elves  live  in  self-imposed  isolation. 
They  tight  to  protect  their  home  and  preserve 
their  way  of  life. 


Fighting  Style 


In  most  aspects,  the  High  Elves  are  a 
generafs  dream.  They  are  fast,  are 
skilled  with  sword  and  bow,  have 
access  to  expert  cavalry,  and  have  / 
a  variety  of  elite  units  to  choose 
from.  High  Elf  armies  are  often 
outnumbered,  and  wise  High  Elf 


When  expanding  a  High  Elf  army,  it  is  well 
worth  looking  at  cavalry  (Silver  Helms, 
Elly rian  Reavers,  and  Dragon  Princes), 
especially  if  you  are  the  kind  of  player  who 
wili  put  a  premium  on  attacking  and 
counterstrikes.  High  Elf  elite  infantry  units 
(SwordmasEers  of  Hoeth,  White  Lions,  and 
Phoenix  Guard)  all  have  extra  abilities  that 
make  them  well  worth  their  higher  points  cost. 
For  instance,  the  Phoenix  Guard  not  only 
have  a  higher  Weapon  Skill  (5)  but  also  wield 
halberds  (+1  Strength)  and  cause  Fear. 

When  first  assembfing  a  High  Elf  force,  some 
players  are  tempted  to  purchase  one  of  each 
of  the  fantastic  High  Elf  elite  troop  types. 
Such  an  approach  may  work,  but  it  will  result 
in  a  very  small  army.  The  way  to  decide  which 
troops  are  best  for  your  style  of  pfay  is  to  get 
some  Core  troops  painted  and  fight  some 
baltles.  If  you  want  a  more  defensive  force, 
you  may  want  to  go  for  more  Archers  and 
Repealer  Bofi  Throwers  as  well  as  elite 
troops  that  will  slow  the  enemy  advance  like 
Shadow  Warriors  (who  Scouf  and  Skirmish) 
or  Ellyrian  Reavers  (excellent  Fast  Cavalry) , 
Defensive  to  roes  can  include  Spearmen  and 
a  few  harder  units  (Sword masters  or  Dragon 
Princes)  to  counterattack  as  the  enemy 
closes.  Of  course,  if  you  build  a  large  enough 
army,  you  can  switch  forces  in  and  out  to 
favor  any  playing  style. 

The  High  Elves  have  been  rightfully  feared 

over  5,000  long  years  of  history,  It  is  up  to  you 
to  continue  their  legacy  of  excellence. 


-  II 


ii 


4n  <  Wit 


I 


GETTING  STARTED 
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Warhammer  Armies: 
High  Elves 

60030210002 


High  Elf  Battalion  Box 
99120210007 

■  3  Silver  Helms 

*  1 6  Archers 

*  16  Spearmen 

*  1  BoJt  Thrower 


BARDED  EL  YEN  STEED  HEAD  SPRUE  (RANDOM  1) 

99369990016 


BARDED  ELVEM  STEED  BODY  SPRUE  (RANDOM  1) 

99369999006 


GENERAL  BODY 

9947021001601 


HERO  t  BODY 

9947021001703 


High  Elf  Lords  Blister  (Random  t) 

99060210091 


GENERAL  LEGS 

9947021 001 60S 


HERO  LEGS 

9947021001701 


ELF  SHIELD  SPRUE 

9936999900? 
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HIGH  ELF  HEFIG  1  BODY 

9947021 Dll 401 


HIGH  ELF  HERO  1  SPRUE 

9917021011402 


Heroes  Blister  (Random  1) 

99060210114 


HIGH  ELF  HERO  2  BODY 

9947021011-133 


HIGH  ELF  HERO  2  SPRUE 

9947021 01 1 404 


Mage  Blister  (Random  1) 

99060210113 


HIGH  ELF  MAGE  2  BASE 

9947021011303 


HIGH  ELF  MAGE  3  EAGLE 

9947021011305 


HIGH  ELF  HERO  3  BODY 

9347021 01 140S 


HIGH  ELF  MAGE  1 

3947021 01 1 301 


HIGH  ELF  MAGE  2  BODY 

9947021011302 


HIGH  ELF  HERO  3  BOW 

9947021011406 


HIGH  ELF  MAGE  3  BODY 

9947021 Q1 1 204 
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/rion.  Defender  of  Ulthuan  Box  (1) 

99110210101 


TYRlON  BODY  TV Rl ON  HORSE  HEAD 

9947021010101  9947021010103 


TYRION  EASE 

994702  T01 01 06 


TYRION  HELMET  SPRUE 

9947021010107 


TYRIQN  ARM 

9047021010102 


TYRION  HORSE  TAIL 

99470210101  OS 


Eltharion  Blister  (1) 

99060210111 


TYRION  HORSE  LEFT  SIDE 

9947021010104 


TYRION  HORSE  RFGHT  SIDE 

9947021010106 


ELTHARION  BODY 

9947021011101 


ELTHARION  SWORD 

994702101 1102 


Teel  is  High  Loremaster  of 
The  White  Tower  Blister  (1) 

99060210107 


TECLIS  BODY 

3947021010701 


TECLIS  STAFF 

9947C2 101 0702 
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lime  of  need.  ami  then  only  it  few.  dime 
an-  the  tin  vs  when  his  fallow its  rode 
tula  hat  tie  atop  mighty  fire  drakes.  Vmh 
jf  i\  fmrik  ah  we  wfia  fights  at  the 
traditional  manner  of  his  house. 


PRINCE  IMRIK  LANCE 

M^7oatoto»3 


Imrik,  Dragon  Prince  of  Caledor  Box 

99110210102 


PRINCE  IMRIK  DRAGON  TAIL 

994702101 0309 


PRINCE  IMRIK 
DRAGON  LOWER  JAW 

$&\702 1 01 0205 


PRINCE  IMRIK 
DRAGON  UPPER  JAW 

9947a2101Q2O‘l 


DRAGON  WINGS  SPRUE 

99300299OD2 
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DRAGON  BODY  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

9&aS3SS9D76 


PRINCE  I  MR  IK  BODY 

9947031010201 


PRINCE  IM R I K  LEGS 

9947021 010202 


DRAGON  LIMBS  SPRUE  (SHOWN  60%  ACTUAL  SIZE)  PRINCE  IMRIK  DRAGON  HORNS 

993&9999077  9947021 D102QS 


All 
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High  Elf  Warrior  Regiment  Box  (16  ) 

99120210003 


HIGH  ELF  SHIELD  SPRUE  (SHOWN  0O*i  ACTUAL  SIZE} 

99360299003 


HIGH  ELF  SPEARMEN  SPRUE  (SHOWN  AT  75%  ACTUAL  SIZE) 

9933021 0DO1 
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High  Elf  Archer  Regiment  Box  (16) 

99120210004 


HIGH  ELF  ARCHERS  SPRUE  (SHOWN  70%  ACTUAL  SIZE) 

9S360S 10OOS 


STEP  1 

After  painting  the 
model,  use  a  pin  vise 
to  drill  a  hole  through 
the  hand  from  the 
top  to  the  bottom  ol 
the  middle  finger. 

STEP  2 

Feed  light  colored 
I  h  read  (grey  or 
white)  through 
the  hole. 

STEP  3 

Add  a  small  drop  of 
super  glue  to  the 
bottom  of  the  bow 
and  draw  the  thread 
across  it  to  secure  It. 
When  it  dries,  trim 
off  the  extra  glue 
and  thread  with 
clippers  or  a  sharp 
hobby  knife?. 

STEP  4 

Add  a  drop  of  super 
glue  to  (he  top  of  the 
bow  and  draw  the 
thread  across  to 


Secure  it.  Trim  oft  the  excess  glue  and  thread 
when  it  dries.  Paint  a  thin  layer  of  varnish  on 
the  thread  to  keep  it  from  fraying, 


A  ft  flOWS 


STEP  1 

Drill  a  hole 
between  she 
index  and 
middle  fingers 
of  the  model 


STEP  2 

C  u  I  a  piece  of 
fine  wire  (a 
small  paper 
Clip  will  work}- 
The  wire  should  extend  from  the  drawing  hand 
of  the  model  to  just  past  the  other  hand 
holding  the  bow. 

STEP  3 

Dip  one  end  of  the  arrow  into  super  glue  and 
insert  it  into  the  hole  in  the  model's  hand. 

Apply  glue  to  the  area  where  ihe  arrow  meets 
the  other  hand  and  secure  it  in  place 
until  It  dries, 


step  4 

Paint  ihe  arrow  any 
desired  color  and  paint 
ihe  tip  with  a  light  metal 
to  represent  the  head. 
For  extra  detail,  gfue 
small  paper  strips  to 

the  end  closes!  to  me 
models  hand  to 
represent  Ihe 
arrow’s  Hetchings- 
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Silver  Hi'ittts  Rcgimeni  iitciiuh'y  Han  fad  EiJ 

\tm  (w.wmwm 

&  if>)  found  in  Uird*  dc  tierfurx. 


SILVER  HELMS  SHIELD  SPRUE  (SHOWN  85%  ACT.  SIZE) 

5&3&0J1ODO1 


Silver  Helms  Regiment  Box  |B) 

99120210005 


SILVER  HELMS  SPRUES  (SHOWN  85%  ACTUAL  SIZE) 

&S3S021 0003 
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Him  ELVES 


DRAGON  PRINCE 
SHIELD  1 

9947021010307 


DRAGON  PRINCE 
SHIELD  2 

994702101 OSOfi 


DRAGON  PRINCE 
HORSE  HEAD  1 

9947021 01 m  13 


DRAGON  PRINCE 
HORSE  HEAD  £ 

9947021010314 


DHAGQN  PRINCE  STANDARD 

9947021010310 


Dfflgcm  Prince  models  inchwtc 
ttk-  Runted  Elf  Steed  Hcv!y  and  Head  Sprint 

f  VyJHQQtflJfNto  I  fit  sltonn  m  fjtnh  tt  Heroes. 


Dragon  Princes  of  Caledor  Regiment  Box  (5) 

99110210103 

Dragon  Prince  of  Caledor  Blister  (Random  1) 

99060210108 


DRAGON  PRINCE  BODV  1 

@947021010301 


DRAGON  PRINCE  BODV  2 

994702101030? 


DRAGON  PRINCE  BODY  3 

9947021010303 


DRAGON  PRINCE  BODY  4 

9947021010304 


DRAGON  PRINCE  COMMAND  BODY 

@94 7021 Q1 Q309 


DRAGON  PRINCE  SWORD 

9947021010311 


DRAGON  PRINCE  HORN 

9947021010312 


DRAGON  PHINCE  LANCE  1 

9947021010305 


DRAGON  PRINCE  LANCE  2 

9947021010306 
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Tiranoc  Chariot  Box  (1) 

99110210048 


TIRANOC  CHARIOT  YOKE 

9947421 D04fi09 


ELF  STEED  BODY  SPRUE  (RANDOM  1) 

&93S9999IKI& 


TLRANOC  CHARIOT  HAFT 

994721004808 


TIRANOC  CHARIOT  BASE 

&047Q2 1 QO4S03 


ELF  STEED  HEAD  SPRUE  { RANDOM  1} 

990S99G&O15 


TIRANOC  CHARIOT  BOWMAN 

9347021004802 


TIRANOC  CHARIOT  SPEARMAN 

9947{321OC4fl01 


TIRANOC  CHARIOT 
ACCESSORY  SPRUE 

9947D21OD4307 


■  .  .1  .  .  'M|  ■ 

7-S POKED  WHEEL  SPRUE 

9939909900* 


TIRANOC  CHARIOT 
RIGHT  SIDE 

994702100.1305 


TIRANOC  CHARIOT 
LEFTSIDE 

994702 100400-1 


TIRANOC  CHARIOT 
FRONT 

9047021904306 
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Ellyrian  Reaver  Blister  (Random  1) 

99060210093 

Ellyrian  Reaver  Command  Blister  (Random  1) 

99060210104 


liUyrhsu  Reaver  tnt.ntt'h  include  she  Elf  Steed  Body  and  Head 
Sprue i  i99$89999Q05  <£  !5l  ••howt  on  the  opposite  pain*. 


ELLYFIAN  REAVER 
STANDARD 

99470JT  l>t  0104 


ELLYRIAN  HEAVER 
BOW  ARM  SPRUE 

99470210035-10 


ELLYRIAN  REAVER 
TORSO  1 

994702 1002601 


ELLYRIAN  REAVER 
TORSO  2. 

994702 1002602 


ellyrian  reaver 

COMMAND  BODY 

994 7021 01 0401 


ELLYRIAN  REAVER 
LEGS  1 

9947021 OO2G03 


ELLYRIAN  REAVER 
LEGS  2 

9947021 002504 


ELLYRIAN  REAVER 
LEGS  3 

994702 1003207 


ELLYRIAN  REAVER 
SWORD  ARM. 

9947021010403 


ELLYRIAN  REAVER 
HORN 

9947021010402 


ELLYRIAN  REAVER  SPEAR  SPRUE 

9947021 D026D5 


ELITEH  STEEDS 

Spotting  can  distingutsh  the  Elven  Steeds 
from  the  other  horse  breeds  in  the  Old  World, 
like  those  of  the  Ellyrian  Reaver's  horses  eg 
the  left.  After  painting  a  dark  or  medium 
basecoat  on  your  Elven  Steeds,  you  Can  add 
the  spotting.  We  use  a  grey  pallet  which  helps 
the  white  and  blue  oi  the  Elves’  Clothing  aland 
out  from  the  coats  of  (heir  steeds. 


STEP1 

To  begin,  stipple  Fortress  Grey  spots  in  a  tight 
random  pattern  onto  ihe  steed's  rump.  To 
create  the  stipple  effect,  wipe  moat  pi  the 
paint  on  the  brush  onto  a  tissue  in  a  manner 
similar  to  drybrushing,  and  then  dab,  rather 
than  wipe,  on  the  selected  areas. 


STEP  2 

Create  a  SD/50  mix  of  Fortress  Grey  and  Skull 
White  and  stipple  inside  the  Fortress  Grey 
spots  that  you  applied  in  the  first  step. 


STEP  3 

For  Ehe  Final  step,  stipple  a  very  small  amount 
of  Skull  White  in  the  very  center  of  the  Spots. 


You  can  also  use  this  process  on  the  front  of 
the  horse  near  the  shoulders  and  base  of  the 
neck.  Your  steeds  are  now  ready  for  their 
riders  and  any  final  details  you  need  to  apply. 
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SPECIAL  UNITS 


SWO  FI  DM  ASTER  1 
MUSICIAN 

9B47021005102 


SWORD  MASTER  1 
CHAMPION 

S9  4  7021006 Ml 


SWO  RDM  ASTER  2 

9  WTO  2 1004902 


SWORDMASTER  4 

99470? 1004904 


SWQF  DISASTER  5 

934702100490$ 


SWORQM  ASTER  7 

9947021004907 


SWORDM  ASTER  1 
STANDARD 

9947021005101 


Swordmasters  of  Hoeth  Regiment  Box  (10)  &  Swordmaster  Command  Blister  (3) 

- ------  nqnfiflP  10073 
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S  won  DM  ASTER  fl 

9947021004900 


SWORD  MASTER  9 

9947021 OC40O9 


SWORD  MASTER  3 

9947D210G4903 
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SWORDMASTEH  1 

9947021004901 
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SWORD  MASTER  6 

9947C21DO4906 


HlfiH  EWES 


SHADOW  WARRIOR  1 

9947021  O’!  M0 1 


SHADOW  WARRIOR  2 

9^47031010002 


S  H ADO W  W A  R  RlOR  3  SHADOW  WARRIOR  4 

SG47021D1C003  M4702101OGO4 

Shadow  Warriors  Blister  (Random  3) 

99060210100 


SHADOW  WARRIOR  5  SHADOW  WARRIOR  6 

3947021010005  9947021010006 


GREAT  EAGLE  1  TAIL 

9947020400002 


OR  EAT  EAGLE  3  TAIL 

9947020400806 


Great  Eagle  Blister  (Random  1) 

99060204008 


GREAT  EAGLE  2  TAIL 

99470204Q08Q4 


GREAT  EAGLE  1  HEAD 

3347Q2O4QOS01 


GREAT  EAGLE  2  HEAD 

9947020400803 


GREAT  EAGLE  3  HEAD 

9947020400005 


GREAT  EAGLE  RIGHT  WING  1 

9947020400308 


GREAT  EAGLE  LEFT  WING  1 

9947020400907 


GREAT  EAGLE  LEFT  WING  2 

9947020400609 


GREAT  EAGLE  RIGHT  WlNG  2 

9947020400810 
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mm  GLOTHIHG 

Even  wilh  basic  color  schemes  that  are  the 
same,  using  different  base  colors  will 
drastically  change  the  tone  of  the  scheme. 
Here  are  a  couple  differ enl  highlighting 
variations  you  can  try  wilh  your  white  cloaks 


Bolt  Thrower  Box  (t  Bolt  Thrower  &  2  Crew} 

99120210006 


GREY  SHADES 

Basecoat  wilh  Fortress  Grey.  Highlight  with  a 
75,' 25  mix  of  Ferness  Grey  and  Skull  White. 
Next  highlight  with  a  50/50  max  of  Fortress 
Grey  and  Skull  White  and  then  a  25/75  mix  of 
Fortress  Grey  and  Skull  White  Finally, 
highlight  with  Skull  While  On  il$  own 


BLUE  SHADES 

Basecoal  with  fee  Glue  Highlight  with  a  75/25 
mix  of  Ice  Blue  and  Skull  White,  Next, 
highlight  with  a  50/50  mix  of  tee  Blue  and 
Skull  White  and  then  a  25/75  mix  of  Ice  Blue 
and  Skull  White-  Finally,  highlight  with  SMI 
White  on  Its  own. 


SHOWN  SHADES 

Basecoat  with  Bleached  Bone.  Highlight  with  a 
75/25  mix  of  Bleached  Bone  and  Skull  White. 
Next,  highlight  with  a  50/50  mix  of  Bleached 
Bone  and  Skull  White  and  then  a  25/75  mix  of 
Bleached  Bone  and  Skull  While  Finally, 


highlight  with  Skull  White  on  its  own. 


00 LT  THROWER  SPRUE  (SHOWN  54%  ACTUAL 

99300210005 
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Phoenix  Guard  Regiment  Box  (10)  &  Phoenix 

99110210105 


Guard  Command  Blister 

99060210106 


PHOENIX  GUARD 
CHAMPION 


PHOENIX  GUARD 
DRUMMER 


PHOENIX  GUARD 
STANDARD  BEARER 


PHOENIX  GUARD 
STANDARD 


PHOENIX  GUARD 
HALBERD 

99*3  7021 01 0506 


PHOENIX  GUARD 
DRUM 


994702101 0601 


99470210 10004 


9947021010602 


9947021010603 


9947021010605 


PHOENIX  GUARD  1 

9947021010501 


PHOENIX  GUARD  £ 

9947021010502 


PHOENIX  GUARD  3 

9947021010503 


PHOENIX  GUARD  4 

9947021010504 


PHOENIX  GUARD  5 

5)347021010605 
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White  Lions  of  Chrace  Regiment  Box  {10)  &  White  Lions  of  Chrace  Command  Blister  (3) 

9911 021 0040  99060210065 


WHITE  LION  STANDARD  TOP 

9947021004502 


Y/HiTE  lion  STANDARD 

9947021004501 


WHITE  LION  1 

9947Q2 1QCWJN1 


WHITE  LION  3 

994702! 004002 


WHITE  LION  9 

094702 1DQ4003 


WHITE  LION  CHAMPION 

9947021 00*401 


WHITE  LION  4 

5947021 004904 


WHITE  LION  5 

994707 1004 COS 


WHITE  LION  7 

9947021;  004007 
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WHITE  HON  MUSICIAN 

9947021004503 
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WHITE  LJON  6 

9947021001006 
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HIGH  ElUfS 


TACTICS 


TIPS  TOR  WINNING  WITH  HIGH  ELVES 

A.  A  High  Elf  army  that  combines  the  Banner  of 
Sorcery,  ihe  Ring  of  Fury,  and  an  Archmage 
{perhaps  with  a  Mage  or  two  tor  backup)  can 
dominate  the  Magic  Phase  with  a  truly  obscene 
number  of  Power  Dice.  High  Magic  {especially 
th©  Curse  of  Arrow  Attraction)  can  then  make  a 
High  Elf  army  very  potent  on  the  battlefield. 

B.  A  unit  of  Dragon  Princes  with  The  War  Banner 
led  by  a  Commander  Battle  Standard  Bearer 
with  the  Battle  Banner  can  be  quite  fearsome  in 
combat  This  unit  can  gain  a  bonus  between  +2 
and  +7  to  combat  resolution  I 

C.  High  Elves  armed  with  spears  are  a  rather 
frightening  prospect  in  close  combat,  Due  to 
their  martial  training,  High  Elves  with  spears  are 
able  to  fight  in  three  ranks  rather  than  two.  Add 
another  rank  (or  two)  just  in  case  and  a 
command  group,  and  you  will  have  4  points 
toward  Combat  Resolution  before  anyone  fights! 
Lottie rn  Sea  Guard  are  especially  good  with 
spears,  as  they  are  also  armed  with  bows  It 
they  can  Stand  &  Shoot  a$  a  charge  response 
and  then  use  their  spears  in  (he  ensuing 
combat,  they  will  have  a  decided  advantage. 

D.  High  Elves  can  field  potent  cavalry  contingents 
or  even  enlirely  mounted  forces.  Sliver  Helms 
are  extremely  flexible,  and  their  wide  variety  of 
options  allows  them  to  be  used  as  small,  cheap 
unils  to  sneak  around  into  the  enemy's  f tanks 
or  even  a$  hard-hitting  and  well-armored  shock 
cavalry.  Dragon  Princes  are  great  heavy 
cavalry  and,  even  with  their  Ithilmar  barding. 
can  still  charge  as  lar  as  18",  which  all  but 
ensures  that  ihey  will  be  able  to  get  maximum 
use  cl  their  lances.  Reaver  Knights  are  a  great 
for  frustrating  your  opponent.  Armed  with  bows, 
they  can  use  the  Fast  Cavalry  rules  to  full 
effect  and  shoot  in  any  direction,  even  after 
they  have  mover!  18"’  An  especially  devious 
tactic  to  use  is  to  move  them  info  a  position 
outside  dl  opposing  units'  charge  arcs  but 
close  enough  to  proveni  enemy  march  moves. 
Even  if  ihe  Reaver  Knights  face  away  from  the 
enemy,  they  can  slill  shoot,  thanks  to  the  tact 
that  they  are  Fast  C&vafry\ 
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COUNTERTACTICS 

TIPS  TOR  FIGHTING  AGAINST  HIGH  HUES 

A.  Judicious  use  of  Dispel  Dice  and  Dispel  Scrolls 
can  bring  a  difficult  Magic  Phase  under  control. 
Also,  keep  in  mind  that  an  army  focused  on  the 
Magic  Phase  has  not  invested  a  great  deal  of 
points  In  rank-and-file  troops,  if  you 
concentrate  on  taking  down  the  army  piece  by 
piece,  a  magic-heavy  enemy  force  should  fold 
in  combat.  Of  course,  you  can  always  send  a 
flying  unit,  chariot,  or  character  to  targe  I  the 
Mages  directly! 

B.  This  unit  of  Dragon  Princes  is  indeed  very 
dangerous.  However,  Dragon  Princes  are  still 
only  Toughness  3  models,  Concentrate  your 
shooting  on  this  unit  {especially  war 
machines)  and  you  should  be  able  to  sort  them 
out  quickly. 

C.  Spear-armed  units  can  be  a  thorny  opponent  to 
face ,  though  they  can  only  fight  in  Ihree  ranks 
to  the  front.  Get  around  to  the  side  or  rear,  and 
only  those  Spearmen  in  base  contact  with  the 
enemy  can  fight.  Also,  if  Ihe  charging  unit  has  a 
Unit  Strength  of  5  or  greater,  it  will  lorce  the 
Spearmen  to  lake  a  Panic  test  and  negate  their 
rank  bonusf 

D  High  Elf  cavalry  can  definitely  cause  some 
headaches,  but  in  th©  end,  they  are  just  Elves. 
As  long  as  you  can  weather  that  first  round  ol 
Strength  5  attacks,  you  will  ihen  lace  a  group 
of  Elves  with  a  Toughness  and  Strength  of  only 
3.  In  addition,  cavalry  units  rely  on  their 
maneuverability,  If  you  can  slow  them  down, 
charge  them  before  they  charge  you,  or  get  in 
around  their  Flanks  or  rear,  the  horsemen  will 
be  ai  a  decided  disadvantage- 
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ALTERNATE  MODEL  -  SPECIAL 

Shadow  Warriors 

CQMPGNEHTS  FOR  4  COMPLETE  MODELS 
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HIGH  ELITES 


\hove  Left:  Afte  Irelerku  nvw 
third  pitk-e  at  ft ir  2004 
Chicago  Clahtn  r  Demon 
[minting  cmnpeiititm  with  fits 
l  li gli  EtJ  Prince  an  Dragon 
i  shown  ta  9y.i-  Hi  tmil  sir* J. 

1  £wc  Right:  A  High  EtJ 
Magi-  front  Shawn  Wagner 
High  EIJArnty  which  wan 
tC' st  AppvanttuT  at  the  200J 

Vanramw  GT 


Above:  Hart  Mark  wan  third  place  with  hit  High  Elf 
i. at  hern  Sea  Guard  Regiment  (shown  at  WF-l- actual  si:e> 
ai  the  2004  Cttmuium  Gotten  Demon  painting  i  ompetitum 


Above:  Here  is  one  t if  Alan  fl'Biytm  \ 
<jmu?.ing  motlehjmm  hit  Swoctimasicr 
regiment,  which  won  at  the  2002 
Chicago  Go  tile  n  Dement  competition. 
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Silver  Helm  Sprue 
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for  three  weeks  the  tinny  had  marched,  swelling  in  size  as  challengers 
were  met,  broken,  and  absorbed  into  the  ranks.  The  edge  of  Troll  Country 
drew  near.  The  bleak  and  desolate  lands  were  giving  way  to  the  wind-swept 
Eastern  Steppes,  The  iron-will  ofKalazak,  Lord  of  Chaos,  drove  the  army 
before  him.  All  in-fighting  and  squabbling  among  different  tribes  or  Chaos 
powers  was  quelled  by  his  dark  presence.  No  one  knew  what  was  beneath 
Kalazuk's  black  armor,  and  no  glint  of  eye  or  emotion  could  be  seen  from 
his  horned  helm.  But  the  forces  knew  they  were  marching  south, 
marching  to  war. 

To  the  far  north,  past  the  desolations  of  Troll 
Country,  lies  the  magic- swept  land  known  as 
the  Realm  of  Chaos,  This  cursed  region  is 
where  the  intense  energy  of  Chaos  warps  and 
taints  the  surrounding  northfands  and  the  men 
and  creatures  who  dwell  there.  It  is  here  that 
the  Chaos  legions,  both  Mortal  and  Daemon, 
fight  for  the  favors  of  fhe  mighty  gods. 

Fighting  style 

There  are  many  variations  and  types  Of 
Chaos  armies,  but  rest  assured,  none  of  them 
is  friendly.  Attack  and  devastation  are  always 
key  ingredients  for  all  the  Chaos  powers. 

Chaos  armies  can  be  composed  of  some  of 
the  most  powerful  dose  combat  troops  in  the 
Warhammer  game,  and  this  fact,  quite 
rightfully,  causes  much  consternation  for 
enemy  generals.  Whether  a  player  chooses 
mostly  Mortal  followers  of  Chaos  (Chaos 
Warriors,  Knights,  and  Marauders)  or  a 
Daemonic  host  (with  Daemons  from  any  of 
the  four  powers),  few  opponents  will  relish 
meeting  such  troops  in  hand-to-hand  fighting. 

However,  simply  attacking  with  all-out 
savagery,  even  with  some  of  the  most 
ferocious  fighters  in  the  game,  rarely  wins  the 
battfe  against  a  knowledgeable  foe.  Using 
coordinated  attacks  and  supporting  uni  is  can 
ensure  that  the  superior  Chaos  troops  can 
carry  home  the  attack.  Horrible  Spawn  can 
pin  down  the  foe.  Fast  troops  like  Marauder 
Horsemen  and  Hounds  of  Chaos  can 
threaten  enemy  flanks,  and  magic  can  soften 
up  the  enemy  before  the  main  attacks  begin. 

Collecting  a  Hordes  of 
Chaos  Army 

Collecting  a  Chaos  army  is  easy  and  fun,  and 
there  are  a  wide  variety  of  troops  to  choose 
from.  We  always  suggest  starting  an  army 
with  a  few  Core  units.  However,  to  start  your 
Chaos  force,  you  have  to  decide  on  a  leader. 

A  Mortal  General  (a  Chaos  Lord  or  Exalted 
Sorcerer)  may  choose  any  of  the  Mortal 
forces  as  Core  troops  but  treats  Daemons  as 
Special  choices,  A  Daemon  General  (a 
Greater  Daemon,  Daemon  Prince,  or  Exalted 


Daemon)  may  select  any  Daemonic  units  as 
Core  choices  and  any  of  the  Mortal  followers 
as  Special.  Chaos  Warriors  are  a  great  place 
to  start.  They  are  powerful  and  paint  tip 
quickly,  allowing  players  to  get  a  force 
together  in  a  hurry. 

When  a  player  expands  a  Chaos  army,  he  or 
she  has  a  huge  number  of  choices  to  make.  In 
fact,  no  army  gives  players  as  much  choice  as 
Chaos:  Daemons  of  different  powers,  Spawn, 
powerful  Chaos  Knights.  Chariots,  Marauders, 
and  more.  Up  to  one  unit  of  Chaos  Knights  or 
Chaos  Warriors  may  be  upgraded  to  a  unit  of 
Chosen.  These  fiendish  troops  are  favored  by 
the  Gods  and  gain  an  extra  Attack  and  Chaos 
Armor.  Best  of  ail.  all  the  troops  from  the 
Beasts  of  Chaos  army  list  may 
be  included  as  Special  or  Rare 
choices  in  a  Hordes  of  Chaos 
army  list.  Thus,  the  tactical 
options  of  the  Chaos  army,  as 
well  as  the  painting  and 
modeling  variety,  are  second 
to  none. 


Even  More  Chaos! 

In  addition  to  everything  in  the  Hordes  of 
Chaos  army  list.  Chaos  players  can  mix  and 
match  troops  and  heroes  from  the  Beasts  of 
Chaos  army  list.  Thus,  it  is  possible  to  add  a 
unit  of  Beastmen  to  screen  your  Chaos 
Knights  or  a  solid  force  of  Dragon  Ogres  or  a 
Chaos  Giant  to  beef  up  your  army, 

Whether  a  troop  is  listed  as  Core  or  Special 
depends  on  what  kind  of  General  {Beast, 
Mortal,  or  Daemonic)  a  player  is  using. 
Consult  the  Army  books  for  a  lull  description. 
Now,  go  out  and  conquer! 


Darren  WtfLvm's  Cfmut 
Wttrriu?*  #j  KJmnie  iwmi 
Jit'i'OtuI  piaa*  art  tile 
Wuriummer  Regiment  \  Memory 
ut  the  2004  CutNttiii  Goiifett 

Dawn s  pit  tut  in  $  i'rimpt'Siirtm. 
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f  '/n  ill-fiaiit  Hunks  of  Chaos  book  contains  tdl  of  the 
nth-s  tor  building  cw  army  from  the  Chuas  U^.mc.v  The 
Storm  ol  C  liiiO'i  book  timudos  \pveiut  rules  fat  wru1 
Chaos  troops  a\  wetl  os  tutrruiive  svemmas  and  a 
history  for- the  Storm  of  ('/torn  timrpaign. 


Warhammer  Armies: 
Hordes  of  Chaos 

60030201002 


Warhammer: 
Storm  of  Chaos 

60030201004 


The  best  place  to  begin  amassing  your  Chaos  Horde  is  with  either  or  both  of  these  plastic  regiment  boxed  sets.  The  Warriors  of  Chaos 
boxed  set  contains  parts  to  build  12  Warriors,  white  the  Marauders  of  Chaos  box  contains  enough  for  16  rough  and  ready  Marauders  as 
well  as  a  Chaos  mutations  sprue  to  add  surtably  chaotic  modifications  to  your  troops.  Each  box  contains  a  command  sprue. 


Warriors  of  Chaos 
Regiment  {12) 

99120201006 


Marauders  of  Chaos 
Regiment  (16) 

99120201003 


Right:  A  fully  assembled  regiment  ufCtxtus 

Xfiiraitdefs  with  eotnmmid. 

Below:  A  fatty  assembled  regiment  of  Chaos 
Urjrmjf.f  eompiese  with  etmmrmd. 


Refow:  Just  by  using  o  different  eoiur 
scheme*  yon  van  /nuke  vottr  Chaos 
Wnrriitrs  followers  of 
different  Chaos 


ARCH  AON  BODY 

gg*470£Dll2S02 


archaon  horse  head 

99470201 12507 


ARCHAON  HORSE  TAIL 

9947flSD1T2SD& 


ARCHAON  HEAD  &  SWORD  SPRUE 


ARCHAON  SHIELD  &  HAND  SPRUE 

99470201 12503 


Archaon,  Lord  of  the 
End  Times  Box  (1) 

99110201125 


ARCHAON  HORSE  LEFT  SIDE 

994702Q1125C4 


ARCHAON  HORSE  RIGHT  SIDE 

9947020112505 


ARCHAON  BASE 

9947Ql2Q1l25flB 


Crom  the  Conqueror  Bhster  (1) 

99060201 1 45 


CROM  HEAD  &  SWORD  SPRUE 


99470201 14501 


CROM  BODY 

B947020tl4SQS 


CROM  SHIELD 

9947D2D114SQ2 
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LORDS  6  HEROES 


Galrauch.  First  of  the 
Chaos  Dragons  Box  (1) 

99110201141 


GALRAUCH  HEAD  2 

99470201 14102 


GALRAUCH 
SPIKE  SPRUE  2 

99470001 \ *  Itl 


GALRAUCH 
SPIKE  SPRUE  1 

9947020114110 


GALRAUCH 
RIGHT  ARM 

99470201 14100 


GALRAUCH 

CLAWS 

99470001141 08 


GALRAUCH  TORSO 

9947020114 102 


GALRAUCH  TAIL 

9947020114107 


GALRAUCH  LEGS 

99470291  Ml  CM 
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SE'LAKOR  SWORD 

09470201 15703 


BE'LAKOR  LEFT  WING 

9947IJ2I1  1 1  F57Q& 


BE’LAKOR  RIGHT  WING 

9947020 11 57  ID 


Be  lakor,  The  Dark 
Master  Box  (1) 


99110201157 


BE'LAKOR  TORSO 

9947030115702 


BE'LAKOR 
LEFT  LEG 

■0947020 1 15706 


BE'LAKOR 
RIGHT  LEG 

994792D 115707 


BE'LAKOR 

TAIL 

•9947020115703 


BE'LAKOR 

CLOTH 

9947020115705 


BE'LAKOR  HEAD 

994702115701. 


BE'LAKOR 
LEFT ARM 

9047020115704 


KHORNE  LORD  SWORD 
Si  SHIELD  SPRUE 

99470201 13303 


KHORNE  LORD  BOO V 

9&470201 13301 


K HORNE  LORD  HORSE  TAIL 

99470201 1 3307 


Mounted  Khorne  Lord  Box  {1) 

9911 0201 t 33 


KHORNE  LORD  RIGHT  SIDE 

9947020113305 


KHORNE  LORD  LEFT  SIDE 

9947030113306 


KHORNE  LORD  HEAD 

0947O2CH33O2 


KHORNE  LORD  HORSE  HEAD 

904702011 22  0-t 
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LORDS  6  HEROES 


LOB  0  OF 
SLAANESH 
HALBERD 

&g47Q2tl1l3SQ3 


LORD  OF 
SLAANESH 
BANNER 

994  702g  113EHJ2 


LORD  OF  SLAANESH 
STEED  TAIL  SPRUE 

99-170201 139-12 


LORD  OF  SLAANESH 
STEED  TAIL  BOTTOM 

9947020113&10 


LORD  OF  SLAANESH  STEED  BODY 

9947020113906 


LORD  OF  SLAANESH 
STEED  TAIL  TOP 

9947020113911 


LORD  OF  SLAANESH 
STEED  HEAD 

3947020113909 


LORD  OF 
SLAANESH 
HEAD 

M47Q2QT 13901 


LORO  OF 
SLAANESH 
BODY 

99470201 139C4 


LORD  OF 
SLAANESH 
SHIELD 
9947020113907 


LORO  OF  SLAANESH 
LEFT  LEG 

9947020113905 


LORD  OF  SLAANESH 
RIGHT  LEO 

5947020113906 


Lord  of  Slaanesh  on  Steed  Box  (1) 

99110201139 


LORD  OF  NUROLE  STEED 
LEFT  SIDE 

9947020 1 1 3705 


LORD  OF  NUBGLE 
SIGN  POST 

9947920113706 


LORD  OF  NUHGLE 
TORSO 

994  7920 1 1 3702 


LORD  OF  NURGLE 
HEAD  SPRUE 

<1947020113701 


r-^ 


LORD  OF  NURGLE  STEED 
HIGH!  SIDE 

9947029113704 


LORD  OF  NURGLE  WEAPON  SPRUE 

994702011 3793 


Lord  of  Nurgle  on  Steed  Box  (1) 

99110201137 
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Lord  of  Tzeentch  Box  (1) 

99110201142 


LORD  OF  TZEENTCH  DISC 

9&47030 114204 


LORD  OF  TZEENTCH  BLADES 

3947020114205 


LORD  OF 
TZEENTCH 
HALBERD 

0947020114203 


■L  mm- 


SHALL  FLYING  STEMS 

M37999SQ03 


LORD  OF 
TZEENTCH 
HEAD 

994  7029  r  14202 


LORO  OF  TZEENTCH  BODY 

904 70201 14201 


Chaos  Sorcerer  Blister  (2) 

99060201130 


SORCERER  BODY 

9947030113001 


SORCERER 

FAMILIAR 

9947020H3004 


SORCERER  HEAD 

9947020113002 


SORCERER  STAFF 

9947020113003 


il  >  li(.  <*ri  rfintt’  hi  iJT 


Tfiv  mwmtrd  (‘hum 
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CHAOS  KNIGHT 
HORSE  TAIL 

99470201 1 261 7 


MOUNTED  SORCERER 
HORSE  HEAD 

9947020114002 


Mounted  Chaos  Sorcerer  Blister  (1) 


SORCERER  BODY 


IL 
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id 
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99060201140 


9947020114001 
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Champion  of  Chaos 
Undivided  Blister  (1) 

93060201127 


CHAMPION  OF  CHAOS 
UNDIVIDED  SODV 

9947020 1 12701 


CHAMPION  OF  CHAOS 
UNDIVIDED  SPRUE 

9947020112702 


Champion  of 

Tzeentch  Blister  (1) 

99060201143 


CHAMPION  OF  TZEENTCH  STAFF 

9947020 11 4302 


CHAMPION  OF 
TZEENTCH  BODV 

9947020114301 


CHAMPION  OF 
TZEENTCH  FAMILIAR 

9947020114303 


Champion  of 
Nurgle  Blister  (1) 

99060201136 


CHAMPION  OF  NURGLE 
HEAD  &  SWORD 

99470201 T  3602 


CHAMPION  OF 

NURGLE  BODV 

99470201 13601 


PAINTING  A  CHAMPION  OF  CHAOS 

After  applying  an  undercoat 
of  Chaos  Black,  paint  the 
Champion  with  a  mix  of  two 
parts  Chaos  Black  to  one 
part  Regal  Blue.  Add  small 
amounts  of  Fortress  Grey 
to  ihis  mix  for  the 
highlight  stages. 

Use  Brazen  Brass  to  paint 
the  trim  and  helmet. 

Highlight  these  areas  with 
Shining  Gold  and  then 
Mithril  Silver  mixed  with 
Shining  Gold.  Wash  I  hose 
sections  with  Chestnut  Ink 
and  then  again  wilh  thinned 
Brown  Ink. 

Pa  in  i  she  horns  and  skulls 
wilh  b  basecoat  mix  ol 
equal  pails  Snakebite 
Leather  and  Chaos  Black. 
Add  Skull  While  to  lo  this 
mix  for  the  highlight,  and 
use  pure  Skull  White  lor  the 
final  highlight. 

Paint  ihs  fur  cloak  wilh  a 
basecoat  of  Snakebite 

Leather.  Add  Skull  White  to 
Snakebite  Leather  and  then 
apply  this  mix  toward  the 
outer  edges  of  the  cloak. 

Give  the  cloak  a  basecoat 
of  Scab  Red  and  highlight 
with  Red  Gore  and  then 
Blood  Red,  Mix  BloocJ  Red 
with  Fiery  Orange  for  the 
penultimate  highlight.  Add  a 
small  amount  of  Skull 
White  lo  this  mix  lor  the 
final  highlight  and  (hen 
wash  ihe  whole?  cloak  with 
thinned  Chestnut  tnk„ 

Use  a  basecoat  of  Bestial 
Brown  to  pain!  the  flayed 
skin  and  pouches.  Add  an 
equal  quantity  of  Dwarf 
Flesh  to  this  color  for  the 
first  highlight  stage.  For  ihe 
final  highlight  stages,  add 
small  amounts  of 

Bleached  Bone. 

Paint  ihe  metalfic  sections  with  a  basecoat  of 
Boltgun  Metal  and  then  highlight  with 
Chain  mail  and  than  Mithril  Silver.  Apply 
shading  with  a  wash  ol  Ihinned  Brown  Ink. 

Mix  Red  Gore  and  Red  Ink  for  the  blood  and 
then  varnish  (he  blood  stains  once  the 
model  is  linished- 


Texture  the  base  of  Ihe  model  by  attaching 
sand  and  static  grass  wilh  white  glue. 
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Champion  of 
Slaanesh  Blister  {1) 

99060201138 


CHAMPION  OF 
SLAANESH  BODY 

9947020113001 


CHAMPION  OF 
SLAANESH 
SHIELD 

9947020113694 


CHAMPION  OF 
SLAANESH 
HEAD 

994702011 0EJ02 


CHAMPION  OF 
SLAANESH  SWORD 

9947020113003 


Champion  of  Khorne 
Blister  (1) 

99060201134 


CHAMPION  OF 
KHORNE  HEAD 

3947030113402 


CHAMPION  OF 
KHORNE  BODY 

9947020113401 


CHAMPION  OF  CHAMPION  OF  KHORNE  AXE 

KHORNE  BASE  39470(201 13403 

904 70201 134 04 
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The  Charfol  nfChttux  tii.w 
irii'fudif\  the  -\nnttmt  Horst' 
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with  the  ( ‘ i1  r j  .■  r -■  Knight* 


Chariot  of  Chaos  Box  (1) 

99110201122 


CHAOS  CHARIOT 
LER  FAIRING 

9S4702D1 07307 


CHAOS  CHARIOT  YOKE 

99470201 073W 


CHAOS  CHARIOT 
RIGHT  FAIRING 

3947030107300 


CHAOS 

CHARIOT 

SCYTHE 
93470231 0731 1 


CHAOS  CHARIOT  BASE 

9947020107303 


WARRIOR  CREWMAN 
W  AXE 

99470201 0733 ■ 


WARRIOR 

CREWMAN  W/  WHIP 

9947020107302 


WARRIOR  CREWMAN  WHIR  ARM 

9947020107303 


CHAOS  CHARIOT  WHEEL 

99470201 073 1 0 


CHAOS  CHARIOT 
FRONT  FAIRING 

9947020107305 


CHAOS  CHARIOT  HAFT 

9947020107304 


CHAOS  KNIGHT 
STEED  HEAD  2 

9947020107702 


PAINTING  CHAOS  MARAUDERS 

Undercoat  your 
Marauder  with  Chaos 
Black  Spray  Primer 

Paint  she  Marauder's  skin 
with  a  b&secoat  of  Vermin 
Fur.  Give  all  the  flesh  areas 
a  wash  of  Brown  Ink  to 
create  shading.  Once  I  he 
ink  dries,  highlight  the  skin 
with  Vermin  Pur  again,  then 
Bronzed  Flesh,  and  finally 
Bleached  Bone.  Add  a  final 
tight  highlight  of  Skull 
White  to  add  definition  to 
the  muscles  and  mosl 
raised  areas. 


Paint  leather  areas  such  as 
the  breeches,  straps,  boots, 
and  wrist  bands  wilh  a 
basecoal  of  Scorched  Brown. 
Apply  a  watered-down  wash 
of  Black  Ink  to  ihe  recesses  of 
these  areas.  Touch  up  any 
areas  where  the  wash 
overlapped  with  Scorched 
Brown.  Finally,  apply  a 
highlight  of  Snakebite  Leather 
to  Ihe  edges  and  ra;sod  areas 
near  creases. 


Apply  a  basecoat  of 
Boltgun  Metal  to  all  of 
the  different  metallic 
areas.  Apply  a  wash  of 
thmned  Chaos  Black  Ink 
to  ihe  rivets  and 
recessed  areas  of  ihe 
metallic  surfaces.  Touch 
up  with  Boltgun  Metal 
where  the  Black  Ink 
overlaps.  Give  all  of  the 
meta.1  areas  a  final 
highlight  of  Milhril  Sifvei 

Drybrush  the  fur  on  ihe 
back  of  ihe  legs  with 
Vomit  Brown.  Drybrush  Codex 
Grey  on  the  hatt  of  the  flail  to 
bring  oul  the  wood  grain. 
Highlight  any  remaining  black 
areas  with  Codex  Grey- 


Finish  off  the  base  by 
attaching  sand  wilh 
white  glue.  Once  the 
sand  and  glue  dries, 
dry  brush  the  sand  with 
Codex  Grey  and  then 
Breached  Bone.  II  you 
like,  you  can  attach 
small  clumps  of  siatic 

grass  !o  your  base 
with  white  glue. 
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CHAOS  WAFHLORS  SPRUE  (SHOWN  55%  ACTUAL  SIZE) 

M36G2Q1G14 


CHAOS  UNDIVIDED  ACCESSORY  SPRUE 
(SHOWN  60%  ACTUAL  SIZE) 

99360201 GIB 
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Marauders  of  Chaos  Regiment  Box  (16) 

99120201003 


Wiirtiialrrs  cun  he  Mwmhfctf  with  hmal  i v^/to  f m  shown  un  the  n  ttimemt  or  with  fiuih  hi\  xltwn  tm  ihi  :;irn;h-  mwlei). 


MARAUDER  SHIELD  SPRUE 
[SHOWN  9D%  ACTUAL  SIZE) 

99360201003 


MARAUDER  SPRUE  A  [SHOWN  70%  ACTUAL  SIZE)  MARAUDER  SPRUE  B  [SHOWN  7G%  ACTUAL  SIZE} 

9^350201010  MSflOKHfllt 
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MOR  TAL  UNITS 


CHAOS  KNIGHT 
STANDARD 

98470301 lifiai 


CHAOS  KNIGHT 
CHAMPION  BODY 

99-1 7020 1 1 2G 1 S 


CHAOS  KNIGHT 
CHAMPION 
HQRSS  HEAD 


Knights  of  Chaos  Knights  of  Chaos 
Regiment  Box  (5)  Blister  (Random  1) 


99470201 1 2622 


991 10201126  99060201129 


CHAOS  KNIGHT 
CHAMPION  $WORD 


99470201 12G 19 


CHAOS 
KNIGHT  HORN 

99470^0112620 


CHAOS  KNIGHT 
HEAD  1 

99470201 1 26 1 3 


CHAOS  KNIGHT 
HEAD  2 

0947020112614 


CHAOS  KNIGHT 
SHIELD  2 

994 70201 13515 


CHAOS  KNIGHT 
HEAD  4 

9Q47O20112616 


CHAOS  KNIGHT  CHAOS  KNIGHT 

AXE  1  AXE  2 

9947020112606  9947020112605 


CHAOS  KNIGHT 
HAMMER 

9947020112607 


CHAOS  KNIGHT 
SWORD 

994702O1 126M 


CHAOS  KNIGHT 
HORSE  TAIL 

9947020112617 


CHAOS  KNIGHT 
BODY  1 

9947020112601 


CHAOS  KNIGHT 
BODY  2 

9947020112602 


CHAOS  KNIGHT 
BODY  3 

9947023112603 


CHAOS  KNIGHT 
BODY  4 

99470201 12604 


The  Kitiflhtli  of  i'htfUS-  RexifHVfh  buxrJ  sri  muf  fhr  Kftighl  of  Chilli  bifxhT  im  fiah1  itu ■  hitfh  fmrfiittl  i if  the  Armored 

Hone  Sprue  <  9Q38Q29QQQ4 t.  The  head  am t  ltd!  sprue  is  \hmeu  elsewhere  in  dux  catalog. 


CHAOS  KNIGHT  CHAOS  KNIGHT 
SHIELD  1  SHIELD  2 

99470201 1 21509  9947020 1 1 26 1 0 


CHAOS  KNIGHT 
SHIELD  3 

9947020112611 


CHAOS  KNIGHT 
SHIELD  4 

9947020112612 


ARMORED  HORSE  SPRUE  (RANDOM  1  BODY}  (SHOWN  60%  ACTUAL  SIZE) 

93360299004 
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MORTAL  UNITS 


The  Champion.  Xtmiiwa,  ntni  Siandtmt  Hearer  Ntz 
are  available  only  in  j  he  ho.veti  reximent.  They  are 
n otpprt  a/  the  nmtltttH  awortmeHf  for  fist 
Mara  ml  ft  Ihn\sentiiti  blister  ptiek. 


The  bin  in 
this  hm  are 
available  only 
via  spti  hii  aj'fer. 


MARAUDER 
HORSEMEN  BODY  5 

99-17D2D1 131  OS 


MARAUDER 
HORSEMEN 
SPEAR  &  SHIELD  1 

&947Q20 lint  DC 


MARAUDER 

horsemen 

AXE  &  SHIELDS 

9347020113111 

V 


MARAUDER 
HORSEMEN 
SPEAR  *  SHIELD  2 

9047C2O1 13.107 


MARAUDER 
HORSEMEN 
SPEAR  A  SHIELD  3 

9547020113108 


MARAUDER 

horsemen 

SPEAR  A  SHIELD  4 

90-47020113105 


MEDIEVAL  HOHSE  SPRUE 
{RANDOM  1  BODY) 
(SHOWN  60%  ACTUAL  SIZE) 

99369999003 


MARAUDER 
HORSEMEN 
AXE  &  SHIELD  1 

3947020113110 


MARAUDER 

horsemen 

AXE  &  SHIELD  3 

9947020113112 


MARAUDER 
HORSEMEN 
AXE*  SHIELD  4 

9947020113113 


MEDIEVAL  HORSE  HEAD  SPRUE 
(RANDOM  1  HEAD  &  TAIL) 
{SHOWN  00%  ACTUAL  SIZE) 

9936999901 0 


MARAUDER 

HORSEMEN 

STANDARD 

9947QS011311& 


MARAUDER 
HORSEMEN 
COMMAND  HORN 

9947020113116 


MARAUDER 

horsemen 

CHAMPION  SHIELD 

994702011311? 


Marauder  Horsemen  Regiment  Box  (5) 

99110201132 


MARAUDER 
HORSEMEN 
CHAMPION  BODY 

094702011 311  * 


MAHAUDER  HORSEMEN 
CHAMPION  AXE 

■09J7O2O113115 


MARAUDER 
HORSEMEN  COMMAND 
HORSE  HEAD 

9947020113119 


MARAUDER  marauder 

HORSEMEN  BODY  1  HORSEMEN  BODY  2 

9947020113101  9947020113102 

A 


marauder 
horsemen  BODY  3 

9947020113103 


MARAUDER 
HORSEMEN  BODY  4 

9947020113104 
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Hellcannon  of  Chaos  Box  (1J 

99110201170 


HE L LOAN NON 
LARGE  WHEEL  1 

$947020 1 1 7009 


HELLCANNON  CHAOS 
STAR  SYMBOL 

9947020117512 


HELLCANNON  PLATES 

9947020 11 751 B 


HELLCANNON  CREW 
ACCESSORY  SPRUE 

99470201  17004 


HELLCANNON  CHAINS 

9947000117026 


HELLCANNON  BARREL  LEFT  SIDE 

9947020 117M5 


HELLCANNON  BARREL  RIGHT  SIDE 

$9470201 17005 


HELLCANNON  CREWMAN  1 

9947920117001 


HELLCANNON  CREWMAN  2 

0947020 11 7002 


HELLCANNON  CREWMAN  3 

99470251 1 7003 


HELLCANNON  SKULL 
BOTTOM  JAW 

994702011 791 & 


HELLCANNON 
LARGE  WHEEL  2 

9347020117010 


HELLCANNON  BLAST  SHIELD 

99479201 17013 


HELLCANNON  SKULL 
TOP  JAW 

9947020117514 


. ‘.Itjiiit i, hit  !•'  Etbfintttf  M-JiK  hin.iDrtipWixii  . «1.M wnrl  I  MW 


*  K9tT 


'  ■ I 


(Ml 


-It 


HELLCANNON 
COG  3 

994  7020 1 1 70 1 7 

HELLCANNON 


HELLCANNON 
COG  t 


HELLCANNON  FRAME 
LEFTSIDE 

99470301 1700? 


HELLCANNON  FRAME 
RIGHT  SIDE 

99470201 1 7000 


994  70201 1 70 1 0 


HELLCANNON  SPIKES 

99470^0117019 


SMALL  WHEEL 

994  7020  IS  70 11 


HELLCANNON 
PILE  OF  SKULLS  1 

9347030117020 


HELLCANNON 
PILE  OF  SKULLS  3 

99470201 17022 


HELLCANNON 
PILE  OF  SKULLS  S 

99470001 1 7024 


HELLCANNON 
PILE  OF  SKULLS  2 

9947000117021 


HELLCANNON 
PILE  OF  SKULLS  A 

9947020M7023 


HELLCANNON 
PILE  OF  SKULLS  6 

9947020117025 
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Stao'oif  Grey,  Dva\ft  timwe 
Spue*  -  i'"i  v*s  Grey,  Bwnaimi  Sr."Vi 


CJmuvi,1  ffljjg  ttik 
GJtittrtfttad  M-ttrttt  Sthw 
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Top  Bosses):  Basecoat  Colors  &  ink  Washes 


Bottom  Box(es):  Highlights  fi  Mixed  Colors 


CftftQS  Bfock  fW  Goia 
Bvrrti&tyvd  GM  Skttti  White 


SnatGteeo.  Bestial  Bttnw 
Gohtin  Giee n.  Bhached  Bone 


So  it  gun  Melal  Dwarf  Ffc's/i 
JUnmwf  '§sm~Bmri  Fmh  &  Smt  Wtot* 


Glum  Black*  ffl  Fm[ t 
Sttttew  Gm.  eh  fiesft  £  Skull 
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TACTICS 


IPS  FDR  WINNING  WI1H  HOROCS  OF  CHAOS 

V  It's  possible  to  create  a  Chaos  army  with  a  loi 
of  pcints-heavy,  powerful  models  like  Archaon, 
Shag go! hs,  Chaos  Giants,  iricked-out  Lords  of 
Chaos,  Lord-level  Daemons,  and  the  like. 

Whife  these  powerful  models  can  be  useful 
additions  to  your  Hordes  of  Chaos  army,  too 
many  of  them  can  make  for  a  weak  force,  Keep 
in  mind  that,  often,  the  most  effective  elements 
of  an  army  are  fully  ranked  units  with  standards 
and  high  Unit  Strengths.  Make  sure  that  a  good 
percentage  of  your  Chaos  force  is  made  up  of 
such  units,  Use  large,  powerful  models 
sparingly  and  only  to  support  your  big  unite, 
and  you  wonHl  go  tar  wrong. 

3.  Consider  fielding  a  10-strong  unit  of  Chosen 
Warriors  of  Khorne  with  additional  hand 
weapons  and  full  command  Some  players 
might  be  tempted  to  field  a  larger  unit,  bul  at 
305  points,  the  minimum  unit  size  of  10  is 
already  a  serious  investment.  Plus,  this  unit’s 
effectiveness  comes  fiom  the  number  of 
Attacks  it  can  dish,  oul  and  not  its  Unit  Strength 
or  rank  bonus.  These  Warriors  will  make  4 
Attacks  each  -  the  Champion  will  make  5, 
Thus,  with  a  frontage  of  six  (any  wider 
becomes  cumbersome  and  loses  the  rank 
bonus},  the  unit  will  make  25  Attacks  at  WS5 
and  54.  Very  few  things  can  si  and  up  to  that 
for  long, 

C  Horrors  are  interesting  additions  to  a  Chaos 
army,  bul  they  are  vulnerable  in  combat  and 
can  Jose  a  lair  fight  to  a  bunch  of  one-armed 
Goblins,  Thus,  it's  important  to  protect  your 
Horrors  and  keep  them  out  of  combat  with 
everything  except  the  weakest  of  foes.  Even 
weak  iroops  in  sufficient  numbers  can  ihreaten 
Horrors  and  should  be  avoided.  Always  take  as 
many  Flamers  as  you  can  to  accompany  your 
Horrors,  When  an  enemy  unit  threatens  to 
charge  your  Horrors,  interpose  your  Flamers  in 
a  straight  line  in  such  a  way  that  the  enemy 
unit  would  have  to  charge  and  fight  them  one 
at  a  time.  While  The  enemy  chews  up  your 
Flamers,  move  your  Horrors  to  safety  and 
possibly  mio  position  lo  blast  the  enemy 
unit  wtlh  spells. 


A.  To  fig  hi  targe  and  powerful  Chaos  models, 
tempt  your  opponent  Into  using  his  big  models 
to  engage  your  fully  ranked  units  with 
command.  Even  the  most  powerful  Monsters 
and  characters  will  have  difficulty  defeating  a 
full  unit,  Most  often,  units  will  begin  such  fights 
with  a  5- point  advantage  toward  combat 
resolution  (i.e,r  3  tor  ranks,  1  for  the  standard, 
and  1  for  outnumbering).  Even  the  most 
powerful  models  will  have  difficulty  overcoming 
l his  advantage,  Above  all.  avoid  situations  in 
which  the  big  models  can  attack  your  units  in 
concert  with  a  fully  ranked  regiment  or  another 
big  model.  Also,  protect  against  Hank  charges 
to  preserve  your  rank  bonus. 

B.  Chosen  Warriors  of  Khome  are  always  lough. 
However,  Frenzy  is  a  double-edged  sword. 
Frenzied  models  musl  always  charge  targets 
that  are  In  range,  Thus,  make  sure  to  include  a 
couple  of  low-point,  highly  maneuverable  units 
to  distract  the  Warriors.  On  your  turn,  move 
your  distraction  unit  into  the  Warriors'  charge 
range  and,  when  the  inevitable  charge  comes, 
flee.  Try  to  set  your  distraction  unit  in  such  a 
way  that  the  Warriors’  failed  charge  will  move 
them  away  from  the  rest  of  your  army  and/or 
into  an  inconvenient  position.  Repeat  this 
maneuver  as  needed.  Fast  Cavalry  units  arc 
ideal  for  disiraction  duty,  but  Skirmishers,  other 
cheap  cavalry  models,  Hounds  of  Chaos, 
cheap  Flyers,  and  the  like  will  also  work  welL 

C.  The  “Flamer  chain"  defense  is  a  difficult  one  to 
counter  You  can  approach  the  Horror  unit  with 
two  units  ol  your  own  from  two  different 
directions.  Thus,  only  one  unit  will  be  delayed, 
or  both  units  will  be  delayed  for  only  a  short 
lime,  Another  option  rs  to  ignore  the  Flamer 
chain  and  move  to  engage  another  unit,  Yel 
another  is  to  large!  the  Horrors  with  missile  Tre 
and  spells;  with  only  T3,  there  are  a  lot  ot 
ranged  attacks  you  can  make  that  can 
devastate  Horrors.  Finally,  highly 
maneuverable  units  like  Flyers,  Fast  Cavalry, 
and  Skirmishers  can  sometimes  avoid  the 
Flamer  chain  and  charge  ihe  Horrors  directly. 


ALTlItlMTE  MODEL  -  CORE 

Tzeentch  Knights 


COMPLEXITY  HATING 

ooo 


COMPONENTS  FOR  2  COMPLETE  MOOElS 

f - ” 

9938Q299D06  Bretonnian  Horse  Sprue  (st2j 

99380299007  Bret.  Harse  Head  Sprue 

■9947010605104  Throne  ol  Judgement  Banners 
994  7020 1 1 2604  Chaos  Knight  4 
9947020112609  Chaos  Knight  Shield  1  (x2) 
904  7020 112618  Ch  aos  Knight  Champion 
994702011 4203  Tzeentch  Lord  Halberd  (jt2) 


9947010206706  Iron  Warnor  Head  2  (x4) 
99470 110Q15D5  Flayed  One  Claw's  1  (*3) 
9947011001506  Flayed  One  Claws  2  (x2| 
9947011202205  Jetbi  he  Chairs  (xS) 
9947020706701  Ghoul  1 
9947020706704  Ghoul  A 
9947020706706  Ghoul  6 
9947020706709  Ghoul  9 
9947020706711  Ghoul  11 
9947021405002  Dark  Emissary  Head 


Marauder  Shield  Sprue 
Chaos  Marauder  Sprue  A 
Chaos  Marauder  Sprue  B 
Zombie  Sprue 


99360201 002 
99  38020 1 G 1 0 
9938020 1 01 1 
99380207002 
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Far  Left:  ,1  Chatn  Wurriur  by  Mike  Awkrstm 
for  the  2004  Stnrtrt  ttf  Chaos  ettinpaign* 
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Long  before  the  rise  of 
Elves,  Dwarfs,  or  Men,  the 
Lizardmen  walked  the 

Warhammer  world.  Cold 

and  enigmatic,  Lizardmen 
seek  to  restore  the  order  of 
the  world  that  was  brought 
before  their  mysterious  creators 
disappeared  ages  ago.  Although 

Lizardmen  rarely  venture  out  of  their 

steaming  jungle  homes  in  Lu stria  and  the 
Southlands,  the  cold-blooded  ones  do  not 
discuss  iheir  plans  and  mercilessly  punish 
any  who  would  stand  in  their  way. 


Sotek  reigns  as  the  great  serpent-god  of  the  Lizardmen,  and  every 
temple -city  venerates  His  supreme  divinity  with  a  blood-soaked 
pyramid.  Some  believe  that  this  foremost  deity  is  one  of  the 
Old  Ones  returned ,  though  most  see  Him  as  a  wholly 
different  entity  from  the  creators  of  the  Lizardmen. 

The  growth  of  the  Cult  of  Sotek  started  among  the 
Skinks,  who  offered  up  thousands  of  rat- 
spawn  in  bloody  sacrifices  in  His  name * 
before  spreading  across  all  the  Lizardmen 
lands ,His  corning  was  predicted  in  the 
Prophecy  of  Sotek,  The  bloody  god's 
emergence  into  the  world  would  he  signaled  by 
the  appearance  of  a  two-tailed  comet  in  the 
heavens,  representing  his  forked  tongue ,  This 
appearance  in  the  skies  is  received  with  rejoicing 
and  blood  sacrifices  of  thanks  among  the 
Lizardmen,  for  they  know  that  it  heralds  the 
reawakening  of  Sotek,  who  will  strike 
down  their  foes  with  His  anger 


Fighting  Style 


Lizardmen  are  an  incredibly  diverse  army 
with  an  amazing  number  of  strengths.  Thus, 
there  are  loads  of  troop  combinations  and 
tactics  to  try  out.  One  thing  the  Lizardmen 
benefit  from  is  the  Cold-Blooded  rule,  which 
means  that  they  have  a  greater  chance  of 
passing  Leadership  tests  (primarily  Break 
and  Psychology  tests).  Whether  you  are 
building  a  strong  infantry- based  army  to  roll 
over  the  field  or  you  are  going  for  more  of  a 
line  up  full  of  speed  and  power  with  troops 

like  monsters,  cavalry,  and  skirmishing 
Skinks,  being  Coid-BI coded  will  cause  your 
enemy  no  ends  of  problems. 


Collecting  a  Lizardmen  Army 


large  game,  but  Core  troops  give  players  a 
strong  nucleus  from  which  to  expand  their 
forces.  For  Lizardmen,  these  Core  choices 
often  take  the  form  of  either  Saurus  Warriors 
or  Skink  Skirmishers.  Both  are  suited  for 
different  roles,  and  both  troop  types  excel  at 
what  they  do.  The  Saurus  Warriors  are 
ferocious  creatures  that  are  strong,  have 
multiple  Attacks,  and  have  a  natural  save  with 
their  Scaly  Skin.  All  of  these  abilities  make 
Saurus  perfect  infantry  to  secure  the  center  of 
a  battle  line.  Skinks  are  smaller  and  more 
agile,  and  their  rote  in  a  Lizardmen  army 
is  that  of  skirmishers  and  light  missile 
troops.  Skinks  are  fast  (Movement  of  fi),  and 
their  missiles  count  as  Poisoned  Attacks. 
Other  Core  choices  include  Jungle 
Swarms,  which  are  ideal  defensive  troops 
that  can  lie  up  a  flank,  and  Temple  Guard, 


are  the  larger  cousins  of 
the  Saurus  and  are  bred  for  power  and 
brute  strength  (they  have  35  and  wield  great 
weapons  and  thus  attack  at  S7I).  Terr  ado  ns 
are  enormous  i lying  creatures  that  can  carry 
Skink  riders  deep  behind  enemy  lines. 
Chameleon  Skinks  are  masters  of 
camouflage  and  may  use  their  ability  to  blend 
into  a  background  to  infiltrate  just  where  they 
can  do  the  enemy  the  most  damage. 
Salamander  Hunting  Packs  offer  a  wicked 
ranged  attack,  Saurus  Cavalry  on  vicious 
Cold  Ones  constitute  a  very  hard-hitting  unit, 
and  the  mighty  Stegadon  is  a  lumbering 
dinosaur  with  Skinks  on  its  back. 

The  sheer  power  of  a  Lizardmen  army  is 
topped  off  by  its  leaders:  Slann  Mage-Priests 
and  Saurus  Old  bloods.  Slann  Mage -Priests 
am  among  the  oldest  and  most  magically 
powerful  beings  in  all  existence,  while  the 
Saurus  Oldbloods  are  ferocious  fighters  that 
may  be  mounted  atop  Carnosaurs,  enormous 
flesh-eating  dinosaurs, 


We  always  suggest  beginning  any  new  army 
with  several  Core  choices.  Not  only  will  they 
cover  the  minimum  requirements  for  a  (airly 


an  elite  unit  of  Saurus. 

When  filling  out  a  Lizardmen  army,  players 
have  even  more  fantastic  choices.  Kroxigors 


Anyone  who  dares  to  tight  the  Uzardmer 
or  invade  their  jungle  territory  does  so  a1 
great  peril. 


imnMFN 


24  Saurus  Warriors 

24  Skink  Skirmishers 

8  Saurus  mounted  on  Cold  Ones 
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Warhammer  Armies 
Lizardmen 

60030208001 


SKIMK  WARCKlEF  3 


SKJNK  WARCH1EF  4 


Tehenhauin,  Prophet  of 
Sotek  Blister  {1} 

99060208066 


Skink  Priest  Blister  (1J 

99060208046 

BET  NAME:  SKINK  PRIEST 

GIT  CODE:  99470200040)1 


SKINK  WAHCHIEF  1  SJONK  WARCH3EF  2 

9947020006501  994 7020306602 

Skink  Warchiefs  i 
Blister  {Random  2} 

99060208065 


TEHENHAUIN  BOOK 

9947020&16602 


SKINK  WAHCHIEF  3 

9947020606503 


SKINK  WARCHIEF  4 

994702000650-1 


TEHENHAUIN  BASE 

9947020606603 


TEHENHAUIN  BODY 

9947020006601 
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SLANN  MAGE-PRIEST 
STANDARD 

0947020&C44G2 


SLANN  MAGE-PRIEST 
REAR  PLATFORM 

9947020804403 


SLA N N  MAGE-PRtE$T  RIGHT  SIDE 

99 4 7050 004406 


SLANN  MAGE-PFIEST 
HORN  SPRUE 

9947020804400 


SLANN  MAGE-PRIEST 
STANDARD  POLE 

9947030604405 


SLANN  MAGE-PRIEST  LEFT  SIDE 

9947020604407 


Slann  Mage-Priest  Box  (1) 

99110208044 


SLANN  MAGE- PRIEST  PLATFORM  BASE 

■9947020504404 


SLANN  MAGE-PRIEST  BODY 

9547030BO44D1 
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SAURUS  LORD  ON 
FOOT  SWORD  ARM  1 

9947<J0»O5flQ6 


SAURUS  LORO  ON 
FOOT  SWORD  ARM  2 

994TO2OBQ50O7 


Saurus  Lord  on  Foot  Blister  (Random  1) 

99060208058 


SAURUS  LORD 
ON  FOOT  BODY 

9947020605803 


SAURUS  LORD 
ON  FOOT  HEAD  2 

9947020305602 


SAURUS  LORD  ON 
FOOT  SHIELD  1 

9347020605604 


SAURUS  LORD  ON 
FOOT  SHIELD  2 

9347020305605 


SAURUS  LORD 
ON  FOOT  HEAD  1 

9&4702Q&35S01 


* 


Lord  Kroak  Box  (1) 

99110208055 


LORD  KROAK  BODY 

9947020005504 


LORD  KROAK  PLATFORM  BASE 

9947020005507 


LORDS  6  HEROES 


J 


the  Sfuttti  Sfutttiunt 

Pale  f  994702mQ440$\  xhtw\ 
nvf/j  the  Shinn  Macc-Pritfxt. 


LORD  KROAK  LEFT  SIDE 

9947020005500 


LORD  KROAK  MASK 

994702Q8D5502 


LORD  KROAK  RIGHT  SIDE 

994702080(5506 


LORD  KROAK 
STANDARD 

3EM  7O2OB055O1 


LORD KROAK 
REAR  PLATFORM 

9947020006503 


LORD  KROAK  HORN  SPRUE 

9947020305505 
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UZAFIDMEN  COLD  Ones  SPRUE  {RANDOM  1) 

99<3BO20eO{H 


LUARDMEN  SHIELDS 

It  can  be  much  easier  to  paint  the  Saurus  and 
shields  separately.  First,  prime  the  shields  with 
Chaos  Black  while  they're  still  on  the  sp?ue 

STEP  1 

Over  the  p timer,  drybrush 
the  front  of  the  shield 
with  Scab  Red  and 
then  Red  Gore. 


STEP  2 

Paint  the  top  hail  ot  each 
stale  with  Blood  Red, 


Afatr/Sf  nil  of  your 
Saurus  m( xtelxt 
tikr  this  Saurus 
Lord  0/1  foot,  niil 
curry  shields. 


STEP  6 

When  the  shields  are 
finished,  carefully  clip 
them  off  the  sprue,  and 
touch  up  the  bare  spots 
before  attaching  them  to 
the  model. 

Don't  worry  about  the  back  of  the  shield  too 
much,  as  it  will  not  be  seen  when  the  regiment 

is  assembled. 


SAURUS  LORD  HEAD 

S&47Q2£i8fl£>4[}1 


SAURUS  LORD  BACK 

9947020806403 


SAURUS  LORD  BODY 

9947030006402 


SAURUS  LORD  ARM 

0947020606405 


$AUHU£  LORD  SPRUE 

9947 Q  £000  6404 


STEP  3 

Add  a  highlighl  line  around 
the  top  of  each  scale  with 
Blazing  Orange. 

STEP  4 

Paint  the  met  at  areas 
with  Dwarf  Bronze  and 
the  bony  spikes  with 
Bleached  Bone. 


STEP  5 

Wash  the  mem  I  and  bone 
with  Brown  Ink.  Highlight 
ihe  bone  with  a  50/SO  mix 
of  Bleached  Bone  and! 
Skull  While  and  the  metal 
areas  with  Shining  Gold. 


Saurus  Lord  on  Cold 
One  Blister  (Random  1) 

99060208064 
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Saurus  Lord  on  Carnosaur  Box  (1) 

99110208048 


CARNOSAUR  BODY 

3&47O2G&O40O7 


SAURUS  LORD  HEAD 

9&47&2Qa04fl02 


CARNOSAUR  TAIL 

994703000450(3 


SAURUS  LORD  ARM  SPRUE 

9947020804 &0l 


SAURUS  LORD  SADDLE 

9947020804305 


CARNOSAUR  LEFT  CLAW 

9947O0O8O4BO8 


CARNOSAUR  RIGHT  CLAY/ 

9947030004 0O& 


CARNOSAUR  LEFT  LEG 

9S47020&04610 


CARNOSAUR  RIGHT  LEG 

99470208D4B11 


SAURUS  LORD  BODY 

9847020804809 


SAURUS  LORD  SPEAR 

9947O2OBO40O4 
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PHIHTINC  SAURUS 


STEP  1 

Undercoat  the  model  with 
black  primer  and  basecoat 
with  Enchanted  Blue. 

Next,  dry  brush  with  a 
50/50  mix  of  Enchanted 
Blue  and  Ice  Blue. 

STEP  2 

Give  the  entire  model  a 
wash  of  Blue  Ink.  Add  a 
small  drop  of  Gloss 
Varnish  to  I  he  ink  To  allow 
it  In  coat  more  evenly 


STEP  3 

Drybrush  the  Skin  of  the 
Saurus  with  your  50/50 

Enchanted  Blua/Ece 
Blue  mix  to  lighten  the 
color  again  Basecoal 
the  armored  scales  on 
the  back  of  the  Saurus 


with  Regal  Blue  Then,  dryhrgsh  oil  o1  the 


scales  with  Enchanted  Blue. 


STEP  4 

Add  Ice  Blue  highlights 
to  the  skin  of  the  Saurus 
The  skin  is  finished.  All 
that  needs  to  be 
completed  are  The  details. 
Bgsecoat  the  spines  along 
the  back  with  Scab  Red 
and  paint  the  teeth  and  claws  with.  Bleached 
Bone,  Basecoat  ihe  spear  shaft  with 
Scorched  Brown. 


STEP  5 

Highlight  the  red  markings 
wiih  Red  Gore  and  ihen 
with  Blood  Red.  Also, 
place  a  spot  of  Blood  Red 
in  the  eyes  with  a  fine 
detail  brush.  Highlight  the 
spear  shaft  with  a  50/50 
mix  of  Scorched  Brown 


and  Snakebite  Leather  and  ihen  with  straight 


Snakebite  Leather. 


STEP  6 

Paihi  all  the  metal 

bits  wiih  Pwad 
Bronze.  Use  Soltgun 
Mela!  for  the  blade  o! 
the  spear  Wash  the 
bronze  parts,  teeth, 
and  claws  wiih 
Brown  |nk- 

To  linish,  highlighl 

the  spear  tip  with 
Mithrii  Silver,  the 
bronze  areas  with 
Shining  Gold,  and 
the  teeth  and  claws 
with  a  50/50  mix  ot 
Bleached  Bone  and 
Skull  White. 


Saurus  Warriors  Regiment  Box  (16) 

99120203003 


SAURUS  WARRIORS  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 
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TEMPLE  GUARD 
STANDARD  BEARER  BODY 

9947020806004 


TEMPLE  guard  musician 

9947020006001 


TEMPLE  GUARD 
STANDARD  TOP 

9947020806003 


Temple  Guard  Regiment  Box  (10) 

99110208051 

Temple  Guard  Command  Blister  (2) 

99060208060 

Temple  Guard  Champion  Blister  (1) 

99060208050 


temple  guard  champion 

994702 0805002 


TEMPLE  GUARD  SWORD  ARM 

994702O&OS9O 1 


?’/?(-  Ji-tapff  Guiint 

( '{wimuruJ  blister  nHtltilns 
am-  m  >mph‘U'  Stumfitni 
Heartr  intniel  tmd  nne 
cvmpfcfi-  Xhtskiwt  tumid. 
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TEMPLE  GUARD  SHIELD  1 

&947O2D8QS109 


TEMPLE  GUARD  SHIELD  2 

9947020805110 


TEMPLE  GUARD  HALBERD  A 

99470208051 0& 


TEMPLE  GUARD  HALBERD  B 

9947020805100 


temple  guard  HALBERD  C 

9947020805107 


TEMPLE  GUARD  HALBERD  D 

9947020805108 


TEMPLE  GUAHD  STANDARD  BEARER  ARM 

9947020806005 


TEMPLE  GUARD  champion  SHIELD 

9947020805003 


TEMPLE  GUAHD 
MUSICIAN  ARM 

99470206EJ6O02 


TEMPLE  GUARD  BODY  A 

9947020605101 


temple  guard  body  b 

9947020805 102 


TEMPLE  GUARD  BODY  C 

99470208001 03 


temple  guard  body  □ 

9947020805104 


Skink  Warriors  Regiment  Box  (24) 

99120208004 


SKINK  WARRIORS  SPRUE  [SHOWN  46%  ACTUAL  SIZE) 
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Jungle  Swarm  Blister  (2  Random  Bases) 

99060208063 


JUNGLE  SWARM  SERPENT  t  JUNGLE  SWARM  SERPENT  2 


9&4702080 T901 


99^7020801302 


JUNGLE  SWARM 
SERPENT  3 

994 7020801 903 


JUNGLE  SWARM 
SERPENT  4 


JUNGLE  SWARM 
SERPENT  5 


9947020801904  9947020801 905 


JUNGLE  SWARM 
SEHPENT6 

9947020801906 


JUNGLE  SWARM 
SERPENT  7 

9947020801907 


JUNGLE  SWARM 
SERPENTS 

9947020601908 


JUNGLE  SWARM  LIZARD  1 

994702080 1 30 1 


JUNGLE  SWARM  LIZARD  2 

9047020801302 


JUNGLE  SWARM  LIZARD  3 

394702080 ’303 


JUNGLE  SWARM  LIZARD  4 

994702080  *  304 


JUNGLE  SWARM  LIZARD  5 

9947020801306 


99060208045 


Kmxi^ar  weaptm  bit z  tiltmit  to  tin  Kroxigor 

bvti\  with  tf it  {'orreaphtidlng  it  umber. 


SPECIAL  UNITS 


KROXIGOR  WEAPON  1 

9947O0OWWSO2 


KROXIGOR  WEAPON  2 

9947020804504 


KROXIGOR  BODY  1 

9947020804501 


KROXIGOR  BODY  2 

9947020804503 


KROXIGOR  BODY  3 


KROXIGOR  WEAPON  3 


994702080450$ 


9947020804506 
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The  Sit  a  rut  mi  CtrftI  Ones  ame  with  the 
U&fdmeo  Cold  Ones  Sprue  mMMtWMt 
.y^jivw  H'if/r  ;/><  Simms  l/mt  an  C.tritt  One. 


CHAMELEON  SKINK  1 

9947020304701 


CHAMELEON  SKINK  2 

9947020004702 


994702000470-3 


CHAMELEON  SKINK  d 

9047Q2OBO47O4 


Chameleon  Skmks 
Blister  (Random  3) 

99060208047 


^4  j 

N-  , 

i 
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Saurus  on  Cold  Ones  Box  (8) 

99120208006 


SAURUS  COLS  ONE  RISERS  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

99300200003 


l| 


Terradon  Blister  (Random  1) 

990 60 20 8057 


UZAHDMEN  BEAST  C010R  PATTERNS 

STRIPES 

STEP  1 

Give  the  Terradon  a 
basecoat  of  Vomit 
Brown,  Highlight  Ihe 
raised  areas  with  a 
50/50  mix  of  Vomit 
Brown  and  Bubonic 
Brown.  Painl  the  skin  of 
the  wings  with  streaks 
of  Bubonic  Brown, 


STEP  2 

Paint  Snot  Green 
stripes  on  the  back 
behind  the  neck  and 
leading  edge.  Extend 
ihe  siripes  toward  ihe 
back  ol  tiie  Terradon 


TERRADON  HEAD  1 

9&47Offl>8057J)l 


TERRADON.  HEAD  2 

B947Q2O80S7G2 


TERRADON  LEFT  WING  2 

M47Q20fl0570fi 


TERRADON  SKINK  1 

9947D20B0570H 


TERRADON  RIGHT  WING  2 

0947020605707 


STE  P  3 

Add  highlights  of 
Scorpion  Green  to 
the  raised  areas  of 
the  stripes. 


SPOTS 


STEP  1 

Paint  a  basecoai  of  Red 
Gore  omo  the  entire 
model,  followed  by  a 
50/50  highlight  of  Blood 
Red  and  Blazing 
Orange.  Paint  the  skin 
of  the  wings  with  a 
50/50  mix  of  Blood  Red 
and  Bleached  Bone. 


TERRADON  LEFT  WtNG  1 

9947020B057M 


TERRADON  RIGHT  WING  1 

994702*805705 


TERRADON  SKINK  2 

9947020305709 


TERRADON  SOdV 

994702^0570(3 


STEP  2 

Paint  a  series  ol  black 
spols  starting  at  the 
shoulder  and  extending 
along  the  arm  and  back. 
The  spots  should 
become  smaller  the 
further  they  get  from 
the  shoulder. 


STEP  3 

Highlight  ihe  black 
spols  with  straight 
Shadow  Grey. 
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STEGADON  SKINK  1 

M47020B0W0Z 


STEGADON  SKINK  2 

99470 20 00 S4  03 


STEGADON  S KINK  3 

9947O2O0O54Q4 


STEGADON  SKINK  4 

9947020605405 


Stegadon  Box  (1) 

99110208054 


STEGADON  SKINK  5 

9947000006*06 


STEGADON  HOWDAH  FRONT 

9947020005-ID  I 


STEGADON  QUIVER  1 

9947030 B01 614 


STEGADON  QUIVER  2 

9947020001615 


STEGADON  HOWDAH  SIDE  1 

0Q4702OS&54OB 


STEGADON  HOWDAH  SIDE  2 

3947920805409 


STEGADON  SKINK  SHIELD  SPRUE 

9947030005407 


STEGADON  HORN 

994 7020  B0 1 6 1 6 


STEGADON  HOV/DAH  PACK 

9947020001611 


STEGAOON  TOTEM 

9947020801617 


STEGADON  BOW 

3947020001613 


STEGADON  HOWDAH  BASE 

9947030005410 
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STEGAQOM  BODY  RIGHT  SIDE 

994702020S016D1 


STEGADON  HORNY  PLATE 

9947020001603 


STEGADON  HEAD 

9947020001  SOS 


STEGADON  BODY  LEFT  SIDE 

9947020801602 


STEGADON  SACK  PLATE 

9947820801604 


STEGADON  TAIL  PLATE 

9947020801608 


STEGADON  TAIL 

9947020301607 


Salamander  Blister  (Random  1  Salamander  &  3  Skmks) 

99060208052 


SALAMANDER  SKINK  1 

0947020805205 


SALAMANDER  SKINK  a 

9947020005206 
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SALAMANDER  BODY 

9D47020S05294 


ti 


SALAMANDER  LEG 

9947020805303 


SALAMANDER 
HEAD  1 

3947020305201 


SALAMANDER 
HEAD  2 

9947020805202 
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fJKAjjrJlKf  Stott,  flfalff 

E’ictoiteci  Blue,  tee  Bute 


RegiV  Biih?,  Sc.ify  Grflfifl 
Enchanted  tiki*.  Scaly  firm*  A  SkuM  WMe 


Bhm.  iL»VJ .r j/77 j r vzte s  fibtf 
yWramj/rtMiS  tfito?  £  to? 
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KEY 

Top  Boxfos):  Basecoat  Colors  £  Ink  Washes  [”|  Bottom  Gox(es):  Highlights 


Mik&d  Colors 


H |T  IV  ih-  finrqu'flreg.  Fiery  Drang* 

Jcs  Stair.  Sunburst  YeStow 


i4jw(t  Toi^n.se.  tee  Ska 

3tofl  HMe 


Him*  ruWrfMft  f '_n- .'u.'ii'eJ  Blue 
he  Btoe.  Btmut  ftht 


□ 

□  □ 


Hank  TurQuOise.  Snot  Gwti 
tee  Seorptnn  Di-L-L'n 


Hawk  Twqi/Qisc.  UtfmPwtfc  Hawk  Turijtiom,  Regal  Blue 

tesBhtt,  Uetie  Furpie  &  SJ toti  White  ?Cf!  SfuJing  Conge 


RertGore 

fled  Goo  ^  Wjffllf  Btewii 


seoe  Red 

Sc.?e  ffai?  ii  Dwarf  tests 


fj 


Dutk  Angtfs  Gr&ert 
Ang&s  ffreflfl  £  fltacfcetf  Bern 


Path  ftesfl.  ffgflfor  &rei m 
Civvrr/  Ftosft.  Scprprdn  Green 


Murrain  grorfi*1  Fr&ry  Gffflpff 
Vom/i*  Bfmtfft  Scj.V  iJ/eflJi 


Jkirt  Xflpfite  f Jrew.  £*™  G/iiM 
ijpfiV.T  Jtoifjflj?  ^I'e.s i*j 


Sfeidton'  i j  ,■/'!■■  ftfftf  Sore 
fortress  ti rey  Blood  Red 


cioas  stock.  Scorpion  Gtmt 
Gottiu)  Grittrt,  SHUT  tVMtf 


A|J  mffliHnr^ M.-ii-l-.i,.  M  .pi:rfi  mil]  »asd  (Wail  him  mm  *U*ftM*  Irtuti  rit**nV'* 


TACTICS 


TIPS  FOR  WINNING  WITH  LIZARD  MEN 

A.  A  unit  of  Saur us  with  the  Blessed  Spawning 
of  Sotok  and  led  by  a  Scar-Leader  or  Sear- 
Veteran  with  the  same  Blessed  Spawning 
can  dish  out  an  amazing  number  of  Attacks 
cm  the  charge.  Add  in  a  Battle  Standard 
Bearer  with  a  War  Banner  or  the  Jaguar 
Standard,  and  few  opponents  will  survive 
the  Baums’  devastating  charge. 

B.  A  Baums  Scar-Leader  or  Scar-Veteran  with  the 
Charm  of  the  Jaguar  Warrior  can  move  at  high 
speeds.  If  such  a  Saurus  were  to  follow  a 
group  of  Kroxigor  (who  also  move  quickly),  he 
could  let  the  Kroxigor  charge  a  unit  in  the  from 
while  moving  to  ihe  side  for  a  tlank  charge  to 
support  the  Kroxigor  -  most  likely  hitting  the 
larget  unit  with  a  devastating  number  of  high- 
Strength  Attacks.  The  Saurus  Scar -Leader  or 
Scar- Veteran  could  take  a  great  weapon,  the 
Blessed  Spawning  of  Sotek.  or  the  Scimitar  of 
the  Sun  resplendent  lor  even  nastier  charges. 

C.  Jungle  Swarms  are  a  good  way  lo  protect  your 
flank  or  offer  a  tempting  target  lo  your 
opponent's  units  (especially  ones  affected  by 
Frenzy).  While  the  Swarms  hold  off  the  enemy 
units,  you  can  bring  up  hard-hitting  units  such 
as  Saurus  and  Kroxigor  to  smash  inio  the 
flanks  of  the  enemy's  formation.  Because  the 
Swarms  have  Poisoned  Attacks,  they  may 
even  manage  to  drag  down  some  of  your 
opponent's  toughest  models! 

D.  A  Second  Generation  Slann  Mage-Priest  with 
I  he  Plaque  of  Tepok  and  the  Plaque  of 
Dominion  has  a  very  good  chance  o!  ruling 
supreme  in  the  Magic  Phase.  For  even  more 
utility  invest  in  a  Skink  Priest  wi I h  some  Dispel 
Scrolls  to  provide  some  more  defense  against 
enemy  spells  and  to  give  your  Mage- Priest 
belter  line  of  sight  for  his  own  magic. 


GOUNTERTAGTICS 

TIPS  FOR  FIGHTING  AGAINST  liZARDMEN 

A.  There  are  many  spells  that  can  either  slow  a 
unit  down  or  help  pick  off  worryingly  powerful 
characters  like  this  one.  Fn  addition,  you  Can 
aim  your  Cannons  to  draw  a  line  through  the 
Kroxigor  and  the  Saurus  hero,  possibly  turning 
both  into  bits  of  reptilian  goo. 

B.  A  unit  that  is  extremely  powerful  on  the  charge 
has  most  of  ils  power  tied  up  in  the  gamble  that 
it  WILL  get  to  charge.  Obviously,  I  he  best  thing 
you  can  do  wilh  a  unit  like  this  one  is  lo  avoid 
getting  charged  by  it!  Often,  this  tactic  means 
attacking  first  by  hitting  such  a  unit  wilh  your 
faster-moving  models,  but  you  can  also  slow 
this  unit  down  wilh  Flyers  (inhibiting  the  march 
move)  and  by  whittling  it  down  to  manageable 
size  with  enough  missile  fire  (Bolt  Throwers  are 
very  good  for  this  purpose). 

C.  One  way  to  deal  with  pesky  swarms  is  lo 
shoot  them.  Jungle  Swarms  are  skirmishers, 
however.  Thus,  another  good  method  to 
handle  these  units  are  to  sand  large 
regiments  of  cheap  troops  to  hack  the 
Swarms  apart.  Also,  cavalry  units  can 
usually  just  outmaneuver  (he  Swarms. 

D.  A  Slann  Mage- Priest  can  cast  spells  like  no 
other  mage  in  the  Warharomer  world,  but  he  is 
also  hideously  expensive  points-wise.  Thus,  if 
you  kill  him,  you'll  earn  a  massive  number  of 
Victory  Points.  It  may  cost  you  dearly  to  focus 
your  efforts  on  taking  the  Slann  out  of  the 
game,  but  once  he's  dead,  the  Victory  Points 
you  gain  (especially  if  the  Slann  is  also  the 
Battle  Standard  Beaier)  will  be  well  worth  it! 
Also,  keep  in  mind  that  Dispel  Scrolls  are  only 
25  points  each  and  will  shut  down  even  a 
Slann’s  magic. 


WWli.liflMbS-WUMOt)lOTntT5 


Right:  Attl'tm  W'/fum  !y  Slum i  JWlrrjft'-  /Jrre’  ■</  ilvjh 
second  pUn  v  <W  .'/re  2tt04  Chicago  Gwrjrx  Day 
Golden  Demon  put  using  ampeiiiints. 


Might:  So»>  fhincmi'j.  Carnowur  ii 
it  runner  up  at  she  200J  Chicago 
G tunes  Day  Golden  Demon 

{Jinirlitrx  Ctrftfffelitioil.  -Jk 


Kelfiw:  A  Saurm  ( Iwmpiim 
painted  by  H'iv-m',1,  Klpcke, 


9947020401 109  Warftawls  C  Body 
9947030803302  Ten ehuim  Banner 
9947020803303  Tenehuini  Dagger 
9947020G03401  Qxayall  Body 
9g4 702030 5001  Temple  Guard  Swc-rd  Arm 


99380108005  Ty/amd  Warrior  Sprue 

99380206001  Saurus  Warrior  Sprue 

9947020800904  Kroxigor  Tail  2 
9947020804408  S  Ian  n  Horn  Sprue 
9947030304302  Kroxsgar  Weapon  1 


THIS  COMUERSIBN  CONTAINS  THE 
SPECIAL  OFFER  BIT!  SHOWN  HERE 

See  she  catalog  iititmlnriioti /or 
mote  information. 


TENEHUIMI  DAGGER 

994  7020803303 


PUS  CQHUERSIQN  CONTAINS  THE 
SPECIAL  OFFER  RJTI  SHOWN  HERE 

Sec  the  attaint;  ini  redact  urn  for 
more  iid'ormuthm. 


KROXlGQR  TAIL  2 

9947P2&S0090.1 


OXAYOTL  BODY 

g^4702oarH^oi 


TENEHUIMI  BANNER 
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SHOWCASE 


Far  Left:  His  sett's.  Stared  Span  tied  Skittk  Priest  ivtm  third  place 

at  l hr  2004  Asht ntd  Games,  i>t jv  Gohieti  Demon  painting  competition. 

Left:  This  Sktnk  Siunmn i  painted  by  Joe  Hill  corned  a  Gold  in  die 

2(Mtf  U,  K.  Golden  Demon  ca mprtiiiwi. 

Below;  A  Slnttn  Miiye-Pi’insi  tfioraimt  by  Mark  Tail, 


Below:  Zuch  t. timer  \  haute  scene  "deetamanon  t.imi"  won  third  pttnxr 
til  the  2004  [ttdduinrc  Games  Day  Golden  Demon  pair  tiny  ctnnprfidoir. 


Small  bands  of  Ogres  have  long  wandered  the  lands  of  the  Old  World  and 
sold  their  services  as  brutal  mercenaries.  We  always  thought  that  tales  of 
entire  tribes  o  f  these  creatures  were  fanciful  tales  told  by  witless  traders 
addled  by  their  own  exotic  opiates.  /  have  begun  investigations,  and  these 
wild  claims  appear  to  be  unfortunately  (rue,  /4a1  the  local  scouts  are  now 
reporting ,  dwindling  caravans  on  the  trade  routes  and  the  promise  of 
plenty  of  meat  further  afield  have  encouraged  some  of  these  Ogre  tribes  to 
spread.  No  u'  the  denizens  of  the  Dwarf en  realms  are  beginning  to  face 
skirmishing  armies  of  these  brutes .  If  will  not  he  tong  before  these 
marauders  reach  our  border  with  their  sights  set  on  the  fertile  lands  of 

Tilea  and  the  southern  Empire  beyond. 

I  beg  of  von,  cousin ,  to  help  strengthen  the  bulwark  between  these 
ravening  beasts  and  your  realm  by  supplying  me  with  three  regiments  of 
your  Halberdiers  at  your  earliest  possible  convenience, 

-  Excerpt  from  a  loiter  h>  Prince  Detlef  Johanssen 
of  the  Border  Princes  to  Emperor  Karl  Franz 


.-Ui  O.CJV  frotu  the  (Jmriftper  Trihr  In  Justm  Craze 

models  will  often  unnerve  your  opponent  and 
lorce  him  to  redirect  units  or  missiles  that 
would  have  otherwise  concentrated  on  your 


protect  with  distinctive  gut-plates  of  ill-kept 
metal  displaying  the  motif  of  the  Great  Maw  — 
the  Ogres'  destructive  god. 

Fighting  Style 

Hard  and  fast  are  the  two  words  that  best 
describe  the  fighting  style  of  the 
Kingdoms  army.  Facing  an  army  full  of 
Strength  4,  Toughness  4,  3  Wound,  Fear- 
causing  monsters  is  a  daunting  prospeci  for 
any  enemy.  Add  the  fact  that  they  can  charge 
12\  and  you  have  a  brutal  horde  that  is 
harder  and  faster  than  most, 

standard  tactic  employed  by  Ogre  armies 
Ghaaarge'lp  Most  Ogre  armies  field  smalt 
units  of  three  or  four  Ogres,  as  a  second  rank 
very  costly  (140+  points).  Thus,  the  Ogres 
can't  usually  bring  a  lot  of  combat 
resolution  to  the  fight,  although  their 
Bull  Charge  impact  hits  really  help. 
To  compensate  for  the  lack  o! 
combat  resolution,  Ogre  generals 
must  maneuver  Hanking  units  into 
position  for  well-executed 
combination  charges. 

Gnoblar  Fighters,  while  flimsy, 
bring  their  weight  of  numbers  and 
really  cheap  rank  bonuses  (as  little 
as  8  points  per  rank).  Used  in 
combination  with  their 
brutal  masters,  Gnoblars 
can  boost  the  combat 
resolution  for  the  Ogres 
and  help  break  a  unit  in  the 
1st  round  of  combat. 

Yhetees.  Gorgers.  and  Slavegiants  can  all  be 
used  to  disrupt  your  enemy's  battle  line  and 
distract  him  from  the  rapidly  approaching 
Bulls  and  Ironguts.  The  more  powerful 


Might  makes  right  is  the  one  overwhelming 
belief  of  the  Ogres,  beaten  into  them  from 
birth.  The  biggest,  strongest,  heaviest  Ogres 
rise  to  dominate  their  tribes,  often  over  the 
fresh  corpses  of  their  rivals.  No  matter 
though,  Ogres  also  live  to  eat.  and  they'll  oat 
anything.  Defeated  rivals,  Rhinox  meal, 
boulders,  rusty  metal,  and  Gnoblar  soup  all 
form  pari  ol  an  Ogre's  diet.  Ogres  are  very 
proud  ol  their  enlarged  bellies,  covered  in  fal 
and  layers  of  powerful  muscle,  which  they 


for  them  totem  aditiifons  to  hi.\ 

Irmnkitt  cintn,  Dave  Tttvlor  rhme  M  mM  lilt' 
Jicu'k.\  Ogres  to  tout-  the  (.treat  \Unv. 


■ .  ,u: ;  H  M. 


mam  battle  line, 

Finding  the  balance  between  Characters. 
Ogre  units,  and  the  more  specialized  choices 
is  the  greatest  challenge  for  any  Ogre 
Kingdoms  general.  If  all  else  fails,  just 
remember  to  ':Chaaarge!" 

Collecting  an 
Ogre  Kingdoms  Army 

At  firs!  glance,  it  may  seem  to  be  a  really  easy 
feat  to  build  an  Ogre  Kingdoms  army,  and  to 
a  great  extent,  that’s  true,  With  a  handful  (well 
maybe  20  or  so)  Ogres,  you  can  Held  a 
formidable  army.  It  is  important  to  begin  with 
the  compulsory  unit  of  Ogre  Bulls,  a  second 
smaller  unit  of  Bulls,  and  a  Hero  of  some 
description.  The  background  of  the  Ogre 
Kingdoms  will  be  a  great  guide  in  helping  you 
develop  a  continuing  theme  for  your  army. 

An  Ogre  tribe  from  high  in  the  mountains 
might  field  more  Hunters  with  full 
complements  of  Sab  retusks  geared  to  track 
down  and  drag  back  their  prey,  from 
cavebeasts  to  great  mammoths.. 

An  Ogre  tribe  from  an  area  rich  in  herds  of  the 
ill-tempered  Rhinoxen  might  field  more 
Butchers,  an  obvious  requirement  for  the 
carnivorous  Ogres.  You  might  also  find  more 
Gorgers.  drawn  by  the  scent  of  blood,  in  this 

type  of  army. 

An  Ogre  tribe  that  trades  with  Chaos  Dwarf; 
or  regularly  raids  Empire  caravans  would  fieic 
multiple  units  of  Leadbelchers  and  perhaps  \ 
Gnoblar  Scraplauncher.  A  handful  o 
Maneaters  would  probably  be  present  too. 

Whichever  way  you  decide  to  build  you  arm^ 
never  forget  the  most  important  thing.  Mrigh 
makes  right! 


Kiri i  Irrtm  ll 


.111  annul 


Ogre  Kingdoms  Battalion  Box 

99120213005 

*  6  Ogre  Bulls 

*  4  Ogre  Leadbelchers 

*  4  Ogre  Iron  guts 

*  24  Gnobtars 


tn  addition  if‘  rniest  van 
riifi  find  txtckgroiittd  o/i 
thin  pit'tr  army  and  in 
land,  a  part  a/  the 
Wnrhammer  uvi rhf  that 
has  hen  i  mentioned  only 
i a  passing  before.  Even 
if  ytm  don't  tio  a  fait 
Ogre  army,  this  botrk 
Km  pan  t-  useful  far  any 
Wcirfta/nmer  general,  in 
same  t tyre  units,  mu  he 
hired  ns  Days  of  War? 


1  M 

■  jfcrr^I 

Warhammer  Armies: 


Ogre  Kingdoms 

60030213001 


hunter  belly  guard  z 

9947021 300305 


hunter  club 

994 V02 1300302 


The  Hunter  Box  (3) 

99110213003 


hunter  skulls 

994702*3003^7 


HUNTER  BELLY  GUARD  1 

9947021309305 


HUNTER  BODY 

9947021300301 


HUNTEH  CROSSBOW 

994702 1300303 


HUNTER  SPEARS 

9947021300304 


hunter  sabretusk  body  1 

0947021300309 


HUNTER  S  AS  RETUSK  BODY  2 

39470211300310 


hunter  sabretusk  sprue  1 

0347021 300309 


hunter  sabretusk  SPRUE  2 

0947021300311 
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LORDS  6  HEROES 


The  (h’> r  Tyrctuf  btrxcti  set  .  wttainx  i-iitwfih  htiz 
i it  mwmhtu  nth'  moth'}.  Multiple  exampit- <■  tire 
sin  net)  here  ro  illiterate  same  ttj  the  vtirhmtms. 


OGRE  TYRANT  GNQBLAR  1 

99470213D021 5 


OGRE  TYRANT  GNOBLAF  2 

9947021300216 


Ogre  Tyrant  Box  (1) 

99110213002 


OGRE  TYRANT  HEAD  \ 

99470213002^ 


OGRE  TYRANT  HEAD  2 

99-4702130020? 


OGRE  TYR  ANT  LEFT  ARM  2 

994702S  3002 1 2 


OGRE  TYRANT  RIGHT  ARM  2 

99  <570:21 3002 1 3 


OGRE  TYRANT  BODY 

9947021 30D204 


OGRE  TYRANT  GUT  PLATE  1 

2947021300205' 


OGRE  TYRANT  GUT  PLATE  2 

9947021 3Q0236 


OGRE  TYRANT  GREAT  WEAPON 

9947021 309214 


OGRE  TYRANT  LEFT  ARM  1 

094702T.3OO203 


OGRE  TYRANT  RIGHT  ARM  1 

9947021300210 
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Ogre  Butcher  Box  (1) 

99110213010 


BUTCHER  TORSO 

9S47Q£iaJ0lM2 


BUTCHER  LEGS 

9947021301003 


BUTCHER  HEAD  SPRUE 

9947631301001 


BUTCHER  RIGHT  ARM  1 

9947021 301 C04 


BUTCHER  RIGHT  ARM  2 

994 70?1 301 005 


BUTCHER  RIGHT  ARM  3 

9947021301000 


BUTCHER  GNOBLAR  1 

9947021301007 


BUTCHER  GNOSLAR  2 

9947021301009 


BUTCHER  ACCESSORY  SPRUE 

994702130100^ 
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GREASUS  gnoslaf 
RIGHT  SIDE 

9947Q213W4Q5 


GREASUS  HEAD/LEFT  ARM  SPRUE 

9947021  300401 


Greasus  Goldtooth,  Ogre  King  Sox  (1) 

99110213004 


GREASUS  RIGHT  ARM 

9947021500400 


GREASUS  BODY 

9947021300402 


GREASUS  GNOSLAA  1 

9947021300407 


GREASUS  GNOBLAR  3 

9947021300409 


VLI  . . run  »tqili!.'l  "Tumii  Slviikh'l  fm  HU'I  h»H« 


GREASUS  GNOBLAR  2 

994  702 1 3004001 
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GREASUS  CHEST  LID 

9947021 3004D6 


SKRAG  ARMS 

9947021300503 


Skrag  the  Slaughterer  Box  (1) 

99110213005 


SKRAG  TORSO 

SS4TQ21M0&03 


SKRAG  LEGS 

9847021300505 


SKRAG  GNOBLAR  1 

9947031 30051 0 


SKRAG  GNOBLAR  2 

9947021300511 


SKRAG  CAULDRON  LIQUID 

9947021300500 


SKRAG  SPRUE 

0947021300501 


SKRAG  GNOBLAR  3 

9947021300512 


SKRAG  CAULDRON  BODY 

9047021 300507 


SKRAG  BASE 

9947021 300513 


SKRAG  CAULDRON  RIM 

9947021300509 
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MIMING  QGRE  FIESH  PAINT 

Mixing  baches  of  paint  before  starting  on  an 
army  will  nol  only  speed  up  your  painting 
process  but  will  keep  the  look  of  your  army 
more  consistent.  Here  is  a  fairly  easy  way  to 
prepare  your  paints  for  your  Ogres. 

Take  two  empiy  paint  pots  and 
pour  one  part  {a  quarter  ol  a  pot) 
Shadow  Grey  inio  each  one. 

Fill  l he  remaining  three-quarters 
ot  the  two  mixing  pots  with 
Graveyard  Earth. 


Set  one  of  the  two 
basecoat  pots  aside. 
Take  ihe  other  basecoat 
pot  and  pour  half  of  the 
mix  into  an  empty  pot. 


Mix  one  part 
Korn  man  d'o  Khaki  into 
one  of  the  pots.  This 
pot  is  your  second 
highlight  color.  Next, 
mix  one  part  Kommando  Khaki  and  one  part 
Bleached  Bono  into  the  second  pasnl  pot.  This 
pot  is  your  third  highlight  color 

For  the  final  highlight 
color,  pour  the 
remaining  Shadow 
Grey.  Mix  Jl  thoroughly, 
ihen  pour  one  part  of 
the  new  Shadow 
Grey/Graveyard  Earth 
mixture  into  the  three- 
quarters-full  Bleached  Bone  pot  to  top  it  off. 
When  the  paint  in  the  Bleached  Bone  pot  is 
mixed  thoroughly,  you'll  have  your  final  skin 
highlight  color. 


PAINTING  OGRE  FLESH 


Apply  a  slighlly  thinned 
basecoat  over  all  of  I  ho 
Ogre  flesh  areas.  Be  sure 
to  get  in.  all  ihe  cracks. 

Apply  the  second  skin  color 
It  wilt  be  a.  subtee  highlight 
and  may  require  a  tew 
coals,  cover  ell  bul  the 
deepest  rocessos. 

The  third  highlight  color 
should  start  to  define  the 
raised  areas  more.  Be  sure 
to  let  some  of  the  previous 
highlight  show. 


The  final 

highlight 

should  be 
reserved  for 
the  highnsl 
areas. 


Jhr  0$nr  Bath  tlf.Ut  iYUW  Mit h 
the  Owe  Kittpthrtu  ( 'otmnmiti 
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tut  the  apposite  paw- 


Ogre  Bulls  Box  (6) 

99120213001 


OGRE  BULLS  SPRUE  (SHOWN  5fl%  ACTUAL  SEZE* 

S&3&D213C05 
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IrorKjuts  Box  (4) 

991 2021 3004 


OGRE  KINGDOM  COMMAND  SPRUE  (SHOWN  50%  ACTUAL  SIZE} 

993603 1 300 1 


IRON  GUTS  SPRUE  (SHOWN  50%  ACTUAL  SIZE} 

99980213004 
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Gnoblars  Box  (24) 

99120213002 
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GNOBLAR  SPRUE  [SHOWN  50%  ACTUAL  SIZE) 

593S&2 13002 


GNOBLAR  TRAPPER  1 

99*7021300301 


GNOBLAR  TRAPPER  2 

99*7021300002 


GMOBLAR  TRAPPER  3 

9947021300303 


GNOBLAR TRAPPER  4 

59*7021 SOGSO* 


GNOBLAR  TRAPPERS 

90*7021 300&05 


GNOBLAR TRAPPEH  6  GNOBLAR  TRAPPER  7 

Gnobfar  Trapper  Blister  (Random  4) 

99060213006 


GNOBLAR  TRAPPER  6  HEAD 

9947021300607 


GNOBLAR  TRAPPER  G  BOOT 

9947021300000 


GNOBLAR  TRAPPER  7 

9947021 30Q6O& 


GNOBLAR  TRAP  UPPER  JAW 

9547021300609 


GNOBLAR  TRAP  LOWER  JAW 

9947021300310 
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Yhetees  Blister  (Random  1) 

99060213011 


YHETEE  BODY  1 

9947021301104 


YHETEE  BODY  2 

99470213011 D5 


YHETEE  LEFT  HAND  1 

5947021301110 


YHETEE  LEFT  HAND  2 

994702  T30 1111 


YHETEE  RIGHT  HAND  1 

9947021001107 


YHETEE  RIGHT  HAND  2 

5947021 301 1 08 


YHETEE  BODY  3 

9947021301106 


YHETEE  LEFT  HAND  3 

9947021301112 


YHETEE  RIGHT  HAND  3 

9947021301109 


YHETEE  HEAD  1 

9947021 301 T01 


YHETEE  HEAD  2 

9947021301102 


YHETEE HEAD  3 

9947021301103 
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Gnoblar  Scraplauncher  Box  (t > 

99110213006 


SCRAP  LAUNCHER  RHINOX  LEFT  SrDE 

9947D&13006SO 


SCHAPLAUNCHER  HAFT  2 

9947021 300607 


SCRAPLAUNCHEH  RHINOX  RIGHT  SIDE 

934 702 1300621 


SCRAPLAUNCHEH  HAFT  1 

9947Q213G060S 


SC  RAP  LAUNCHER  CREW  1 

0947021 390622 


SCHAPLAUNCHER  CREW  2 

9947021300623 


SCRAPLAUNCHER  CREW  3 

9947-021 300624 


SCHAPLAUNCHER  CREW  4 

9947021300635 


SCRAPLAUNCHER  CREWS 

9947021300626 

JJBB  ms  WIMSIfOP  CflTALM 


SCRAPLAUNCHER  CREW  6 

9947321 360627 


SCRAPLAUNCHER  CREW  7 

994702 1300626 


SCRAPLAUNCHER  RHINOX  HEAD 

9947031300613 
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SCRAP  LAUNCHER  YOKE 

M4702130W05 


SCRAP  LAUNCHER  BASE 

70£  1300604 


SCRAPLAUNCHER  SPRUE  1 

99J7Q21 300S1C3 


SCRAPLAUNCHER  SPRUE  2 

9947021300611 


SCRAPLAUNCHER  SPRUE  A 

9947021 3006 1& 


SCRAPLAUNCHER  SPEAR 

9947021300603 


SCRAPLAUNCHER  SPRUE  3 

934702 13096 12 


SCRAPLAUNCHER  CATAPULT  ARM 

9947021300601 


SCRAPLAUNCHER  WINCH 

0947021300602 


SCRAPLAUNCHER  CHAIN  1 

994702 1300 60S 


SCRAPLAUNCHER  CHAIN  2 

9947021300609 


PAINTING  RUST  EFFECTS 

STIPPLING 

This  method  rs  highly 
controlled,  The 
approach  to  stippling  is 
similar  to  dryto rushing 

Step  1,  Begin  by 
painting  a  basecoal  of 
Dark  Flesh, 


Step  2,  Stipple  Vermin 
Brown  paint  over  the 
basecoat.  Use  an  of  cl, 
short-bristled  brush  -  like 


a  targe  dry  brush  and 
wipe  most  of  the  paint  off 
of  it  Rather  than  drag 
the  bristles  across  the 
surface  of  the  model,  as 
tor  drybrushmg.  dab  the 
paint  on  io  create 
random  patterns. 


Step  3.  Complete  the 
stippling  effect  with 
Blazing  Orange.  With 
successive  highlights, 
build  up  some  areas 

more  than  others  to 
get  a  mottled  effect. 


Step  4.  Once  finished 
with  the  stippling,  add 
tmy  flecks  of  Chain  mail 
to  the  edges  of  the 
model.  This  last  step 
imitates  [he  elf  eel  ol  rust 
being  worn  away  to 
reveal  the  original 
metal  beneath. 


FLICKING  WITH  A  PAINTBRUSH 


This  technique  is  simple.  Ju si  build  up  layers  of 
paint  by  dipping  an  old  toothbrush  in  paint  and 
flicking  it  on.  It's  a  fot  of  fun  io  do  -  messy,  but 
(un.  Warning:  your  work  area  will  be  covered  in 
splashes  of  paint  when  you're  through! 


Step  1.  Paint  a  base  coat  ot  Dark  Flesh 
onto  the  blade  and  let  it  dry. 


Step  2.  Flick  a  layer  of  Vermin  Brown 
onto  the  blade. 

Step  3,  Flick  some  Blazing  Orange 
onto  the  blade  to  finish  it  off. 
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LEADBELCHER  SPRUE  (SHOWN  50%  ACTUAL  SIZE) 

99380213003 


Leadbelchers  Box  (4) 

99120213003 
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RARE  UNITS 


The  Ogtv  Tcmatc  Mane ttu-r  nut i 
t  >xrc  Ninja  Mttu&wr  Wf«Trr.t  are 


mmlable  rwh'  srui 


Ogre  Female  Maneater  Blister  (1) 

99060213013 


Ogre  Ninja  Maneater  Blister  (1) 

99060213012 


FEMALE  MANEATER  BODY 

ONLY  AVAILABLE  IN  BLISTER 


NINJA  MANEATER  BODY 

ONLY  AVAILABLE  IN  BUSTER 


NINJA  MANEATER  BACKPACK 

ONLY  AVAILABLE  IK  BLISTER 


FEMALE  MANEATER  HEAD 

ONLY  AVAILABLE  IN  BUSTER 


FEMALE  MANEATER 
BEARD 

ONLY  AVAILABLE  IN  BLISTER 


FEMALE  MANEATER  ROLLING  PIN 

ONLY  AVAILABLE  IN  BLISTER 


NINJA  MANEATER  SWORDS 

ONLY  AVAILABLE  6N  BLISTER 


NINJA  MANEATER  SWQRD  HAND 

ONLY  AVAILABLE  IN  BUSTER 


NINJA  MANEATER  HEAD 

ONLY  AVAILABLE  IN  BUSTER 


NINJA  MANEATER  GNOBLAR 

ONLY  AVAILABLE  IN  BUSTER 
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Ogre  Maneater  Blister  (Random  1) 

99060213007' 


PIRATE  MANEATER  HEAD 

9947021300711 


PIRATE  MANEATER  GUTPLATE 

6&I70213M713 


PIRATE  MANEATER  ARMS 

9947021 30071 4 


PAYMASTER  MANEATER 
RIGHT  ARM 

9947021330709 


PAYMASTER  MANEATER 
GUTPLATE 

80470213007® 


PAYMASTER  MANEATER 
SPRUE 

9047021300706 


PIRATE  MANEATER  BODY 

9947021300712 


PAYMASTER  MANEATER  BODY 

9947021300707 
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IMPERIAL  MANE  ATE  R  HEAD 

9947021300716 


IMPERIAL  MANE  ATE R  BODY 

9947021300717 


IMPERIAL  MAN  EATER  HAMMER 

9947021300718 


ARABY  MANE ATE R  BODY 

9947021300702 


ARABY  MANEATER  HEAD 

9947031300701 


" ,\fintmnrrx.  Been  ar<>tm t!  ifutsc  huh  iun  c. 
7  hay  been  thaw  tint i  fctfted  iluiL  Niw 
ihay're  hmrk  u*  leit  yritt  tthunf  it ." 


ARABY  MANEATER  GNOBLAR 

9947021 30070S 


ARABY  MANEATER  ARMS 

99470? 1300703 


Ogre  Gorger  Blister  (Random  1) 

99060313009 


GORGER  HEAD1 

994702 13QC-901 


GORGER  HEAO  2 

9947021300902 


GORGER  LEGS 

9947021 300906 


GORGER  BODY 

9947021300903 


GORGER  RIGHT  ARM 

9947021300904 


* 

GORGER  LEPT ARM 

9947021300905 
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GOLDTOOTH  TRIBE 

Bruzsit  Ernss.  Go/itw  V<?!iv.nk 

Dwifi  BfiMZf,  iWjTMi1  Siivcf 


MIGHTY  FIST  TRIBE 

Uitfflrwrmes  Elye,  ChaiiS  W2CH 

Its  Slat,  fl'er) F£mf 


MOONBITEP  TRIBE 

O.T-flj;  tfk-iuk.  Cl'i'iW-t  foltOlv 

CoitL'x  Grey  Bfl 0  Mam  faitoiv 


DEATHMAW  TRIBE 

Cfaos  Black  flegaf  Bum 

CQffP*  &By,  fnffltffltelJ  ni'.'ir 


BLOODED  GUT  TRIBE 

find  Go  re.  Quart  8m iks 
Pl&Cit  R$si.  Bunttshtttt  Gold 


SKULLTAKEB  TRIBE 

Sack  Cwfc*  ffrt-v 

FMtiSS  Grey  siutt  White 


□  □ 


SONS  OF  THE  MOUNTAIN  THIBE 

ShidtiM  Grey.  Br.ni! r<  Brass 

SAni)  tyhAe.  Chiinmti 


SilNE AT E B  TRIBE 

Chavs  Black  SL'iJb'i  y&'.'ui. 

B-.vnt  BfQt&S,  Barf  MbG/1  YtftQW 


ROC KSP LITTER  TRIBE 

ChfloS  flfattfc.  jtfftOfftf  Brown 

Hawk  Ufflfutiise  BkSMhW  flfwiw 


All  in 
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TACTICS 

TIPS  FOR  WINNING  WITH  OGRES 

A  Having  ranks  with  your  Ogre  units  is  more 
important  than  just  having  one  more  point  lor 
Combat  Resolution.  Additional  ranks  give  you 
+1  Strength  when  you  Bull  Charge  with  an 
Ogre  unit,  Having  another  full  rank  also  helps 
when  it  comes  to  either  outnumbering  ihe 
opponent  or  being  outnumbered,  Since  Ogres 
cause  Feat,  any  opponent  that  loses  a  combat 
to  them  will  automatically  flee  if  the  Ogres 
oul number  them  With  the  small  unit  sizes  of 
Ogres,  a  unit  of  three  or  tour  wilt  have  to  take 
a  Panic  test  if  n  takes  just  one  casualty. 

Having  your  Bulls  and  especially  your  more 
expensive  Ironguts  run  away  from  the  enemy 
after  taking  a  single  casualty  can  be  crippling 
to  your  entire  plan. 

B.  Ogres  are  among  ihe  fastest  non -cavalry  units 
in  the  game,  Aside  irom  the  usual  benefits  of 
charging,  as  long  as  ihe  unit  charged  over  6", 
the  Ogres  will  cause  impact  hits.  Since  these 
hits  are  “free."'  you  should  endeavor  lo  get 

I  hem  as  often  as  possible. 

C.  Hunters  with  Sabrelusks  are  great  for 
proteclmg  your  flanks  and  mopping  up  units 
upon  which  the  efforts  of  your  other  Ogres 
might  be  wasted,  If  a  Hunter  is  able  lo  reach 
lone  enemy  characters  or  war  machine  crews, 
tie  will  usually  be  able  to  tear  them  to  pieces. 

If  need  tie,  the  Hunter  can  sic  the  Sabretusks 
on  one  unit  and  shoot  his  Harpoon  Launcher 
at  yet  another  unit,  which  is  sure  lo  draw  your 
opponent's  attention  away  from  the  rest  ol 
your  Ogres. 

D.  Even  though  Ogres  are  the  main  thrust  of  the 
army,  don't  forget  about  Ihe  Gnoblars  They  lilt 
an  important  gap  in  the  Ogre  army  as  cheep 
units  that  can  help  win  combats.  Ogres  will 
always  lose  out  to  infantry  when  it  comes  to 
outnumbering.  Mote  that  an  Ogre  unit  in  two 
ranks  of  four  occupies  the  same  amount  of 
space  as  32  Empire  Spearmen.  The  Ogres  will 
probably  do  more  damage  than  the  Spearmen. 
However,  the  Ogres  are  at  a  disadvantage  with 
only  one  rank  and  a  Unit  Strength  ol  24  (the 
Spearmen  have  at  lea  si  +3  Combat  Resolution 
and  a  Unit  Strength  of  32).  Gnoblars  are 
cheap  Thus,  if  a  player  traded  one  Ogre  for 
about  20  Gnoblars.  against  Ihe  same 
Spearmen,  the  Ogre  player  can  get  the  +3 
bonus  from  the  G nobler  ranks  and  a  total  Unit 
Strength  Of  41* 


A.  A  unit  ol  Ogres  in  ranks  is  a  huge  target,  both 
in  terms  of  shooting  targets  and  cfose  combat. 
War  machine  fire  will  surely  cause  pienty  of 
damage  to  such  a  unit.  A  unit  lhal  large  will 
also  b©  rather  unwieldy.  Thus,  creative  use  ol 
terrain  and  units  of  Scouts,  Flyers,  or  Fast 
Cavalry  can  be  used  to  slow  the  Ogre  unit  to  a 
crawl  and  sel  them  up  for  a  flank  charge  by  a 
unit  of  Knights  or  a  concerted  charge  by  two  Or 
three  units.  If  nothing  else,  with  lhal  many 
points  In  one  unit,  your  opponent  cant  possibly 
have  that  many  more  troops  on  the  table 
(unless  all  are  Gnoblars).  As  such,  eliminating 
the  unit  will  garner  a  heap  of  Victory  Points. 

B.  Since  Ogres  are  so  fast,  you  may  be  able  to 
take  advantage  of  their  speed  in  various  ways 
to  get  ih©  charge  on  them  rather  than  being 
charged.  In  scenarios  where  you  are  given  the 
choice,  electing  lo  take  ihe  2nd  turn  could 
prove  advantageous.  The  Ogres  will  move  first, 
allowing  you  to  charge  them  as  they  move 
closer.  For  shooting  armies,  deploying  slightly 
back  from  the  front  line  of  ihe  Deployment 
Zone  could  throw  off  Ogre  players  who  are 
used  to  charging  in  ihe  2nd  turn  Deploying  as 
such  will  give  your  models  more  time  to  shoot 
the  oncoming  hordes  of  Ogres. 

C.  Since  Hunters  cannot  join  units,  they  can  bo 
sent  packing  with  a  decent  amount  of  shooting 
or  a  unit's  rank  bonuses  and  standard  in  close 
combat,  Crossbows,  handguns,  great 
weapons,  and  other  such  weapons  will  make 
short  work  o(  a  Hunter  and  Sabretusks. 


D  Gn  obi  sirs  ar©  cheap  and  have  She  slat  lino  Id 
prove  it,  While  the  minimum  unit  size  of  a 
Gnpblar  unit  is  20,  at  Toughness  3  and 
Leadership  5,  any  sort  of  Leadership-based 
test  will  send  them  heading  for  ihe  hills  Units 
such  as  Screaming  Skull  Catapults,  Banshees, 
Warpfire  Throwers,  and  Flame  Cannons  are 
great  for  getting  rid  of  any  lingering  Gnobtar 
units  you  might  come  across. 
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ftrhsw:  John  MiitflH'w.s  used  n  iiiimdtrrd 
xelfawfah  hue  far  the  skin  t m  his  (fan- 
unit,  itini  the.'  red  knit's  >4 the  uwr  fw'ttt 
tuirf  standard  mnrrmt  mreh\ 


Fur  I.t'jfi :  fad  Sire  ■,  ( eeuh  -d  this 
Khortmk  (fan-  (ot  his  Chuos  ttrmy, 

Left’  fai  ic  Sitrfitt’s  Minotaur 
nnnersiim  n-m  h/spimf  hv  flu 
movie  Time  Band  its. 


vl hove:  An  Owe  from  tin 
MtUtmain  fatlffi's  Tt  ifnm  far 
.V'r tofc  Slmvehuk, 


Lift:  A  t up  hfetiicd  (fa re-  k\ 


Left:  ,-In  (  fare  from  the  litwcfed 
Gal  'h  i hr  by  Snot  f-orhi's. 

Im hit  Left:  Wiltium  Sritwelt's  (fan- 
is  rtMVvt'imf  to  Aja  r  two  swords. 

Hr  to  w:  Murk,  (h‘trx<>/  vs  [kuihfflttw 
hike  (fare  with  et  tfutmtriuf*  fajeet. 


Itelnw:  .fnfHimu  fidkiare 
inspired  Si  nor:  Spit:  trier  to 
rri'ntr  this  (fare  futflrnti'd  tifii' 
the  (hii,  dmnmnu  rrv.ftitirvs 
who  hum  for  the  studs  of  tho.u 
who  eotmmi  mi  deals, 


Above:  Atiran  Dill's  ronvenim  would 
fa  in  writ  with  u  Ciutos  itrmy  mode  up 
of  Ih'usttuvfi  or  Morse  fvft muuh'fs. 
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[have;  Sat  Sprit  gler  mutinied  these 

d\  though  they  just  returned 
'min  ravaging  Breummutt  hunt,'-. 

iefuw:  Hmti  Deims  \  Sitveriimk 
igivs  put ut  fimr  Jlesh  m  emulate  the 
patterning  f*j  wnhn  gttrilhs*. 


Above:  T/u'.sr  eiever  H Tsgbuek  Kilter' 
CJimbturs  by  Jtttw  Shatter  prove  that 
ru'fj  fighters  tue  he  tier  than  tme. 


Marauder  Shield  Sprue 
Chaos  Marauder  Sprue  A 
Chaos  Marauder  Sprue  B 
Ogre  Bull  Sprue 


9936020 1002 
99380201010 
99380201011 
9938021 3005 


Right:  This  Ogre  sfatuhint 
hearer  of  the  Mauubitet  Tribe  by 
Ji  tint  Si  ten  4  ■( j rrien  tin  arm  tie 


the  tmimers  of  tie  feafett  enemies 
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For  a  little  while.  Ore  War  boss  Grugski  Skullsplitta  had  everything  going  his 
way ,  His  Boyz  had  reached  the  High  Elf  battle  tines  and  really  given  them 
Shinnies  a  poundin'!  The  Night  Goblin  Spearmen  were  supposed  to  be  right 
alongside  the  Boyzf  bat  the  little  runts  must* a  run  off.  Of  course,  no  one 
noticed  this  until  the  cavalry  hit  the  Boyz  in  the  flank.  Despite  chopping  down  two 
of  the  pointy  ears  himself  Grugski  could  not  keep  his  Boyz  from  leggitd  it. 

Grugski  had  never  seen  his  Boyz  move  so  fast  as  they  fled  haphazardly  to  the  rear. 
Wheeling  to  catch  their  escaping  prey ,  the  High  Elven  Silver  Helms  quickly 

gained  ground.  All  would  have  been  lost  hut  for  the  timely 

intervention  of  the  Trolls.  The  three  enormous  Stone  Trolls, 
who  were  supposed  to  be  on  the  right  flank  hut  instead  had 
spent  the  majority  of  the  battle  shuffling  stupidly  along  the 
empty  fields,  rose  up  and  battered  the  oncoming  High 
Fives.  In  amazement  at  the  fury  of  the  carnage , 
Grugski  and  his  Boyz  held  up  to  watch  the  last  Elf 
plucked  out  of  his  saddle  and  bitten  in  two  by  the 
ins 


“Enjus*  like  l  planned  it,  in  nit?"  Grugski 
strongly  to  the  banner  hearer  who  was  sneaking 
reclaim  his  spot  at  G  rug  ski's  side. 


if* 


sted 


up  to 


A  have;  Erfc  Hagm  «  Bttrguf 

Ftirrhcan-f  was  n  runtwr  ttp  as  fhr  2004  Clwugn 

Gtaars  Day  (iohiiat  Drawn  iSnuanr  CotuprsHirn. 

/tight;  -\hr  Crlrrha  S  Sight  (bib  tin  thru  was  n  rumtrr 
tip  nr  ihr  2004  C.VuV(jjfP  f imnr*  Day  (rahlm  Orman 
Camtinx  Campvlitbm, 

Ores  &  Goblins  are  war- 1  ike  creatures  that 
can  be  found  throughout  the  Warhammer 
world.  Only  a  powerful  leader  can  unite  the 
disparate  mobs  of  green  ski  ns  from  various 
tribes  Into  a  cohesive  army.  Once  the  internal 
bickering  stops,  an  Ore  $  Goblin  army  is  like 
a  massive  green  tidal  wave  that  crashes 
across  the  landscape  and  leaves  only  broken 
destruction  and  min  in  its  wake. 

Fighting  Style 

No  other  army  in  Warhammer  can  match  the 
diverse  (but  all  maniacal}  troop  types  ol  an 
Ore  &  Goblin  force.  The  challenge  for  the 
commander  is  to  integrate  the  wide  range  ol 
units  into  a  single  fighting  force,  Greenskins 
suffer  from  Animosity  (a  rule  that  forces 
models  from  the  same  army  to  fight  each 
other)  and  have  many  of  Their  own  specially 
troops  and  rules.  As  such,  the  army  lends  to 
stretch  out  of  a  commander's  hands  at  some 
point  in  nearly  every  game.  Wily  generals 
learn  to  expect  and  exploit  this  battlefield 
madness  rather  than  trying  to  control  it. 

When  working  correctly.  Ores  &  Goblins 
throw  an  astounding  assortment  of  threats  of 


varying  degrees  at  the  foe, 
When  facing  large  blocks  of  Ore 
Boyz,  fast  Goblin  Wolf  Riders  on 
the  flanks,  and  Night  Goblins  with  Iheir 
hidden  Fanatics,  the  enemy  has  too  many 
targets,  Add  in  creatures  like  the  tiny 
Snot  lings,  who  are  not  hard-hitting  but  can  tie 
up  even  the  most  powerful  units,  or  a  mighty 
Giant  that  can  wipe  out  even  heavily  armored 
Knights,  and  you  compound  your  enemy's 
plight,  Serious  threats  like  Chariots,  Boar 
Boyz,  or  Black  Ores  are  such  a  menace  that 
often  the  enemy  will  concentrate  on  them, 
which  allows  the  hordes  to  rampage 
unchecked.  Successful  green  skin  Warlords 
have  learned  that  there  ts  no  one  sure  thing. 
However,  with  enough  weapons  in  the 
arsenal,  something  is  going  to  get  through 
and  smash  the  enemy!  Quantity  has  a  quality 
all  its  own.  If  you  can  learn  to  laugh  off 
horrendous  casualties ,  you're  well  on  your 
way  to  mastering  the  greenskin  psyche. 

Collecting  an 
Ore  &  Goblin  Army 

Core  units  are  always  great  places  to  start 
collecting  an  army,  and  Ores  &  Goblins  have 

a  vast  selection  of  troop  types  to  choose 
from.  A  few  large  blocks  of  Ore  Boyz  or 
Goblins  (either  Night  Goblins  with  their 
specially  Fanatics  or  Goblins  with  Iheir  better 
Leadership)  will  make  for  an  imposing  center 
that  doesn't  cosi  many  points.  With  an 
endless  variety  of  ways  to  build  an  army,  a 


greenskin 
Warlord  must 
make  some 
decisions. 

Overwhelming 
numbers,  lots  of 
fast-strikin  g 
cavalry,  war 
machines,  and  shock 
infantry  are  all 
options  open  to 
Ores  &  Goblins, 
and  ifs  possible  to 
put  a  little  of  each 
element  Into  a  single  force. 

Black  Ores  and  Boar  Boyz  are  both 
formidable  units  that  will  be  sure  to  draw  a 
great  amount  of  enemy  lire!  Trolls,  with  their 
ability  to  Regenerate,  can  pulverize  enemy 
units  as  long  a$  they  overcome  their  own 
Stupidity !  Savage  Ores  are  subjeci  to  Frenzy. 
and  Squig  Herds  can  tie  up  an  entire  enemy 
flank  with  bounding  and  biting  creatures  and 
Squig  Hoppers. 

When  it  all  works,  you'll  be  the  mastermind, 
but  of  course,  even  the  best  greenskin  plans 
can  all  go  wrong.  Your  own  battle  linos  can 
end  up  mired  with  in-fighting  while  the  enemy 
picks  them  off  unit  by  unit.  Unpredictability 
makes  Ores  &  Goblins  both  Tun  and 
frustrating.  If  you  aren't  prepared  to  see  the 
total  mayhem  of  your  Goblin  Fanatics  whirling 
through  your  own  troops,  Then  perhaps  Ores 
&  Goblins  aren't  the  army  for  you. 
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OHCS  K  CD BUMS 


Ore  &  Goblin  Battalion  Box 

99120209005 

*  1  Ore  Hero 

*  9  Ore  Bo yz  Including  Command 

*  18  Ore  Arrer  Boyz  Including  Command 

*  1  Ore  Boar  Chariot 

*  10  Goblin  Wolf  Riders 


The  SO* page 
W;trhjirnmcr  A  mi  ics 
Ores  Sa  Goblins 
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Warhammer  Armies: 
Ores  &  Goblins 

6003020900 1 


GOBLIN  SHAMAN 

8947000911701 

Goblin  Shaman  Blister  (2) 

99060209117 


/* 


NIGHT  GOBLIN 
SHAMAN  BODY 

9^37020905001 


NIGHT  GOBLIN 
SHAMAN  STAFF 

99A7C20905002 


Ore  Shaman  Blister  (1) 

99060209049 


QHC  SHAMAN  BODY 

9947020904903 


Savage  Ore  Shaman  Blister  (1) 

99060209132 


SAVAGE  ORC  SHAMAN  JU  JU  STICK 

£947020913203 


SAVAGE  QRC  SHAMAN  BODY 

9-347020913201 


SAVAGE  one  SHAMAN  HEAD 

£947020913202 


ORC  SHAMAN  SWORD 

994702090-1901 


ORC  SHAM  AN  STAFF 

9947020904902 


Tfu'  fJi IVfor'frw.r/  f :*it  fittat 
cuHtey  with  tin •  Utah 
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OFC  WARLORD  BODY 

0947020904001 


Ore  Warlord  on  Boar  Blister  (1 ) 

99060209048 


ORC  WARLORD  BANNER  POLE 

&947C209C4604 


ORC  WARLORD 

boar  HEAD 

3047020904805 


ORC  WARLORD  HEAD 

9947020904302 


ORC  WARLORD  SWORD  ARM 

9947020904 fl&3 


LARGE  SHIELD  SPRUE 

99369999006 


ORC  WARLORD 
BOAR  TUSKS 

&94702O9O4B06 


BO  AH  TAIL  SPRUE 

0947020301107 


Ore  Shaman  on  Boar  Blister  (1) 

99060209143 


ORC  SHAMAN  HEAD  1 

9947020914301 


ORC  SHAMAN  WITD  BODY 

99470209 14303 


ORC  SHAMAN  HEAD  2 

K>4  70203 14392 


ORC  SHAMAN  MTD  BANNER 

994702091 4304 


ORC  SHAMAN  SOAR  HEAD 

9947020914305 


BOAR  HEAD  SPRUE 

99363039017 


BOAR  BODY  SPRUE 

99389099009 
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ORC  WYVERN  TAIL 

9947020911908 


Ord  Warboss  on  Wyvern  Box  (1) 

99110209119 


ORC  WYVERN  LEG 

99470209 It  999 


ORC  WYVERN  BODY  &  HEAD 

994702091190? 


ORC  WYVERN  LOWER  BODY 

9947020911910 


ORC  WYVERN  HORNS 

9&47Q2091 1 EKHS 


ORC  WARBOSS  SHIELD 

9947020911905 


ORC  WARBOSS  HEAD 

99470209  ll  3CW 


DRAGON  WING 
SET  SPRUE 

3^28(1299002 


ORC  WARBOSS  HORNS 


ORC  WARBOSS  AXE 


ORC  WARBOSS  BODY 
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99470209 11 901 


9047020911902 


9947020911M3 
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Grimgor  Ironhide,  Black 
Ore  Warlord  Blister  (1) 

99060209121 


t  with  the  Btmr  Birth' 
sprue  tWJXVWWm}  and  the  ikutr 
Hr  ad  Sprue  shrnvn 

with  she  On  Shcmtun  mi  fkw, 


Borgut  Facebeater,  Slack 
Ore  Champion  Blister  (1) 

99060209144 


Wurrzag  Ud  Ura  Zahubu, 
Great  Shaman  Blister  (1) 

99060209133 


GRIMGOR'S  HEAD 

1994702031 2 1-D3 


GRIMGOR'S  AXE 

994702091 21 02 


GRIMGOR'S  BODY 

994703091 £101 


BORGUT  FACES  EATER 
READ  1 

094702091 4401 


BORGUT  FACE  BEATER 
HEAD  2 

99470209144(9 


BORGUT 

FACES  EATER  AXE 

994 7020&1 4404 


BORGUT  FACE  BEATER  BODY 

99470209 1 4403 


WURRZAG  HEAD  &  MASK 

9947020913303 


WURRZAG  BODY 

9047020913301 
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GOSUN  SHrELD  SPRUE  (SHOWN  80%  ACTUAL  SIZE) 

99360209001 


Goblin  Regiment  Box  (20) 

99120209002 


GOBLIN  SPRUE  A  (SHOWN  70%  ACTUAL  SIZE) 

9G3SO209DO5 


I  _ | 

/ 
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GOBLIN  SPRUE  B  (SHOWN  70%  ACTUAL  SIZE) 

99380209006 
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Night  GobEin  Regiment  Box  (20) 

99120209003 


93360299005 
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night  goblin  regiment  Sprue  (Shown  65%  actual  size) 

93390909001 


REGIMENT  COMMAND  SPRUE  (SHOWN  G5%  ACTUAL  SIZE) 

9936029900 1 
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CORE  UNITS 


Night  Goblin  Fanatics  Blister  {Random  3) 

990602090 58 


NIGHT  GOBLIN 
FANATIC  1  BGDV 

9947020905801 


NIGHT  GOBLIN 
FANATIC  2  BODY 

9947020905003 


NIGHT  GOBLIN 
FANATIC  1  BALL  &  CHAIN 

9947020905602 


NIGHT  GOBUN 
FANATIC  2  BALL  &  CHAIN 

9947020905004 


NIGHT  goblin 

FANATIC  3  BODY 

9347020905805 


NIGHT  GOBLIN 
FANATIC  3  BALL  S  CHAIN 

994  7029905906 


NIGHT  GOBLIN 
FANATIC  4  BODY 

9947020905607 


NIGHT  GOBLIN 
FANATIC  4  BALL  &  CHAIN 

9947Q2OM50OB 


NIGHT  GOBUN  NETTER  1  NIGHT  GOBLIN  NETTER  2  NIGHT  GOBLIN  NETTER  3 

9947020912903  9947020912901  9947020912902 

Nrght  Goblin  Netters  Blister  (3) 

99060209129 


PAINTING  TEEF  KORNS  a  CLAWS 


From  Snot  lings  to 
Giants,  everything  in 
the  Ore  &  Goblin 
army  has  some  type 
of  bony  or  ename! 
body  parts:  teel, 
nails,  horns,  or 
Claws.  Here's  a 
quick  way  lo  paint 
them  so  that  ali  the 


models  in  your  army 
look  ferocious  and  hungry* 


STEP  1 

To  begin,  prime  the  entire  model  with  Chaos 
Slack.  This  wilt  be  the  base  coior. 


Paint  a  layer 
of  Bestial 
Brown  across 
all  the  teeth, 
horns,  and 
claws.  Leave 
a  small  line 
of  black 
around  each 
of  the  edges. 


STEP  3 


Patni  a  layer 
of  Bubonic 
Brown  over 
the  Bestiat 
Brown.  Painl 
the  Bubonic 
Brown  with  a 
Slighily  jagged 
edge  at  the 
base  of  each 
tooth,  horn, 
and  claw. 


STEP  4 


Repeat  Step  3 
but  use 
Bleached 
Bone  instead 
of  Bubonic 
Brown.  You 
can  stop  here 
for  a  dirtier, 
nastier  look 
for  the  leelh. 


STEP  5 

Add  a  final  highlight  with  Skull  White  on  each 
of  the  leeth.  horns,  and  claws. 
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Ore  Boyz  Regiment  Box  (19) 

991 20209001 


\ 

This  alternate  .'•prut  for  the  On  Hoyt,  is  uvaiftihle  only  i’w  Sftevicil  Offer. 


ORC  BOYZ/ARRER  BOYZ  SPRUE  (SHOWN  30%  ACTUAL  SIZE) 

99380209(104 


ORC  REGIMENT  SHIELD  SPRUE  (SHOWN  80%  ACTUAL  SIZE) 

99360^9900-1 


ORC  REGIMENT  SPRUE  (SHOWN  45%  ACTUAL  SIZE) 

99380209002 


ORC  COMMAND  SPRUE  (SHOWN  45%  ACTUAL  SIZE) 

99330209003 
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Savage  Ore  Boyz  Box  (10)  &  Savage  Ore  Boyz  Command  Blister  (3) 


99110209147 


99060209131 


SAVAGE  ORC  1 

m7omi2m 


SAVAGE  OR  C  3 

913470209 1 2003 


SAVAGE  ORC  4 

9947020912004 


SAVAGE  ORC  t 

9947020912002 


SAVAGE  ORC 
STANDARD  BEARER 

994  702091 3 1  OS 


SAVAGE  ORC 
MUSICIAN 

9947020913104 


SAVAGE  ORC  STANDARD 
BEARER  TOP 

9947020313106 


SAVAGE  ORC 
CHAMPION  ARM 

9047020313101 


SAVAGE  ORC 
CHAMPION  HEAD 

9947020913103 


SAVAGE  ORC 

champion  body 

D947D20913102 


PAINTING  EXOTIC  FUR 

When  painting  ihe 
fur  clothing  on 
your  Savage 
Ores,  try  some 
exotic  animal  furs  with 
stripes  or  spots  t 

UPS 

Search  for  some 
reference  photos  in 
magazines,  in 


books,  or  on  the  internet  and 


have  them  handy  while  you're  painting. 
Animals  to  look  for  include  zebras,  leopards, 
cheetahs,  tigers,  giraffes,  cows,  and  more! 


SNOW  LEOPARD  SPOTS 

Step  T.  First,  paint 
the  undertyjng  fur 
with  Fortress  Grey. 
Dryhrush  the  fur 
with  Skull  While  as 
a  highlight. 


Step  2.  Next,  paini  a 

large  "U”  with  Chaos 

Black.  Repeal  them  all 
over  the  fur. 


Step  3.  Finally, 
highlight  (lie  black 
spoils  with  a  25/75  mix 
of  Chaos  Black  and 
Codex  Grey, 


TIGER  STRIPES 


Step  1.  First,  paint  (he 
underlying  fur  with 
Blazing  Orange  over 
□ark  Flesh  Drybrush 
the  fur  wilh  Fiery 
Orange  as  a  highlight. 


Step  2.  Using  Chaos 
Black,  paint  a  series  of 
Stripes  On  the  fur. 


Step  3*  Finally, 
highlight  the  stripes 
wilh  a  25i75  mix  of 
Chaos  Black  and 
Codex  Grey. 
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PAINTING  WOLVES 

Wolves  are  used  throughout  the  Ore  &  Goblin 
army  both  as  mounts  and  as  beasts  to  puli 
Chariots.  Try  some  of  ihese  techniques  for 
painting  the  fur  on  your  Waives. 

BROWN  FUR 

Step  1 ,  After  you  prime 
the  model  Chaos  Black, 
drybrush  Scorched 
Brown  over  all  of  the  fur. 

Step  2,  Next,  drybrush 
Ihe  fur  Bestial  Brown, 

Stop  3,  Drybrush  Ihe 
higher  parts  of  the  fur 
with  Vomit  Brown  Paint 
the  fur  of  the  belly  with 
Codex  Grey  and  she 
claws  and  teeth  with 
Bubonic!  BrOwn.  u$e  a 

50/SQ  mi*  of  Scab  Red 
and  Dwarf  Flesh  for  the 
tongue.  Wash  the  entire 
model  with  Flesh  Wash. 
Paint  ihe  Wofl's  eye  with 

Skull  White. 

Step  4,  Drybrush  under 
the  belly  with  Fortress 
Grey.  Paint  Ihe  gums 
and  teeth  with  Dwarf  Flesh,  Finish  off  the 
teeth  and  claws  with  Bleached  Bone 


Step  3,  Drybrush  Ihe 
lur  with  a  50/50  mix 
oi  Bubonic  Brown  and 
Bleached  Bone.  Pain) 
the  teeth,  claws, 
tongue,  and  eyes  as 
described  above, 


Step  4,  Drybrush  the 
highest  parts  of  the  fur 
with  Bleached  Bone 


BLONDE  FUR 


Stop  1.  After  you  prime 
the  model  Skull  While, 
paint  it  Bubonic  Brown. 

Step  2.  Next,  use  Flesh 
Wash  over  Ihe  enlire 
model, 


Goblin  Wolf  Riders  Regiment  Box  (10) 

99120209004 


CiMin  Wolf  Riders  vtm  f  with  rffc*  (itihiin 
Sprite  A  mw.Wt2Q9MS&6)  umf  the 
Goblin  Shield  Spine  r  W.ffttttOftJfl/  j 
drrm  rr  with  the  Gofoliti  Regiment. 


SMALL  ROUND  SHIELD  SPRUE 

99389999004 


BLONDE  ALTERNATE 


Use  a  Brown  Wash  instead  ol  Ihe  Flesh 
Wash.  Paint  Ihe  skin  and  drybrush  Ihe  fur  with 
a  50/50  mix  of  Bubonic  Brawn  and  Bleached 
Bone  Paint  the  belly  with  Bleached  Bone  and 
drybnjsh  with  Skull  White.  Highlight  the  skin 
with  Bleached  Bone. 


WOLF  HEAD  &  BODY  SPRUE  (RANDOM  1) 

&9&e02&90Q5 
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ABBS  a  GOBLINS 


SNOTLING  1 


SNOTLING  3 


SNOTLING  S 


SNOTLING  2 


SNOTLING  4 


SNOTLING  9 


SNOTLING  S 


SNOTLING  16 


SNOTLING  6  SNOTLING  7 


SNOTLING  17 


SNOTLING  IS 


SNOTLING  19 


Snotlings  Blister  {Random  2  Bases) 


99060209142 

ittv  uvaihshk  only  itt 
tfwir  nmdtwdy  Mixier. 


SNOTLING  2D  SNOTLING  21 


Civ  Milt  Llj.ijV  t  'intnvi  nwii'i  with  Si  i.i-// 
flctulA  Body  S \pruv 

shim'/i  fin  dw  oppmitt  fhiy'i' 


GOBLIN  CHARIOT  YOKE 

99470^0900301 


GOBLIN  CHARIOT  HAFT 

9947020900302 


SOLID  WAGON  WHEEL  SPRUE 

99399999050 


GOBLIN  CHARIOT 
SIDE  1 

9947020900310 


GOBUN  CHARIOT 
SIDE  2 

994702090031 S 


Goblin  Wolf  Chariot  Box  (1) 

99110209003 


GOBLIN  CHARIOT  CHASSIS 

9947030900306 


GOBLIN  CHARIOT 
LEFT  SCYTHE 

m 7020300003 


GOBLIN  CHARIOT 
RIGHT  SCYTHE 

3947020900304 


* 

Li 

GOBLIN  CHARIOT 
STANDARD  BEARER 

9947020900311 


GOBLIN  CHARIOT 
ARCHER 

9947020900313 


GOBUN  CHARIOT 
DRIVER 

9947070900312 


GOBLIN  CHARIOT 
STANDARD  TOP 

9947020900307 


GOBL.IN  CHARIOT 
TAIL  &  SKULLS  1 

9947020900305 


GOBLIN  CHARIOT 
TAILS  SKULLS  2 

0947020000306 


SOEJlG  HOPPER  1 

994 70209 13001 


SQUIG  HOPPER  3 

994702091300? 


NIGHT  GOBLIN 
W/  PRO DOER  1 

9947020912301 


NIGHT  GOBLIN 
W7  CYMBALS 

934702091 2003 


SQUIG  1 

9947020912005 


NIGHT  GOBLIN 
W /  PRODDEfl  2 

9947020912902 


NIGHT  GOBLIN 
W/  SO  USG  PIPES 

9947020912004 


SQUIG  2 

3947  020912606 


SGUIG  HOPPER  3  SQUIG  HOPPER  4 

9947020913003  9947020013004 


SGUIG  3 

994  70209 1 2007 


SQUIG  4  SOUIG  5  SGUIG  6 

9947020912600  9947020912^09  9347020912610 


Night  Goblin  Squig  Hoppers 
Blister  (Random  2) 


Night  Goblin  Squig  Herders  Blister  {Random  5) 

990002091 28 


99060209130 


SPEAR  CHUKKA 
CREW  1 

934  702Q9 11 031 


SPEAR  CHUKKA 
CREW  Z 

9347020911692 


SPEAR  CHUKKA 
CREW  3 

9947020911603 


Goblin  Spear  Chukka  Blister  (1) 

99060209118 


SPEAR  CHUKKA  HANDLES  SPEAR  CHUKKA  BOW 

934702091180#  0947020911605 


SPEAR  CHUKKA  REAR  SUPPORT 

9947020911000 


SPEAR  CHUKKA  STOCK 

9947020911807 


SPEAR  CHUKKA  FRONT  SUPPORT 

9947020911  BOH 


SPEAR  CHUKKA  FAIRING 

9947O2O3H0O4 


CATRLOG 
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Goblin  Rock  Lobba  Box  (1) 

99110209123 


SPECIAL  UNITS 


ROCK  LOBBA 
SNOTLING  SPOTTER 

9947020-31 2307 


ROCK  LOBBA 
COUNTER  BALANCE 

9947020912309 


ROCK  LOBBA  CREW  1 

9947020912301 


ROCK  LOBBA  CREW  2 

0947020912302 


ROCK  LOBBA  CREW  3 

90470209 12306 


ROCK  LOBBA  STRUT 

994702001231:1 


ROCK  DROPPER 
BOULDER 

9947029901 009 


ROCK  LOBBA  BULLY 

994702O9 T 2304 


ROCK  LOBBA  UPRIGHTS 

99470209 T2305 


ROCK  LOBBA  BASE 

9947020912206 


ROCK  LOBBA  ARM 

994702C91 2311 
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Black  Ore  Regiment  Box  (10) 

99110209146 


BLACK  ORC 
STANDARD  TOP 

9947020911602 


Black  Ore  Command  Blister  (2) 

99060209149 


BLACK  ORC  STANDARD  TOP  2 

0947020914^31 


BLACK  ORC  DRUMMER 

994 702001 1 60 1 


BLACK  ORC 
HEAD  SPRUE  1 

9947G209 1 1 505 


BLACK  ORC 
HEAD  SPRUE  2 

0947020911506 


BLACK  ORC 
STANDARD  BEARER 

9947020911603 


BLACK  ORC  BODV  1 

99470209 11501 


BLACK  ORC  BODY  2 

934 70209 11502 


BLACK  ORC  BODY  3 

994792001 1502 


BLACK  ORC  BODY  4 

9947020911504 


f 
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Hi 'ark  On  with  Great  Regime m  n.'mc.i  n  i^r  Hiark  CJn  Heat/ 

Sprue  /  A  2  {994702(WI/5Q5M  thmvtt  tm  the  opptmfe /mjnr. 


Black  Ore  w/  Great  Weapon  Regiment  Box  (10) 


BLACK  Qttc 
W/ GREAT  WEAPON  1 

99470£09f4B01 


99110209148 


black  orc 

m  GREAT  WEAPON  2 

8947023914302 


BLACK  ORC 
W/  GREAT  WEAPON  3 

9U4702M 14303 


BLACK  ORC 
W/  GREAT  WEAPON  4 

S9«7Q£0!li46D4 


PAINTING  TRIBAL  MARKINGS 

There  are  hundreds  of  Ore  tribes  across 
the  Old  World.  Some  of  the  more  popular 
names  are; 


Blue  Face 
Yellow  Nose 
Purple  Heads 
Yellow  Tooth 


■  Red  Arrow 

■  Grey  Skull 

■  Brown  Sword 

*  While  Dag  {triangle} 


These  are  ]ust  <i  few. 

No  matter  which  you 
choose,  we  recommend 
picking  a  single  color 
and  a  simple  design 
1.0  paint  such  as  dags 
or  arrows.  Tattoos 
don't  have  to  be 
intricate  liny  designs, 
especially  for 
OmS  &  Goblins. 


You  can  also  be  creative 
with  ihe  location  of  ihe 
tattoos  and  war  paint.  They 
can  be  on  Boar  and  WolP 
fur,  on  hall  of  a  face,  on  an 
entire  arm  or  hand,  in  a 
wide  line  across  the 
head  or  arm,  or 
on  any  other 
body  part! 

OF  THE  RED  ARROW  TRIBE 

Here  is  a  simple  technique  Id  painting  dark 
tattoos  or  war  paint  onio  Ore  skin  or  even  on 
Boars  or  Wolves, 


Step  1 

Fgint  I  ho  arrow  design  on  the  Ore's  upper  arm 
with  Chaos  Black. 

Step  2 

Highlight  ihe  arrow  wilb  Flod  Gore  or  a  dark 
color  of  your  choice,  such  as  Regal  Blue, 
Leave  a  black  line  around  the  edges. 

Step  3 

Paint  the  linal  highlight  on  the  inside  oi  the 
arrow  with  Blond  Red  or  a  lighlor  version  of 
previous  color  used,  such  as  Enchanted  Blue 


J 


''  IIHIMill 


iP.EtiM  513 


tj*  h™  ll«—  all 


Ore  Boar  Boyz  Regiment  Box  (5) 

99110209145 


The  On  &mtr  Bt*yz  tti'gwuwt 

i  ■  itii  tiw  {iiwf  timh  Spnu • 
i'-WSmWWW)  wuf  Utwr  t total 

Sprue  iWJWPWW  17 1  sfa>wn  in 
ftQ  ititd  the  On-  Regiment 

Shield  Span  i  W3ti()2  y*J i#U  l 
shitwti  in  f  Vw  Unit** 


ORC  BOAR  SOY  BOSS 

9047020902201 


ORC  BOAFI  SOY 
MUSICIAN  ARM  1 

9947020902102 


ORC  BOAR  BOY 
MUSICIAN  ARM  2 

9947020912502 


ORC  BOAR  BOY 
STANDARD  ARM 

9947020912601 


ORC  BOAR  BOV  SPEAR  1 

9947020904005 


ORC  BOAR  BOY  SPEAR  2 

9947020904006 


ORC  BOAR  BOY  SPEAR  3 

9047020904007 


ORC  BOAR  BOY  BODY  1 

9947020004091 


ORC  BOAR  BOY  BODY  2 

9047020904002 


ORC  BOAR  BOY  BODY  3 

9947O2O0O4OO3 


ORC  BOAR  BOY  BODY  4 

9947020904004 


SPECIAL  UNITS 


OFC  CHARIOT  SPRUE  B  (SHOWN  50%  ACTUAL  SIZE) 

9aaMfi0B0Q2 


Jin-  { frs ■  fUntr  t  hurt m  nnm's  wiih  sin  Jintir  fiiuly  Sprue  i  W.fiVywy OWi 

ami  Bvtit'  ‘food  Sprue  f9»J89WWI7i  shown  in  IfQ. 


PAINTING  SO  A  A  FUR 

used  Byars  lor  tlus  example,  but  you  can 
easily  use  ihese  techniques  on  Wolves  as 
well.  Dent  be  alraid  to  experiment  with  Conors 
and  techniques.  If  you  mess  up,  jusl  give 
the  area  a  wash  and  repaint  it,  Keep  in 
mind  that  Ore  Boars  are  often  penned  up, 
Thus,  they  are  usually  lafthy.  This  fact  allows 
you  some  pacing  freedom.  You  can  also 
borrow  ideas  from  the  Dwarf  section  on 
painting  beards! 


Step  3 

Finally,  gently 
dry  brush  skull 
while  onto  the 
highest  areas 


Step  2 

Wash  the  model 
with  Chaos  Black. 


Step  3 

Once  dry, 
drybrush  the 
"higher"  parts  wiih 
Dark  Flesh  and 
then  Vermin  Brown. 

Step  4 

Finally,  gently 
dry  brush  Blazing 
Orange  onto  the 
highest  areas. 

TAN  FUR 

Prime  the  model  wiih  Skull  White  and  paint  it 
with  slighlly  thinned  Bubonic  Brown.  Give  Ihe 
model  a  wash  of  a  50/50  mix  of  Bubonic 
Brown  and  Bestial  Brown.  Once  dry,  use 

Bubonic  Brown  to 
drybrush  the  higher 
parts  of  the  model 
with  Bleached 
Bone.  Finally, 
gently  drybrush 
Skull  White  onto 
the  highest  areas 


Ore  Boar  Chariot  Box  (1) 

99120209006 


OFC  CHARIOT  SPRUE  A  (SHOWN  50%  ACTUAL  SFZE) 

9-3390209001 


GREY  FUR 


Step  1 

Spray  ihe  model 
black,  and  drybrush 
with  Shadow 
Grey  followed  by 
Codex  Grey 

Step  2 

Next,  dry  brush 
Fortress  Grey  onto 
the  higher  parts  ot 
the  model. 


BROWN  FUR 


Step  1 

Prime  Ihe  model 
whale  and  paint  it 
wiih  a  slightly 
thinned  mix  of 
Dark  Flesh. 


; 
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SPECIAL  UNITS 


Savage  Ore  Boar  Boy  Regiment  Box  (5) 

991 1 0209 1 35 


Savage  Ore  Boar  Boy 
Blister  (Random  1) 

99060209135 


Savage  Ore  Boar  Boy 
Command  Blister  (Random  1} 

99060209134 


■VtfW.ifi'  Oft  iiotir  Hfi\r  .frrrn-  with  ills' 
Boar  iWv  Sprue  rvv.WW'JMJyj  stud 
Bj.'tit  Haul  Sprat  r  w.W-WWJ/7; 

$ktrwlt  in  HQ. 


SAVAGE  ORC  BOAR  BOY  CHAMPION  ARM 


95470a0ftiaflD9 


SAVAGE  OHC  BOAR  BOY  STANDARD  POLE 

9947020913410 


SAVAGE  ORC  BO  AH  BOY  SPEAfi  2 

994732Q913510 


SAVAGE  OHC  SOAR  BOY  SPEAR  1 

9947020913509 


SAVAGE  ORC  BOAH 
BOY  STANDARD  TOP 

9947020913408 


SAVAGE  ORC  BOAR 
SOY  COMMAND  HEAD  1 

9947020013403 


SAVAGE  ORC  BOAR 
BOY  COMMAND  HEAD  2 

9947020913402 


SAVAGE  ORC  BOAR 
BOY  COMMAND  HEAD  3 

9947020913401 


SAVAGE  ORC 
BOAH  BOY  HORN 

9947020913407 


SAVAGE  ORC  BOAR 

boy  command  body  1 


SAVAGE  ORC  BOAR 
BOY  COMMAND  BODY  2 


9947020913404 


9947020913405 


SAVAGE  ORC  BOAR 
SOY  COMMAND  BODY  3 

9947070913405 


SAVAGE  ORC 
BOAH  BQY  HEAD  1 

9947020913501 


SAVAGE  ORC 
BOAR  BOY  HEAD  2 

9947020913502 


SAVAGE  ORC 
BOAR  SOY  HEAD  3 

9947020913503 


SAVAGE  ORC 
BOAR  BOY  HEAD  4 

99470209 13504 


SAVAGE  OHC 
BOAR  BOY  BODY  1 

9947020913505 


SAVAGE  ORC 
SOAR  BOY  BODY  2 

9947020913535 


SAVAGE  ORC 
BOAR  SOY  BODY  3 

994 70209 13507 


SAVAGE  ORC 
BOAR  BOY  BODY  4 

994702091 3598 


5 IK  GflMESWKKSHUFCIlT 
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Giant  Box  (1) 

99110209127 


GIANT  LEFT  LEG 

994702091 270 f 


GIANT  RIGHT  LEG 

9047020912702 


GIANT  RACKED 
SHEEP 

99470209 12703 


GIANT  CAPTIVE 
HAL  FLING 

994703001 27M 


GIANT  COWERING 
CIVILIAN 

9947020912706 


GIANT  BAG 

9947020912712 


GIANT  CHEST 

0947020012700 


GIANT  BACK 

9947020912710 


GIANT  LEFT  ARM 

9947020912706 


GIANT  HEAD 
W/  CAP  A  MASK 

9947020012707 


GIANT  BARE  HEAD 

9947020913711 


GIANT  SIGHT 
ARM  VW  CLUB 

9047020012709 


illlkill.iJ  . 

ef  vqirljk  ! 
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Stone  Troli  Blister  (Random  1) 

9906029900? 


STONE  TROLL 
HEAD  1 

9947029900704 


STONE  TROLL 
HEAD  2 

9947029900705 


STONE  TROLL 
HEAD  3 

9947Q299(X)706 


STONE  TROLL  BODY  W  AXE  A  BONE  CLUB 

9947029900709 


STONE  TROLL  BODY  W7  ROCK 

9947O2B90O7Q7 


STONE  TROLL  BODY  W7  TWO-HANDED  AS 

9947029900708 


Thtwe  litUruutc  hitz  hr  the  Stunt  Truth 
tttv  iivt.iiiiihir  i -jj  t  Specmt  Oficr. 


STONE  TROLL  W  STONE  HAMMER 

99J7CS99CO701 


STONE  TROLL  Wt  AXE 

9947029900703 


STONE  TROLL  W/  BONE  CLUB 

99470?99TO7O3 
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PRC5  a  GOBLINS 


RIVER  TROLL  HEAD  1 

9947029900604 


River  Troll  Blister  (Random  1) 

99060299006 


RIVER  TROLL  BODY  1 

9947029900001 


RIVER  TROLL  BODY  2 

9947029900602 


RIVER  TROLL  HEAD  2 

9947029900005 


RIVER  TROLL  HEAD  3 

9947009900606 


RIVER  THOLL  BODY  3 

9947029900603 


^WQRRSfltmCttWTW 


RARE  UNITS 


* 


DOOM  DIVER 
HOOK 

99*702091 0900 


DOOM  DIVER 
GOBLIN  DIVER  LEGS 

9947020910910 


DOOM  DIVER 
SNOTLINGW/ MALLET 

9947020910907 


Goblin  Doom  Diver  Catapult  Box  (1) 

99110209109 


DOOM  DIVER  CATAPULT 

99470209 10904 


:  t- 


OOOM  DIVER  SMOTLING  PULLERS 

9047020910905 


DOOM  DIVER  RAMP 

9947020010901 


DOOM  DIVER  RAMP  BASE 

09470200 10003 


DOOM  DIVER  RAMP  SUPPORT 

0347O2O91O902 


DOOM  DIVER  GOSLEN  DIVER  TORSO 

994 702001 0003 


DOOM  DIVER  GOBLIN  FLYER 

99470209 1000b 
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ABCS  a  EPflllHS 


Snolling  Pump  Wagon  Box  (1) 

991=  10209 136 


PUMP  WAGON  SCYTHES 

9947020913613 


PUMP  WAGON  PUMP 

&3470209 1301*1 


PUMP  WAGON 
SNOTLING  PUMPER  1 

9947020913605 


PUMP  WACOM 
SNOTLING  PUMPER  2 

99470200 1360® 


PUMP  WAGON 

PUMP  WAGON 

PUMP  WAGON 

PUMP  WAGON 

PUMP  WAGON 

PUMP  WAGON 

SNOTLING  1 

SNOTLrNG  2 

SNOTLING  3 

SNOTLING  4 

SNOTLING  6 

SNOTLING  7 

9947020913601 

9947020913602 

9947020913603 

3947020913604 

994 702091 3606 

9947020913607 

PUMP  WAGON  BASE 

5947D2D91'36 09 


PUMP  WAGON  MAST 

9947020913614 


PUMP  WAGON  WHEEL 

99470209 13612 


PUMP  WAGON  FAILING 

5947020913610 


PUMP  WAGON  STEERING  WHEEL 

994703001 35 1 5 
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COLORS  OF  m 


■ 


KEY 

|  Top  Boxes');  Basecoal  Colors  &  ink  Washes  [f  Bottom  Bosses);  Highlights  Mixed  Colors 


Smt  Grmi  Camo  Grew 
Si.G.j/.'im  nrsEri  ftdftifrQ  H osti 


i’J  T.rt  An.jei-K  C ."e1  ii.t.  Qm}ex  Grey 

Gbtit/nGmn,  r-cirfmis  G«> 


a?j?j  iS^gin.  fltow  Wirfr 
Goblm  Sm».  C^mnmt  i  f-'rt  Jrrt 


$c;.w  Rea,  Snot  Cr*i(i 

Stood  Hk i  Soot  Grim  i  Slirii  mute 


£',?rA  FiT.^r.Ui1  lE’rULl'.T 

GflMfJ  ffwevr.  jfrjfiOi'HC  flr(iv|M> 


flftaw  atK^i  GcJtiflfl  1 fctow 
SW  Matts,  ML-yr.'  Vj'i.Vi  ■.■ 


baft  Annals  Gmn.  HqhwwkSq  Ma-fa 

ffDhfrn  ffresn,  Caro 


Graveyard  Harm.  fl'ascfleff  Bone 

SiuAW.'if!'  SA'i*"'  H%ri' 


LMjrcmr tfwg  Bfttf .  Lfcfla  Pjirpjff 
«p  w.'M.  fMr/i0  <s  Sft.'jw  mne 


Rer)  Gofs,  SssJ.mi1  firclm 
Blood  ftte&cfrwi  Bom 


Wsrtocft 

Tmtarfg  Pink  Tfert/acte  FfolA  A  SkitU  tVMt 


R&tf  Sore,  Li  wjiT  firaqgp 


RTiJ&tf  AhL  Eeitf 


flGttittad  Sxrjwvr,  Freac/wtf  fltimf 
fei'.'.T.1  flrcuwi  Stiytt  Whfiw 


Cttftti  Biadk,  flflfffluw  MW, if 
Sl^i'i  AM  C-^i.'i.Tm,-/ 


QhWS  Btach  &}c.l£tl€il  flc™ 

Fortress  Grey-  Seal \  Pad 


flow,  CYlffdPS  IWiClAr 

i  ■■  ii  ■;,  ■  — rjryi 

Sf&ksftikr  LtAtlNK  Skiili 
iVJwife  Fortress  Bffty 


Chins  SijfiVK,  S£afl 
FTtfd.  ffkrKrtstf  tow 
firfrtSS  GWX 
fitaJL  JAiL-iV  MMt 


Red  flfeM/jHf 
tow. 

"TfSwdflW,  StoirW 
Miftitti  SiKi't 


Ctms  Btxk  Bisxhed 
Bow,  Du/arl  Btunis 
Siiititow  Grey,  Stot>! 
White,  Bum/stfvcS  GQtfJ 


GokSm  'ftBw.  Retf 
ffy.ru-,  Btoaclwd  flow 
'  8sd  Movn  Yellow, 
Blood  Bud.  SAM  WtUte 
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TACTICS 


TIPS  FOR  WINNING  WITH  ONES  &  GOBLINS 

A  Large  units  of  Goblins  or  Night  Goblins  with  full 
command  make  excellent  helpers  tor  units  ol 
Monsters  (such  as  Trolls  or  Giants},  chariots,  or 
cavalry.  While  the  other  unils  provide  the 
hammer-blow  hitting  power,  the  Gobbos  add 
outnumbering,  ranks,  and  a  banner  to  ihe 
combat  resolution  which  will  usually  result  in  a 
broken  enemy  unit. 

B.  An  Ore  &  Gobiin  army  is  not  one  normally 
thought  ot  as  being  magic-heavy,  You  can 
spring  a  nasty  surprise  on  an  opponent  by 
bringing  an  army  tooled -out  to  sling  spells  of 
I  ho  Big  Waaagh!  Many  spells  ol  the  Big 
Waa&ghl  are  very  etteciive  and  easy  to  cash 
especially  ones  such  as  Foot  of  Gork,  Target 
expensive,  elite  units  (such  as  Inner  Circle 
Knights  or  Chaos  Knights)  with  these  spells, 
and  you  can  wreak  severe  damage. 

G.The  Ore  &  Goblin  army  can  field  very 
inexpensive  war  machines  in  the  form  Of  the 
35-point  Spear  Chukkas  It's  easy  to  load  up 
on  several  ol  these  war  machines  (another 
tactic  that  may  surprise  many  opponents) 
and  use  a  spell  such  as  Mark  Save  Uz!  to 
re  roll  misses  Irom  the  Spear  Chukka's 
relatively  mediocre  BS3-.  A  volley  ol  accurate 
war  machine  lire  can  shut  clown  quite  a  few  of 
the  tactics  mentioned  elsewhere  in  this  catalog. 
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COUNTERTACTICS 

UPS  FOR  FIGHTING  AGAINST  ORES  a  GOBLINS 

A  Goblins  can  form  large  units  for  a  low  points 
cost,  bur  they  also  have  low  Leadership  Flying 
units  can  stop  these  units  from  marching,  white 
any  Terror-causing  units  are  likely  to  send 
these  little  fellows  heading  for  the  hills  at  the 
first  opportunity. 

B  The  strategy  tor  Stopping  a  magic- focused 
army  from  ruling  the  battlefield  is  similar  no 
matter  the  caster.  Judicious  use  of  Dispel  Dice 
and  Dispel  Scrolls  will  keep  your  Knights  riding 
towards  ihe  enemy,  and  If  you  can  target  the 
Shamans.  Eel  'em  have  ill  Ore  &  Goblin 
Shamans  are  no!  nearly  as  difficult  to  kill  as  the 
other  Lords  and  Heroes  in  this  army. 

Spear  Chukkas  may  be  inexpensive,  but  pad  of 
that  low  points  cost  is  represented  in  Ihe  weak 
combat  ability  Of  their  crews.  Any  Flying  unit 
can  handle  Spear  Chukkas  just  by  tearing  Into 
the  Gobbo  crow,  and  shooting  or  magic 
missiles  can  be  equally  effective. 


WWW.CAMES-1N0RKSHDP.BUM  MU 


fttghl:  Jartrtt  U-t  "Trtrif  Buftrrftiy " 
wrwi  wcorut  place  at  site  2004 
i.v.'i  Attgrit'.'i  Game?,  bay  tighten 
Dctram  Fifintinfi  CtMipetitinu. 


Lift:  Angela  htifif  rial  far  third 

pit rcc  til  tht'  2004  bn,  Angela, 
(inmes  Day  (Jaltlet, j  Demon 
i'iitntfui;  CtWipefirittrl. 

Right i  This  Grimgar 
iftmhith  nvwr  David  iStm  itt 
n  pimrut  Spain's  dm  tic. y 
Day  Gtiidmt  Datum 
[Nlfntinn  rt  wft pctiiiffti. 


FOR  4  COMPLETE  MODELS 


9933020900 1  N  ight  Gobli  n  Sprue 
994702080igi7  Tgrradon  Rider  Shield 

9947040301201  Grail 
9947040301203  Grot  3 
9947040302903  Grot  w/Slugga  £  Knile 
9947040302804  Grot  w /  Two  Shgotas 


THIS  CONVERSION  CONTAINS  THE 
SPECIAL  OFFER  BITI S MOWN  HERE 

Sec  the  i  aiahg  intnuhicrinn  for 
Ttuif#  UiffirmUHtm. 


TERRADON  RIDER  SHIELD 

39470206018*7 
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field'*’;  Trm .  Jttkuh  shows  amazing  detail 
<»t  each  of these  Suiti?  Trolls  ami  won  ft nt 
place  lit  the  Warhammer  Rryimrw 
categvn  tit  the  2()01  Games  Day  Golden 
Demon  minim f  emnpetitiun. 


l.cfi:  t-'nmcisca  Javier  Martinez.  !. Unties  wim  at  the 
Gatifcn  Demon  Painting  Competition  at  Spain's  2t'HJ! 
f lames  Dav  with  the  Goldin  Shutnutt  an  the  Du'ttrf  Shield. 

Hight:  Tim  l.ison  nmr  the  Stayer  Sword  at  the  2(HiJ 
Chicago  Chimes  Pay  -Golden  Painting  ctruipetithm  with 
Skttrsnik.  Warlord  uj  Kant k  Right  Peaks. 


99380209002  Ore  Regiment  Sprue 

99360299004  Qrc  Shield  Sprue 

994 7Q1 D30B505  Ork  Ard  Boyz  ShouJd&r  Sp 
9947010306505  Ork  Ard  Buyz  Jaw  Sprue 


THIS  CONVERSION  CONTAINS  THE 
SPECIAL  OFFER  Bin  SHOWN  HERE 

5Vr  the  catalog  atlrarfio  turn  for 
mutt  in  formation. 


ORK  ’ARD  eOV2  JAW  SPRUE 

994701 D3PB505 


ORK  'AHD  0OVZ  SHOULDER  SPRUE 

99470103C85Q& 


Above:  WVA  Cristofoli \  Giant  ham 

tin  2tXM  Sturm  of  C  haos  Campaign 
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The  Gutter  Runners  had  taken 
out  ail  the  Dwarf  artillery, 
and  the  main  Clan  rats  had 
advanced  unopposed.  In 
short  order,  the  remaining 
units  were  gathered 
from  their  honc- 
gna wi ng  and 
reorganized  to 
give  chase  to 
the  retreating 
Dwarf -things. 


** Oh  honored  of  Leaders, 
allow  Storm  verm  in  to  lead 

the  kill *  Yes,  Yes?”  pestered  the 
Fangteader  of  the  Storm  vermin, 
vying  to  steal  the  glory  of  the 
final  assault. 

But  Snekt  was  no  novice  at  fighting  the 
Dwarf -things  underground.  Chasing  Dwarf- things 
into  their  lair  was  always  deadly.  It  would  serve  the 
ambitious  Fang  leader  right  to  turn  the  corner  and  meet  a 
unit  of  the  thickly  armored  Dwarf  things.  But  no,  thought 
Snekt,  Fit  need  Storm  vermin  later : 


*  \'\7j  ,  jVo,  not  Storinvennin,  Bring  up  Pa  w  leader  Chi  tier  and  his  pack f 
demanded  the  Chieftain.  Bristling  with  honor \  Pawl  coder  Clutter  brought 
up  his  unit  of  Shaven  Slaves  to  lead  the  advance  further  into  the  Dwarf 
stronghold.  Snekt's  tail  twitched  at  his  own  cleverness. 


Skaven  are  a  race  of  evil  ratmen  who  have 
gnawed  a  series  of  tunnels  and  an  entire 
under  kingdom  beneath  the  surface  of  the 
War  ha  miner  world.  Occasionally  erupting 
forth  in  a  seething  horde,  the  Skaven  seek 
nothing  less  than  world  domination. 

Fighting  Style 

Skaven  armies  can  muster  a  variety  of  deadly 
threats  and  different  troop  types.  Two 
cornerstones  of  Skaven  warfare  are  the 
massed  attack  and  dirty  underhanded  (ricks. 
The  massed  attack  part  is  easy.  Great 
masses  of  Cianrats  and  Skaven  Slaves  are 
affordable  and  can  anchor  the  center  of  a 
vermin  attack.  Occasionally,  these  troops  will 
win  a  battle,  but  more  often  than  not,  they  will 
serve  to  lie  up  the  toe  and  to  pin  him  in  place 
C  tan  rats  may  be  accompanied  by  Weapon 
Teams  wielding  ingenious  devices  of  the 
Skaven  that  can  be  used  to  thin  down  the  foe. 
While  enemy  units  are  pinned  by  large  blocks 
of  Cianrats,  additional  units  may  attack  the 
Toe  in  the  sides. 


Skaven  have  no  concept  of  valor,  and  a  stab 

in  the  back  is  every  bit  as  good  as  an  up-front 
challenge  -■  in  fact,  it's  probably  a  lot  better. 
Poisoned  Attacks,  sneaky  infiltrators,  and 
hidden  Assassins  are  all  part  of  the  Skaven 
arsenal.  Even  better,  Skaven  armies  are 
allowed  to  fire  into  combat  with  their  special 
Life  Is  Cheap  rule.  This  tactic  works 
fantastically  well  with  large  units  of  Sktwen 
Slaves  and  Cianrats,  as  they  will  tie  up  the 
foe  while  Poisoned  Wind  Giobadiers  and 
Weapons  Teams  pour  fire  into  the  combat. 
The  vermin  hordes  can  well  afford  to  fight  a 
battle  of  attrition,  and  as  the  Poisoned  Wind 
Globes  ignore  armor  saves,  they  are 
sometimes  the  best  way  to  rid  yourself  of  the 
foe's  best  troops.  Nothing  wounds  a  Knight's 
pride  like  being  lured  into  a  trap  where  skill  at 
arms  and  fighting  mean  little! 

Collecting  a  Shaven  Army 

All  armies  are  required  to  field  a  minimum 
number  of  Core  units,  and  so  it  makes  sense 
to  begin  a  new  army  with  Core  choices.  For 
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Skaven.  this  means  Cianrats.  Cianrats.  and 
more  Cianrats.  As  Skaven  armies  get 
Leadership  bonuses  for  large  units,  it  makes 
sense  to  field  a  few  larger  units  with  deep 
ranks.  Additional  Core  choices  (although  they 
may  never  outnumber  the  Cianrats)  are  Giant 
Pals,  Night  Runners,  Skaven  Slaves,  and 
Poisoned  Wind  Giobadiers,  Stormvermin 
have  better  Weapon  Skill  and  equipment  and 
can  make  (or  a  nasty  surprise  for  an  enemy 
expecting  only  Cianrats. 

Skaven  players  also  have  many  options  for 
tilling  out  the  edges  of  .heir  hordes.  Gutter 
Runners  are  elite  Scouts  thai  may  tunnel  or 
infiltrate  onto  the  battlefield  lor  sneak  attacks. 
Warp  lock  Jezzails  and  the  dreaded  Warp' 
Lightning  Cannon  are  long- ranged  weapons 
that  can  rain  death  on  l he  foe  as  the  bulk  of 
the  Skaven  army  skitters  closer.  Rat  Ogres 
can  form  shock  attack  units  capable  of 
delivering  quite  a  blow,  and  Plague  Monks, 
with  their  Toughness  and  Frenzy,  can  make  a 
formidable  unit  as  well.  Plague  Censer 
Bearers  may  accompany  PJague  Monks,  and 
their  poisoned  censers  create  a  deadly  cloud 
of  warpstone  vapors  (hat  can  slay  a  foe 
before  combat  even  begins. 

Skaven  Characters  can  bolster  units,  and 
specially  Heroes  like  a  Master  Moulder, 
Warlock  Engineer,  or  Assassin  can  turn 
an  important  fight  the  vermin  way.  The 
most  powerful  character  a  Skaven  can  field  is 
a  Grey  Seer,  a  warp  stone-crazed  sorcerer  of 
mighty  powers  that  can  nde  to  bailie  atop 
the  wicked  contraption  known  as  a 
Screaming  Bell 
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Shaven  Battalion  Box 

99120206003 

*  40  Clanrats 

*  2  Rat  Ogres 

*  6  Giant  Rats  &  2  Pack  masters 

*  20  Plague  Monks 
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Warhammer 
Armies:  Skaven 

60030206001 


GREY  SEER  1 


GREY  SEER  2 

9947020606900 


Skaven  Grey  Seer  Blister  (Random  1) 

09060206069 


Skaven  Warlord  Blister  (1) 

99060206056 


WARLORD  BODY 

9947020605091 


WARLORD  WEAPON 

99470206056^2 


GREY  SEER  t  BODY 

9947020606901 


GREY  SEER 

1  HEAD 

9947020600902 


LORDS  6  HEROES 


SKAVEN  ASSASSIN  1 

9947020606601 


WARLORD  BANNER  TOP 

99470£a60660'1 


WARLORD  TAIL  &.  BANNER  POLE 

90 4 70 20605603 


SKAVEN  ASSASSIN  2 

£947020606602 

Skaven  Assassin 
Blister  (Random  1) 

99060206066 
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SOME  RIPPER 


GREY  SEER  THANQUOL 

0947020601?® 


Grey  Seer  Thanquol  &  Boneripper  Box  (2) 

99110206055 


BONERIPPER  HEAD 

9047020&OS501 


BONERIPPER  BODY 

9947020605503 


BONERIPPER  CLAW  ARM 

9947020605504 


BONERIPPER  CUN  ARM 

9&470M&J5502 


boneripper  LEGS 

9947020605605 


Plague  Lord  Nurglitch  Box  (1) 

99110206076 


NURGLITCH  RAT  LEFT  SIDE 

□047929697606 


NURGLITCH  RAT  RIGHT  SIDE 

9B  47  920607  607 


NURGLITCH  CENSER  BEARER 

9947020607600 


V 


NURGLITCH  SPRUE  1 

9947020607694 


NURGLITCH  BANNER 

9947020607602 


NURGLITCH  SPRUE  2 

9947020607695 
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Skaven  Screaming  Bell  Box  (1) 

99110206059 


SHflUlH 


LORDS  6  HEROES 


SCREAMING  BELL  GREY  SEER 


SCREAMING  BELL  STRIKER 

09170205059 TO 


SCREAMING  BELL  HALF 

9947020605904 


SCREAMING  BELL  TOP 

9947020605902 


SCREAMING  BELL  BASE 

0947020605907 


SCREAMING  BELL  RIGHT  WHEELS 

9947020605906 


SCREAMING  BELL  LEFT  SUPPORT 

994 702060 5905 


SCREAMING  BELL  RIGHT  SUPPORT 

9047020605901 


SCREAMING  BELL  LEFT  WHEELS 

9047020605906 


j|  i>  I-ij!  jII  I 


t! 


wa  « 


■  3J 

«i  ;ii  |. .  “f  H 


Throt  the  Unclean  One  Blister  {1) 

99060206063 


THROT  BQDV 

994 7020606801 


THROT  STAFF 

9047020606802 


Clan  Pestilens  Plague 
Lord  Blister  (1) 

99060206074 

SIT  NAME;  PLAGUE  LORD  1 

BIT  CODE  994 7020607401 


THROT  SWORD 

994TO2C0C66O3 


THRQf  WHIP 

0947O2D6GC0O4 


Skaven  Warlock 
Blister  (Random  1) 

99060206062 


WARLOCK  ENGINEER  BODY  1 

9O47020&062O1 


WARLOCK  ENGINEER  BODY  2 

9947020606202 


WARLOCK  ENGINEER  ARM  1 

9947020606203 


WARLOCK  ENGINEER  ARM  2 

9347020606204 


WARLOCK 
BACKPACK  1 

994 7020606205 


WARLOCK 
BACKPACK  2 

9947020606206 


mm 


rltr  Si.uvi‘ti  ftlnsUi  \  can  he 
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Skaven  Clanrat  Regiment  Box  (20) 

99120206001 


SKAVEN  CLANRAT  SHIELD  $Prty£ 
(SHOWN  B5%  ACTUAL  SIZE} 

99360399003 


REGIMENT  COMMAND  SPRUE  (SHOWN  AT  70%  ACTUAL  SIZE) 


SKAVEN  REGIMENT  CLAN  RATS  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

99300206001 
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Skaven  Night  Runners 
Regiment  Box  (20) 

991 20206002 


SKAVEN  NIGHT  RUNNER  SPRUE  (SHOWN  AT  90%  ACTUAL  SIZE) 

gg-331105D01 
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Railing  Gun  Team  Blister  (Random  1) 

99060206058 


RATLING  GUN  GUNNER  1 


RATLING  GUN  GUNNER  2 

99470208D5B02 


RATLING  GUN  LOADER  1 

9947Q2D6Q5S&3 


RATLING  GUN  LOADER  2 

9W7Qai6C5&IM 


Skaven  Rat  Swarm  Blister  (2  Bases) 

99060206072 


SKAVEN  RAT  SWARM  1  SKAVEN  RAT  SWARM  2 

9947020605601  9&47020605&&2 


PflJfmNG  A  GLANRA1  FAST 

The  Skaven  army  ts  a  horde,  and  the 
minim  urn  unit  size  of  Core  regiments  is  20, 
Here,  we  take  a  look  at  how  to  paint  a  Clanral 
Cor  your  Skaven  army  Church ly.  Don't  worry 
aboul  being  too  neat  as  you  work. 

Concentrate  on  cranking  out  numbers.  Once 
you  put  all  your  models  in  units,  you'll  find  that 
you  have  an  impressive  horde  of  Skaven. 


STEP  1 

After  spraying  the  model  with  black  primer, 
drybrush  ihe  lur  with  Vermin  Brown. 


STEP  2 

Paint  all  metal  areas  with  Boltgun  Metal,  cloth 
areas  with  Caiachan  Green,  straps  and 
leggings  with  Snakebite  Leather,  and  (he  face, 
tail,  and  hands  with  Dwarf  Flesh, 


STEP  3 

Apply  a  wash  of  Flesh  Wash  over  the  entire 
model  excepi  for  the  tur  areas, 


STEP  4 

Highlight  the  edges 
of  all  areas  painted 
with  the  original 
colors  used  in  Step 
2.  Finish  the  base 
of  the  model  with 
sand  or  Hack  to 
malCh  Hie  rest  of 
your  horde. 
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GLOB  ADI  ER  1 

9947O2D600702 


Warpfire  Thrower  Team  Blister  (Random  1) 

99060206013 


WARPFIRE  THROWER 
GUNNER  1 

9947020601301 


WARPFIRE  THROWER 
GUNNER  2 

9947020601303 


Skaven  Poisoned  Wind 
Giobadier  Blister  (Random  t) 

99060206007 


GLOSADIER  2 

9947020600703 


STEP  2 

Highlight  with  Snot  Green,, 

STEP  3 

Paint  Scorpion  Green  in 
patches  as  the  final  highiighi. 

STEP  4 

To  create  a  glassy  effect, 
paint  some  Gloss  Varnish  on 
the  areas  of  warpsionH 
as  a  final  step- 


STEP  1 

Start  with  a  basecoat  of  Dark  Angels  Green 


PAPf!lH&  WflHPSTQNE 

A  lot  of  models  in  the  Skaven  army  feature 
warpstone,  magical  crystalline  stones  that 
radiate  corrupting  magical  energy.  Because 
warpstone  is 
prominent  on  so 
many  Skaven 
models,  it's  worth 
paying  a  bit  of 
attention  to  those 
areas  Below,  we 
outline  is  a  simple 
but  effective 
method  for 
painting 

warpstone. 


irrn-iirt--* 


ji  1 1  iLi  AM  ib  In  i  ! 


»  JIL'I  *  -Hl‘l 


l|  |*V  IW  * 


WARPFIRE  THROWER 
FUEL  CARRIER  1 

9947020601305 


WARPFIRE  THROWER 
FUEL  CARRIER  2 

99-1702060 1306 


GLGBADIER  BACKPACK  1 

M4  7020600704 


GLOB  ADI  ER  BACKPACK  2 

99470SD6CO7Q6 


GLOB  ADI  ER0 

9947020600705 


Mo- 
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CORE  UMTS 


Skaven  Stormvermin  Box  (10)  Sc 

991 1020 BO 61 


Skaven  Stormvermin  Command 

99060206060 


Blister  (3) 


STOR PAVER  MIN  1 

994 70^0606101 


STORM  VERMIN  3 

99470206Q6103 


STORMVERMIN 
HALBERD  1 

9947020606105 


STORMVERMIN 
HALBERD  2 

9947QM6U610S 


STORMVERMIN  2 

6947020906102 


STORMVERMIN  4 

9947000606104 


STORMVERMIN 
HALBERD  3 

9947020606107 


STORMVERMIN 
HALBERD  4 

99470206061  OS 


STQRMVERPAlN 
CHAMPION  BODY 

9947020606001 


STORMVERMIN 
STANDARD  BEARER 

M4  702060600? 


STORMVERMIN 

MUSICIAN 

9947020665003 


STORMVERMIN 
CHAMPION  ARM 

9947020606004 


STORMVERMIN 
DRUMMER  ARM 

9947020606006 


STORMVERMIN 

STANDARD 

9947020606005 
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Rat  Ogres  &  Giant  Rats  Box  (16) 

99120206005 


RAT  OGHE  &  GIANT  RATS  SPRUE  (SHOWN  60%  ACTUAL  SIZE) 

AVAILABLE  ONLY  IN  BOX 
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PLAGUE  MONKS  SPRUE  {SHOWN  70%  ACTUAL  SIZE) 

99M0206302 
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JEZ2A1L  SHIELD  3 

9947020606407 


plague  censer  bearer  1 

9947020607601 


PLAGUE  CENSER  BEARER  2 

9347020607602 


PLAGUE  CENSER  BEARER  3 

99470206075Q3 


PLAGUE  CENSER  BEARER  4 

9947020607504 


Plague  Censer  Bearers  Blister  (1) 

99060206075 
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gutter  RUNNER  1 

9947020606701 


GUTTER  RUNNER  2 

9947020606702 


GUTTER  RUNNER  3 

0947 0206  05703 


SKauen  Gutter  Runners  Blister  (Random  3) 

Qanm^iOiftnRV 


GUTTER  RUNNER  4 

994 70206 06704 


JEZ2AIL  SHIELD  BEARER  1 

3947020606403 


oezzail  gunner  2 

9347020606402 


Warplock  Jezzail  Team 
Blister  (Random  1 ) 

99060206064 


JEZZAlL  SHIELD  BEARER  2 

9347020606404 


JEZZAlL  SHIELD  4 

9947020606405 


JEZZAfcL  GUNNER  1 

9947020606401 


JEZZAlL  SHIELD  2 

9247020606406 
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Skaven  Warp-Lightning  Cannon  Box  (1) 

99110206054 


LIGHTNING 
CANNON  GUNNER 

M47G2060546B 


LtGHTNING  CANNON 
CREWMAN  1 

39J  7020605408 


LIGHTNING  CANNON 
CREWMAN  2 

9947020605409 


LIGHTNING  CANNON 

GUNNER  ARM  LIGHTNING  CANNON  WHEELS 

■3$J?D206D54fl7  9947020605405 


LIGHTNING  CANNON  BASE  LIGHTNING  CANNON  BARREL  FRONT 

9947020605404  9947020605402 


LIGHTNING  CANNON  BARREL  BACK 

9$  4  70 20605403 


PAINTING  CLAN  iSHIN 

Here  are  some  simple  techniques  to  give 
your  Skaven  (hat  pestilent  look. 


STEP  1.  Undercoat 
Ihe  entire  regiment 
with  Chaos  Black. 
Paint  the  robes  with 
a  mix  of  equal  pans 
of  Reached  Bone 
and  Skull  While.  Make 
sure  to  leave  the 
undercoat  showing  in 
the  folds  of  cloth 


a  STEP  2.  Mix  Brown  Ink  with 

Chaos  Black  painL  white 
glue,  and  water.  Apply  (he 
ink  wash  onto  Ihe  robes. 
Using  your  thumb,  remove 
any  excess  ink.  While  ihe 
miniature  Is  still  wet.  take  a 
small  brush  and  dab  spots 
ol  Green  Ink  onto  the  cloak. 


STEP  3,  Once  the 
ink  wash  es  dry. 
finish  off  ihe  robes 
by  dry  brushing  an 
equal  parts  mix  of 
Skull  While  and 
Bleached  Bone 
over  the  lop 


STEP  4.  Wild  the  robes 
painted,  you  can  pick  oul  Ihe 
oshor  parte  of  the  model  Use 
Tin  Bit?  for  the  weapons. 
Bronzed  Flesh  mixed  with 
Bleached  Bone  tor  the  ffesh 
and  tatls.  Vermin  Brown  for 
the  fur.  Camo  Green  on  the 
banner  and  scrolls,  Bleached 
Bone  for  the  teelh  and 
pustules,  and  Scorched 
Brown  for  the  staff. 


STEP  5,  Mix  Chestnut 
Ink,  Scorched  Brown, 
white  glue,  and  water 
together  and  apply  it  to 
the  weapons,  Mesh, 
staffs,  belts,  and 

parchment.  Painl  Red 

Ink  onto  the  pustules  to 
make  them  stand  out. 


STEP  6.  To  finish  the  unit,  you  just  need 
to  add  some  final  touches  Dry  brush 


the  weapons  wrlh  Chainmaii. 
Use  Brazen  Brass  over  the 
bells  and  armor.  Apply  a 
Camo  Green  highlight  to  ihe 
banner  and  scrolls,  Use  a 
mix  of  Terracotta  and 
Scorched  Brown  on  the 
raised  areas  ol  the  staff.  Paint 
the  skin  with  a  mix  ol  Bronzed 
Flesh  and  Bleached  Bone. 
Highlight  the  teeth  and  nails 
with  Bleached  Bone, 


KEY  — 

g  Top  Bpx(es):  Basocoal  Colors  &  Ink  Washes  j_|  Bottom  Box(es):  Highlights  ^i3<ed  Co1orS 
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GREVSEER 
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PLAGUE  LORD 
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GUTTER  RUNNER 
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SKAVEN  ASSASSIN 

Clagfi|ttec<f,  gftawffiJAtf 

Oxter  ffrey.  Sfcofpton  Grepn 


Vbnnm  BmwK  Scorer mi 
Bfom- 1,  SrefflT 

Omrtffft&ti  ftsiW 

fltaWttfc  GeriMin  (JflMfl 

54V  CHIVIES  INllHHSHOrai JOT 


rcMactffti.  AftiCMf 
fly-flim  SgtJj  fltvt 

jSiSmS  fiEsft,  flutaw 
Bf&wn  E)tmi  Ht\i 


B>  ifTT-  an 


GL08A0IER 

fl«f  fia/a,  Briuen  Bnra 
{} rand  fled.  ewjJisflstf  (JtHfl 


PLAGUE  CENSER  BEARER 

fawfed  Fi <?st>  S* hSJ  fri1  pen 
Dw.it!  Flesh.  S'?C‘r  Green  a  flftMCflerf  ft™ 


HP  III  ■  uini*  ■  i  »"prl  M  Mftrt'W  Vklii  >>|i. 


SKAUEN 


TACTICS 

TIPS  FOR  WINNING  WITH  SHAM 

A,  A  Clan  Skryre  Skaven  army  can  produce  a 
staggering  number  ot  ranged  weapon  attacks 
with  Je^ait  Teams.  Ratling  Guns,  and  the 
Warp- Lightning  Cannon  (and  they  can  even 
shoot  into  combat!).  This  kind  of  army  can  be 
very  difficult  to  beat,  since  you  can  train  a 
devastating  salvo  of  shots  into  nearly  any  unit 
you  want,  and  armor  is  very  little  protection. 

B,  Poisoned  Wind  Globadieis  can  Wound 
opponents  on  a  4+  regardless  of  Toughness 
Aim  this  unit  at  tough  targets  iike  Mon  stars, 
characters,  chariots,  and  war  machines. 

C,  Gutter  Runners  are  good  Scoots,  However, 
when  they  are  upgraded  to  a  Tunneling  Team, 
they  can  make  short  work  ot  war  machines  or 
lone  characters  and  also  tan  wreak  havoc 
where  your  opponent  least  expects  it] 
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COUNTERTACTICS 

UPS  FOR  FIGHTING  AGAINST  SHAVEN 

A  A  force  consisting  mostly  or  1  Lilly  ot  cavalry  has 
an  even  shot  at  taking  out  the  Clan  Skryre 
army  if  I  he  cavalry  can  manage  a  mass  charge. 
Tomb  Scorpions  or  Dwarf  Miners  are  excellent 
at  digging  up  from  below  to  charge  the  shootier 
units.  Keep  in  mind  that  the  Clan  Skryre  army 
described  above  is  an  all-or-nothing  gamble  - 
the  more  you  can  do  to  disrupt  his  lines,  the 
greater  the  risk  that  hfs  army  will  begin  to  Panic 
and  run  off  the  board, 

B.  A  good  round  ot  shooting  Or  some  magic 
missile  spells  ought  to  pul  the  kibosh  on 
Poisoned  Wind  Globadiers  fairly  quickly.  If  you 
attack,  them  aggressively  in  The  early  stages  of 
the  game,  you  can  potentially  wipe  out  the 
Poisoned  Wind  Globadiers  and  cause  Panic 
checks  in  nearby  Skaven  units. 

C,  Gutter  Runners  and  Tunneling  Teams  can  be 
countered  effectively  by  shooting.  A  full- 
strength  Gutter  Runner  unit  has  to  sutler  only 
four  casualties  before  it  must  test  for  Panic  -  a 
Tunneling  Team  only  three!  Because  neither 
unit  has  any  armor,  a  I  idle  luck  is  all  that’s 
needed  to  send  ihose  sneaky  rats  running  otf 
With  a  fair  amount  of  luck,  you  may  even  be 
able  to  wipe  out  entire  units  of  them! 
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ALTERNATE  MODEL  -  GORE 

Ska  uen  Slaues 

CflMPONIHTS  FOR  4  COMFlili  MODELS 


99360299006 

99380207002 

99381102001 


Skaven  Shield  Sprue 
Zombie  Sprue 
Empire  Mil  ilia  Sprue 


COMPLEXITY  RATING 


Above:  Jeremy  i.t'hnmw'y  Sktivcu  {hrixttrtrti  ^Vimi  n  ‘im  third  phut' 
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ALTER  MATE  MODEL  -  SPECIAL 

Rat  Ogres 

COMPONENTS  FOR  t  COMPLETE  MODELS 


993802 13005 

9947010307708 

994701 0308209 

9947010303210 

9947020 SOO 106 

9947020605405 

9947020606304 

9947020606306 

9947D206G6308 

9947020606309 

9947020606407 

99479*1500105 


Ogre  Bull  Sprue 
Qrk  Dreadnought  Saw 
Qrk  Mob  Claw  Bottom 
Qrk  Mob  Power  Claw 
Vermin  Lord  Tail  {x2J 
Warp  Cannon  Wheels 
Bat  Ogre  Head  1 
Ral  Ogre  Head  3 
Ral  Ogre  Arm  2 
Rat  Ogre  Arm  3 
Jezzail  Shield  3 
Chaos  Spawn  Feet  (x2) 


COMPLEXITY  RATING 


THIS  CONVERSION 
GONITAIHS  TUI  SPECIAL 
OFFFfl  Bm  SHOWN  HERE 
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When  the  B  re  tormina  merchant  caravan  first 
spotted  the  dust  cloud  of  travelers  out  in  the  open 
desert,  there  was  much  speculation.  The  exciting 
prospect  of  meeting  fellow  merchants  along  these 
desolate  trade  routes  slowly  evolved  to  worrisome 
rumors.  The  native  guides  had  spread  stories  of 
long  buried  evils  and  an  ancient  power  that 
remained  in  these  desert  lands ,  Gradually,  everyone 
in  the  party  realized  that  the  dust  cloud  would 
intersect  the  course  of  the  caravan. 

4  r  the  oncoming  dust  cloud  closed  the 
distance  and  crested  the  fast 
so  fid  dune,  the  ghost  ly 
nature  of  the 
a \pproa ch  ing  ca  ra  van 
was  revealed.  Colit  tans 
of  skeletal  remains  of 
warriors  front  sonic 
ancient  civilization  were 
marching  upon  the 
caravan.  High  overhead, 
the  hungry  desert 
vultures  began  circling 
lower  and  lower , 
an  tici pat  ing  th  e  f east. 


Many  thousands  of  years  ago,  the  ancient 
realm  of  Nehekhara  was  a  vibrant  civilization 
of  Men  that  rose  like  an  oasis  of  life  in  I  he 
vast  deserts  of  the  Warhamrner  world.  But 
long  ago,  dark  necromantic  magic  tainted  and 
destroyed  the  realm  and  left  only  corpses  and 
the  remains  of  ruined  cities  and  mighty 
tombs.  The  land  was  cursed,  but  soon  the 
dead  rose  up  and  reclaimed  their  kingdom. 

Fighting  Style 

No  force  in  the  Warhamrner  world  relies  as 
heavily  on  its  characters  as  the  Tomb  Kings 
army.  Alter  all,  the  soldiers  have  risen  out  of 
their  sandy  graves  only  because  of  the 
incarnations  ol  the  Liche  Priests  and  the 
indomitable  will  of  the  Tomb  Kings  and 
Princes.  While  Tomb  Kings  units  are  solid  and 
never  rout,  they  are  not  the  hardest- hitting  or 
most  skillful  troops  In  the  game.  There  are 
some  fearsome  combatants  in  the  army  list 
(Bone  Giants  and  Ushabti  for  instance),  but 
what  makes  the  Tomb  Kings  so  deadly  is  their 
ability  to  use  Incantations  to  gain  extra 
movement,  shooting,  and  fighting  from  their 
Undead  legions.  Additionally,  the  character 
models  can  resurrect  casualties  and 


continually  bring  back  models  their  foes  have 
destroyed.  Like  the  very  sands  of  their  desert 
home,  the  numbers  of  the  Tomb  King  army 
can  seem  limitless  to  a  dismayed  opponent. 

Tomb  Kings  players  can  use  their  powerful 
characters  and  ability  to  control  the  Undead 
to  make  an  army  with  a  lot  of  missile 
weapons,  a  fast  attack  force  of  hard-hitting 
Chariots  and  Bone  Giants,  or  a  fearsome 
frontal  assault  force  with  outflanking 
possibilities.  With  its  myriad  of  spell  casters 
and  special  deploying  creatures  like  Tomb 
Swarms  and  Tomb  Scorpions,  a  wizened  and 
veteran  Tomb  Kings  player  can  keep  his  foe 
guessing  until  the  final  (and  fatal)  attack 
is  launched. 

Collecting  a  Tomb  Kings  army 

The  boat  two  things  to  bogin  a  Tomb  Kings 
army  with  are  Skeletons  and  some  character 
models.  In  order  to  raise  a  mighty  Undead 
host,  you  must  have  Skeletons.  There  are  a 
variety  of  options  and  equipment  ( Skeleton 
Light  Horsemen,  Skeletons  with  spears  and 
shields.  Skeletons  with  bows,  and  more),  and 
a  player  would  be  wise  to  consider  how  he 


intends  to  use  each  unit  before  starling  in 
with  the  painting  and  assembling.  An  army 
must  also  contain  at  least  one  Tomb  King  or 
Prince  to  be  its  General  and  at  least  one 
Liche  Priest  or  Liche  High  Priest  to  be  the 
army's  Hierophant  (the  one  responsible  for 
waking  the  entire  force  from  slumber). 

When  expanding  a  Tomb  Kings  army,  it  is 
always  advisable  to  take  every  character 
model  that  you  can  to  ensure  plenty  of 
incantations  to  drive  the  legions.  Once 
characters  are  assembled,  players  can  fill  out 
their  army  with  not  only  rank  after  rank  of 
Undead  warriors  but  also  things  like  the 
powerful  Screaming  Skull  Catapult,  flying 
Carrion,  elite  Tomb  Guard,  or  Undead 
Constructs  like  the  guardian  statues  known 
as  Ushabti,  the  terrifying  Bone  Giant,  or  the 
Tomb  Scorpions.  Tomb  Swarms  are  ideal  to 
burst  out  of  the  sand  and  tie  up  enemy  units. 
U  Is  next  to  impossible  to  have  too  many 
Skeletons,  and  luckily  they  are  fast  to  paint 
up  and  will  look  great  in  your  army. 

With  so  many  choices,  Tomb  King  players  are 
well  equipped  to  raise  their  own  Army  of 
Eternity  and  reclaim  their  ancient  kingdoms. 
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TOMB  KINGS 


Tomb  Kings  Battalion 


99120207006 

*  2  Regiments  of 

16  Skeleton  Warriors 

*  3  Chariots 

*  8  Skeleton  Horsemen 
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Warhammer  Armies: 
Tomb  Kings 

60030207003 


As  with  most  Warhammer  armies,  the  best  place  to  start  recruiting  your  forces  is  with  a  plastic  regiment  boxed 
set.  in  the  case  of  the  Tomb  Kings,  the  Skeleton  Warriors  boxed  set  is  the  obvious  choice.  With  the  contents 
of  this  boxed  set,  you  car  assemble  a  regiment  of  16  plastic  Skeleton  Warriors,  including  command,  to  take 
to  battle  on  the  sands  of  KhemrL  You  also  have  the  option  of  arming  them  one  of 
three  different  ways.  Your  Skeletons  can  have  hand  weapons,  spears,  or  bows  (all 
three  of  which  are  shown  here).  While  there  are  plenty  fa 

of  other  troop  types  to  choose  from,  the  foundations  .  j  _ .  f 

of  any  good  Tomb  Kings  army  are  .jjr  J  i  jjSjBjft  A 

plenty  of  animated  skeletal  remains.  |t  fW  ‘‘f.WjrA1  SSjfjfeSI 


Skeleton  Warrior 
Regiment  Box  (16} 

99120207003 


Skeleton  Warriors  nidi 
Spears  and  Shields 


Skeleton  1  \vrnor.s  with 


Hand  Hi'tf/nwu  and  Shields 


The st  Skeletons  tire  hitmen  til 
approximately  K5ri  eternal  sin-. 


ALTAR  REAR 

S94 702071 1607 


TOMB  KINGS  GOLD 

The  gold  on  most  of  the  weapons,  equipment, 
and  other  accouterments  lhat  ihe  Tomb  Kings 
possess  generally  has  a  distinctly  aged  took  lo 
it.  as  you  might  expect  since  these  items  have 
been  entombed  with  their  owners  tor 
centuries-  Here's  our  method  lor  achieving 
lhat  "died4n“  look. 


Step  1.  Undercoat  with  black  and  basecoat 
with  a  mix  of  one  part  Shining  Gold  3rd  one 
part  Vermin  Brown. 


Step  2*  Give  the  entire  gotd  area  n  thinned 
wash  of  Scorched  Brown. 


Step  4.  Add  ihe  final  level  oi  highlight  with 
unmixed  Shining  Gold. 

More  tips  on  painting  gold  can  be  found  in 
the  Dark  Elf  and  Macron  sections  in  this 
very  catalog! 


GUARD  GUARD  SWORDS 

BODY  2  SPRUE 

99470297116*2  9947UjOTltttfl 


Stop  3.  Highlight  with  a  mix  of  three  parts 
Shining  Gold  lo  one  part  Vermin  Brown. 


CASKET  OF  SOULS 

9947020711604 


ALTAR  FRONT 

99 -1 70207 1 1 606 


VULTURE  SPRUE 

994 79207 11 611 


LICHE  PRJEST 
BODY 

99470207 1 l 602 


The  Casket  of  Souls  Box  (1) 

99110207116 


LICHE  PRIEST 
RIGHT  ARM 

9947020711601 


CASKET  BASE 

99470-2071 1605 


GUARD 
BODY  1 

9947020711603 


SKELETON 
TORSO  SPRUE 

9947020711610 


LICHE  PRIEST 
LEFT  ARM 

994702071 1603 
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SETTRA  RIGHT  WEAPON  ARM 

3547020711  M3 


SETTRA  CHARIOT  HAFT 

994702071100? 


Settra  the  imperishable  Boh  (1) 

99110207110 


II1IM 


SETTRA  CHARIOT  VOKE 

934702071 1005 


SETTRA  LEFT 
ARM  SPRUE 

93470207 11 001 


SETTRA  CHARIOT  BANNER  POLE 

93470207H010 


SETTRA  CHARIOT 
STAND AR  D  TOP 

094702071 1006 


SETTRA  CLOAK 

3947020711004 


SETTRA  BODY 

99470207*1  C02 


SETTRA  CHARIOT 
SKELETON  ICON 

9947020711007 


SETTRA  CHARIOT 
SCYTHE 

994702071 1011 


SETTRA  CHARIOT 
WHEEL 

9947020711015 


SETTRA  CHARIOT 
FRONT 

99470207H  DOS 


SETTRA  CHARIOT 
LEFT  SIDE 

9847020711012 


SETTRA  CHARIOT 
RIGHT  SIDE 

99470207110  M 


SKELETON  HORSE  SPRUE  (RANDOM  1) 

99999990007 


SETTRA  CHARIOT  BASE 

9947020711013 
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TOMS  KING  3  BODY 

994702071 2402 


TOMB  KING  3  RIGHT  ARM 

9947020712401 


Tomb  King  in  Chariot  Sox  (1) 

99110207124 


TOMB  KINGS  CHARIOT  SPRUE  (SHOWN  85%  ACTUAL  SIZE) 

09380207005 
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LORDS  6  HEROES 


The  Ui  hv  Priexis  itrHte  with  llle  Skfictttn 
I  font*  Sprat1  i993?iQWVW7l  shmt'u  twtier. 


MOUNTED  LICHE  PRIEST 

9947020711302 


LICHE  PRIEST  ON  FOOT 

994 702Q7 11301 


TOMB  KING  BODY  1 

994702071 1 701 


TOMB  KING  2  GLAIVE 

9947020711704 


TOMB  KING  2 
LEFT  ARM 

9947020711705 


Liche  Priests  Blister  (2) 

99060207113 


TOMB  KING 
BODY  2 

99470207*1703 


IV 

TOMB  KINO  1 
SHIELD 

9947020711702 


Tomb  King  Blister  (Random  1) 

99060207117 


High  Queen  Khalida 
Neferher  Blister  (1) 

99060207120 

BIT  NAME:  TOMB  QUEEN 

BIT  CODE:  904  70207 120Q1 


Icon  Bearers  Blister  (2) 

990602071 23 


ICON  0EARER  BODV 

8947G2Q7 11201 


MOUNTED  ICON 
bearer  BODY 

M470E07T2901 


ICON  BEARER  ARM  1 

9547020712302 


ICON  BEARER  ARM  £ 

9947020712503 


The  Rikuvrs  t'tsm#  with  the  Skeleton 
it, ,n>r  Spmc  pmWmWM7\  \htnvii  ail  Her, 


ARMY  ICON  2 

5947020712304 
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CORE  UNITS 


Skeleton  Warrior  Regiment  Box  (16) 


99120207003 


SKELETON  WARRIOR  SPRUE  (SHOWN  75%  ACT,  SIZE) 

99380207001 


TOM0  KING  INFANTRY  SPRUE  (SHOWN  75%  ACT  SIZE} 

99380207000 
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Skeleton  Chariot  Regiment  Box  (3) 


The  Skeleton  Chariot  Re^mem  hmrd  w  im.-httle.\ 
she  SMetm  Horae  Sprite  t9VJS99V90ll7i. 
the  ft  mb  King*  Chariot  Sprue  t  tJ9JtSQ207W)5  h 
ami  the  Tim!)  iqftmtry  Sprue 
(Wm2070V3)  xhowi  earlier. 


991 20207005 


Tomb  Swarm  Blister  (2J 

99060207125 


TOMB  SWARM  1 

994702071 1401 


TOMB  SWARM  2 

9947020711402 
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Skeleton  Horsemen  Regiment  Box  (8) 

99120207004 


Tfu'  Skeleton  ItawM  Rexintent  faxed  set  imrhnle*  r he  Skeleton  Horne  Sprite  tV93xV VWtXffi 

and  the  Tatnh  Kings  fnfmtsry  Spntt-  (WSHOIthOitJ  t  shown  euriitrt 


TOMS  KING  CAVALRY  SPRUE  (SHOWN  75%  ACT.  SIZE) 

9$ 300207004 


STEP-BY-STIP  SKELETONS 

Here  are  a  couple  o!  relatively  quick  and  easy 
methods  for  painting  Skeletons  in  a  hurry 
without  sacrificing  painting  quality.  After  a  few 
rounds  of  either  method,  your  legions  of 


Undead  will  become  too  numerous  for 
opponent  lo  withstand, 

Here  is  the  simplest  method  for  painting  a 
Skeleton  in  a  hurry. 


Undercoat  the  model  with 
Skull  White  spray. 

Apply  a  wash  of  Brown  Ink 
thinned  with  an  equal 
amount  of  watch 


Here's  a  more  detailed  method  used  by  the 
Eavy  Metal  team  to  paint  the  U  K.  Studio 
army  featured  in  White  Dwarf. 


Dry  brush  the  entire  model 
with  Bleached  Bone. 


Undercoat  the  model  with 
Skull  White. 

Apply  a  wash  of  Brown  Ink 
thinned  with  an  equal 
quanlity  of  water. 

Give  the  weapon  an 
undercoat  of  Chaos  Black 
after  the  ink  dries. 


Dry brush  Bleached  Bone 
across  the  body  of  she 
model. 

Paint  the  weapon  with  a 
baseeoat  of  Brazen  Brass 
and  then  give  it  a  Shin  wash 
ol  Chestnut  Ink, 


Apply  highlights  of  Skull 
White  to  raised  sections  and 
ridges  ol  bone.  Pay 
particular  attention  to  the 
highlights  on  the  lace. 

Highlight  the  weapon  with 
an  equal  mi*  of  Brazen 
Brass  and  Mithril  Silver. 
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SPECIAL  UNITS 


Ushabti  Blister  (Random  1) 


99060207118 
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USHABTI  BODY  1 

9&47O2G7T10O1 


USHABTI  BODY  2 

994702071  ISO? 


USHABTI  BODY  3- 

90470207  H  003 


USHABTI  BODY  4 

99470207 H B04 


USHABTI  RITUAL  BLADE  1 

99-1702071100!) 


USHABTI  RITUAL  BLADE  % 

9947020711000 


ushabti  Ritual  blade  3 

9947020711807 


USHABTI  RITUAL  BLADE  4 

9947020711000 


IMG JUNGS 


Tomb  Guard  Regiment  Box 

99110207122 


(Random  10)  &  Command  Blister  (3) 

99060207121 


SPECIAL  UNITS 


PJUNTIHB  SHIELDS 

As  you'll  notice  in  the  Colors  of  War  section 
later  on,  shields  are  &  proirtineni  part  of  the  I 
Tomb  Kings  army,  can  be  used  to  make  your 
army  look  unique,  and  will  help  differentiate 
between  units.  Using  colors  that  contrast  with 
the  bone  that  makes  up  most  of  the  force  will 
help  your  models  stand  out  on  the  battlefield. 

We  have  used  a  sample  color  scheme  for  our 
army  and  this  example  here,  but  as  me 
examples  in  the  Colors  of  LVar  s eel io n  show, 
you  can  use  more  complex  patterns  to 
personalize  your  shields.  The  shield  in  the 
example  below  is  shown  separate  from  the 
sprue,  bui  shields  can  be  painted  more  easily 
and  quickly  if  they’re  left  on  the  sprue.  Try  it 
each  way  and  see  which  works  best  tor  you. 

STEP  1 

Undercoat  the  shield  black  or 
white  {the  colors  in  this  instance 
dictate  \ he  use  ol  a  black 
undercoat). 


STEP  2 

Basecoat  the  shield  with  your 
chosen  colors, 


'v  Ky  I  Shade  the  colors  ir:  the  recesses 
/H  P  or  me  shield  and  pul  amok  wash 

on  any  areas  painted  with 


TOMB  GUARD  3 

99^7020? 1 2202 


TOMB  GUARD  4 

994 7020/12204 


TOMS  GUARD  1 

9947020712201 


TOMB  GUARD  3 

99470207 12233 


TOMS  GUARD 
SHIELD  1 

9947020712205 


TOMB  GUARD 
SHIELD  2 

9947020712907 


TOMB  GUARD 
SHIELDS 

994702071 220S 


TOMB  GUARD 
SHIELD  4 

•9947020712200 


77k-  Cun  ft)  ('tmmami 

hh.wvf  ittfittiks  ni'i)  rwffhm 
Tt.imh  Cimsrtt  \hu'Ui\. 


TOMB  GUARD 
CHAMPION 

9047020712101 


TOMB  GUARD 
MUSICIAN 

994709-971 2 102 


STEP  4 

Highlight  the  edges  and  other 
raised  surfaces  with  lighter 
shades  of  color  and  paint  the 
original  metallic  color  over  the 
inked  areas. 


TOMB  GUARD 
STANDARD  BEARER 

9947020712103 


TOMB  GUARD 
STANDARD  TOP 

9947020712104 


TOMB  SCORPION 
TAIL 

9947020711503 


Carrion  Blister  (Random  1) 

99060207119 


Basecoal  with,  Desert 
Yellow,  DryUrush 
progressively  lighter 
highlights-  of  Kommando 
Khaki,  Bleached  Bone, 
and  Skull  White. 


You  can  also  add  extra  character  to  your 
bases  by  using  spare  bstz  from  the  Skeleton 
Sprue  or  metal  bit?  like  the  horned  skull  or  the 
classic  Tomb  Swarm  scorpion  shown.  Try  oul 
different  bitz  and  see  what  works  tor  you. 


Tomb  Scorpion  Blister  (1) 

99060207115 


toms  scorpion  body 

9947020711502 


CARRION  WINGS  t 

m 70207 11905 


DESERT  BASES 

At  first  glance,  ail  the  sand  on  which  the 
armies  of  the  Tomb  Kings  trod  to  war  may 
look  the  same.  However,  on  closer  inspection, 
one  might  see  a  number  of  variations  in  the 
color,  texture,  and  other  features.  Below,  we 
describe  a  few  different  way$  to  base  your 
army.  All  of  the  bases  below  wore 
undercoated  white. 


Base-cost  with  Vo  mil 
Brown,  Dry  brush 
progressively  lighter 
highlights  of  Bubonic 
Brown,  Bleached  Bono, 
and  Skull  White. 


CARRION  BODY  1 

99370120711909 


CARRION  HEAD  1 

9947020 711901 


TOMB  SCORPION  LEFT  CLAW 

9937D2D7115Q1 


TOMB  SCORPION 
LEGS  SPRUE 

993  7(120711505 


CARRION  WINGS  2 

993 70207 11906 


CARRION  BODY  2 

9937[J2l]|7l  1504 


CARRION  HEAD  2 

994702071 \ 002 


TOMB  SCORPION  RIGHT  CLAW 

99470207  USDS 
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RARE  UNITS 


CATAPULT 

ARM 

994^-020/1 1107 


CATAPULT 
SPRUE  2 

99470207111 15 


catapult 

SKULLS 

0B47Q2O71 1116 


Screaming  Skull  Catapult  Box  (1) 

99110207111 


CATAPULT 
POLE  2 

994702071 1  JOB 


CATAPULT 

POLE  1 

9947020711106 


CATAPULT  CREW  1 

99470207 11101 


CATAPULT  CREW  2 

994702071 11 02 


CATAPULT  CREW  3 

9947020711103 


CATAPULT 
SPRUE  1 

0947020711114 


CATAPULT  WINCH 

9947020711 109 


CATAPULT  LEVER 

09470207 1 1112 


CATAPULT  CROSS  BEAM 

9047020711113 


C  ATAP  U  LT  TAl  L  1 
9947020711105 


CATAPULT  TAIL  2 

9947020711111 


CATAPULT  LEFT  SIDE 

9947020711104 


CATAPULT  RIGHT  SIDE 

9947020711110 


CATAPULT 

VULTURE 

9947020711117 
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"THE  DIF 

"The  dip"  is  an  alternate  way  ot  painting 
models  It  allows  you  to  paint  loads  of 
miniatures  quickly.  In  fact,  whole  units  can  be 
painted  in  an  evening,  an  army  in  a  week  The 


basic  idea  behind  it  is  a  complete  model  wash. 
The  process  is  to  basecoat  the  miniature 
entirely,  dip  it,  lot  il  dry,  and  them  linish  I  he  base 
on  the  model.  The  “dip"  itself  is  a  stain  or  a 
colored  varnish  (found  at  a  hardware  sic  re).  to 
this  example,  we've  use  Be  hr  Corn  Colour  Water 
Base  Wood  Stain  Victorian  Mahogany  Some 
water- based  products  can  be  diluted  10  get  the 
rig  hi  color  consistency  for  your  particular 
projects.  Dark  stains  work  best.  Some 
varnishes,  like  M inwax,  also  provides 
protective  coating  when  finished. 


Undercoal  Ihe  models  with  while  You  can 
either  paint  ihe  body  with  Bleached  Bone  or 
leave  it  white.  Basecoat  the  rest  of  ihe  model 
bekne  dipping. 


Fill  a  large-mouthed 
Cup  with  your 
varnish/stain  mixture 

and  dip  ihe  entire 
model  into  it.  Use  a 
brush  to  puN  Ihe 
excess  material  off  of 
the  base  ol  Ihe 
model.  Bo  sure  to  pul  down  plenty  of  paper  to 
soak  up  any  spills  or  drips  as  you're  dipping. 
Let  the  model  dry  overnight, 


Bone  Giant  Box  {1) 

99110207109 


BONE  GIANT 
HEAD  1 
i  SKELETONS) 

9947Q2071OW 


BONE  GIANT 
HEAD  2  (BARE) 

9947020710903 


BONE  GIANT 
TORSO 

3047023710904 


SOME  GIANT 
RIGHT  ARM 

9947020710903 


Finish  the  bases  to  match  your  at  my,  and 
you're  well  on  your  way. 

You  can  use  this  method  on  any  number  of 
armies,  but  you  might  have  to  practice  with 
some  test  models  to  see  what  the  colors  will 
do  and  how  you  like  the  elfeci. 


BONE  GIANT 
HIPS 

9947020710007 


'i  1 1  mi  ini-jinn  i  a  ft T'crl  hi  j -4**^ 
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BONE  GIANT 
LEFT  ARM 

994 702071 0005 


11* 


BONE  GIANT 
RIGHT  LEG 

99 .170207 10906 


BONE  GIANT 
LEFT  LEG 

9947020710908 
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TACTICS 


TIPS  m  WINNING  WITH  TOMB  KINGS 

A.  Tomb  Kings  armies  are  capable  of  charging  on 
the  f  si  turn.  When  deploying  your  forces,  delay 
placing  Carrion  until  your  opponent  has  placed 
his  war  machines.  Once  he  has  done  so,  put 
your  unil  of  Carrion  in  a  position  no  more  than 
36"  or  so  away  from  the  war  machine.  In  the 
Movement  Phase,  advance  toward  your 
chosen  war  machine  (lone  Wizards  also  make 
great  targets! ).  but  keep  your  Uche  Priest 
within  \2"  of  the  Carrion.  In  (he  Magic  Phase, 
use  your  Tomb  Kings  incantation  to  tire  your 
Screaming  Skull  Catapults  -  your  opponent  is 
very  likely  to  try  and  stop  this  incantation.  Next, 
your  Lie  he  Priest  cart  move  the  Carrion  with  hsg 
incantation.  You  should  be  able  to  engage  in 
hand-to-hand  combat  in  the  isl  turn  and  take 
out  a  major  threat  with  a  smalt  72-point  unit. 
Even  it  the  Carrion  fail  to  destroy  the  enemy 
models,  the  war  machine  for  oiher  expensive 
target)  will  be  tied  up  in  combat  while  you 
advance  during  the  next  turn.  It  the  enemy  has 
no  war  machines,  you  can  pick  on  a  character 
{even  if  he  is  in  a  unit)  or  simply  get  behind  the 
enemy  to  prevent  marching. 

S.  Another  bit  of  tun  can  be  had  with  a  simple  unil 
of  three  Chariots  with  the  San  nor  of  the 
Undying  Legion.  Most  people  see  Chariots  and 
overestimate  the  threat  they  present.  Many 
Warhammer  players  are  used  to  seeing  Chaos, 
Ore,  and  even  Elf  Chariots  and  the  damage 
ihey  can  do.  When  presented  with  three 
Chariots,  it  is  easy  for  an  opponent  to  focus  on 
them  too  much.  Eventually,  most  opponents  will 
realize  that  three  Tomb  Kings  Chariots  are  less 
of  a  threat  than  one  Chaos  Chariot.  Until  then, 
however,  many  opponents  will  throw  a  lot  ol 
ranged  attacks  and  magic  missiles  into  l his  unit 
in  hopes  of  killing  it.  Luckily  for  you,  the  Banner 
Of  the  Undying  Legion  will  keep  it  going,  and 
going,  and  going.  Try  advancing  your  Chariots 
toward  enemy  shooting  units  (like  archers  and 
crossbowmen),  These  units  will  usually  shoot 
at  your  Chariots.  Next,  have  your  Chariots 
retreat  and  begin  the  healing  process.  Most  of 
the  time,  ihe  opponent  will  not  want  his  hard 
work  to  go  to  waste  and  will  usually  use  two 
Dispel  Dice  lo  prevent  the  banner  from 
working.  If  that  happens,  you  have  gained  a 
great  advantage.  Because  your  opponent  has 
used  up  some  of  his  Dispel  Dice,  you  will  be 
able  lo  cast  the  incantations  that  really  matter! 
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COUNTERTACTICS 

TIPS  FOR  FIGHTING  AGAINST  TOMB  KINGS 

A.  Clearry,  Carrion  are  not  to  be  underestimated.  If 
you  fear  that  a  Tomb  Kings  opponent  may  be 
trying  to  single  out  a  vulnerable  character  or 
war  machine,  don'i  hesitate  to  sacrifice  a 
Dispel  Scroll  to  shut  clown  ihe  Carrion's  charge. 
In  general,  shutting  down  the  crucial 
incantations  is  one  ol  Ihe  best  ways  to  defeat  a 
Tomb  Kings  armyl 

B.  This  Chariot  trick  can  be  countered  simply  -  kill 
Lhe  Hierophant  or  save  your  Dispel  Dice  for  ihe 
importanl  incantations F  Slaying  the  Hierophant 
will  destroy  most  of  the  fringe  units  such  as 
Carrion  and  the  Screaming  Skull  Catapults,  it 
can  be  worlh  nearly  any  sacrifice  lo  hunt  down 
and  destroy  me  Hierophant,  so  don’t  be  afraid 
to  lake  losses  in  the  attempt. 


COLORS  OF  WAR 


Top  Box{es};  Basecoat  Colors  &  Ink  Washes 


Bottom  Boxfes):  Highlights 


Mixed  Colors 
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TOMB  KIHGS 
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9947020711701  Tomb  King  Body  1 
9947020711702  Tomb  King  Shield 
99470207 1 2303  leoai  Bearer  Arm  2 
99380207003  Tomb  King  Jnfanlry  Sprue 
994701 1000901  Netron  Lord  Body 
994702071 1 0C6  Seitra  Stands  rd  Top 


ihovc:  th-T?  ts  u  Hunt'  (Hunt  fry 
Mark  Bnffiuti  front  the  2tW 
Storm  Cluuts  itwtpuiiin 


99360207005  Tomb  King  Cbariol  Sprue 
09369999007  Skeleton  Horse  Sprue 
9939011 0002  Necron  Desl  royer  Sprue 

994701  too  1603  N  Desi royer  Lord  Arm  Sprue 
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I  In  i  l 


The  land  of  Sylvan t  a  is  a  cheerless  place  that  travelers  are 
warned  to  avoid  at  all  easts.  It  is  full  of  dark  tangled 
forests  and  barren  hills  crowned  by  gloomy  ruins , 

Over  500  years  agof  the  dreaded  Von  Car  stein 
Vampires  took  hold  of  the  country  and  marched 
openly  to  war  against  the  Empire.  To  this  day ,  the 
Sylvantan  people  are  backward.  They  fear  to  go 
out  after  nightfall  and  surround  themselves  with 
charms  and  banes.  However,  all  that  ancient  evil 
was  banished  tong  ago .  The  recent  outcries  of 
the  peasants  over  missing  family  members 
and  the  return  of  the  bad  old  days  are 
nothing  but  rumor,  The  Sylvan ia ns 
always  were  a  superstitious  people. 

Long-dead  warriors  march  again,  this 
lime  under  tattered  banners  raised  by 
skeletal  hands.  Evil  magics  awaken  corpses  un-g  Snwliwx  \ 
and  bind  ethereal  creatures  lo  fight  once  c  raw  (htani  mwj  wamti 
more  for  cruel  masters  bent  on  revenge,  pfava  at  the  2Qt.M  Atiwim  Unkten 
conquest,  and  immortality.  Onmm  ptnnimx 


Jw  Wlf\  Grun'Yitnt  faicoiuitcr  mmftrtf 
pimv  at  the  2004  U  K,  Golden  Demon 
f mi nt  in  a  companion  in  the  (hid  fVwjjwy. 


Fighting  Style 


The  Undead  fight  differently  than  any  other 
army  in  the  Warhammer  world.  Relying  on 
fear,  shambling  hordes  of  Skeletons  and 
Zombies  advance  to  tie  down  the  foe.  Fell 
Bats  and  Dire  Wolves  attack  along  the  flanks 
to  negate  enemy  ranks,  while  Grave  Guard 
and  Black  Knights  wield  their  deadly  Wight 
Blades  to  slice  down  I  he  foe.  The  Elhereal 
Banshee  can  disrupt  enemy  units  with  its 
Ghostly  Howl,  and  the  deadly  Black  Coach 
causes  Terror  and  hits  units  like  a 
Chariot.  Even  worse,  with  their 
powerful  Necromantic  magics,  the 
Undead  can  replenish  casualties  or 
even  summon  whole  new  units  of 
Skeletons  or  Zombies. 

The  fighting  style  of  a  Vampire  Count's 
army  partly  depends  on  which  Bloodline 
the  player  selects.  There  are  five 
Bloodlines:  Von  Carstein.  Necrarch,  Blood 
Dragon.  Lahmia,  and  Strigoi.  While  all 
Vampires  are  imposing  enemies  and  use  the 
same  troop  types,  each  Bloodline  has  a 
different  specialty  that  can  greatly  affect  a 
player's  overall  strategy.  For  instance,  Blood 
Dragons  are  the  most  powerful  fighters  of  all 
Vampire  kind,  but  in  gaining  their  combat 
skills,  their  Magic  is  reduced,,  Blood  Dragon 
players  will  put  more  emphasis  on  breaking 
the  foe  in  hand  to  hand  and  rely  less  on  the 
Magic  Phase,  The  Lahmia  are  less  skilled  in 
weaponry  than  Blood  Dragons  are  but 
compensate  with  a  range  of  beguiling  and 
seducing  abilities  that  can  freeze  attackers 


and  possibly  even  cause  them  to  switch 
sides,  Necrarchs  are  the  weakest  in  hand-to- 
hand  combat  but  conversely  are  the  most 
powerful  Necromancers. 

Collecting  a 
Vampire  Count  Army 

Before  a  Vampire  Gaunt  can  begin  his  or  her 
quest  for  domination,  some  Core  troops  must 
be  raised.  Skeletons  and  Zombies  serve  as 
the  mainstay  lor  most  Vampire  Counts 
armies.  While  neither  of  these  troop  types  will 
win  many  fair  fights  on  their  own  (without  a 
little  bit  of  luck),  they  are  excellent  at  pinning 
the  enemy  in  place.  Ghouls,  with  their 
Poisoned  Attacks  and  Skirmish  formation, 
can  make  a  threatening  flanking  unit 

When  enlarging  an  army,  a  few  harder  hitting 
units  aren‘1  a  bad  idea.  Grave  Guard.  Black 
Knights,  and  the  Black  Coach  will  make  even 
the  staunchest  of  foes  pause.  Banshees  and 
Spirit  Hosts  can  be  wounded  only  by  magical 
attacks  and  make  for  groat  battlefield 
distractions,  Fell  Bats  and  Dire  Wolves  are 
speedy  additions,  great  for  taking  out  enemy 
war  machines  or  small  flanking  units. 

The  cold  hear!  of  the  army  that  drives  the 
whole  rotting  force  forward  is,  without  a 
doubt,  the  Vampires,  A  Vampire  Lord  cr 
Count  can  more  than  make  up  tor  the  combat 
inadequacies  of  Skeletons  and  Zombies! 
Additionally  lesser  Vampires  (Thralls), 
Necromancers,  Wight  Lords,  or  Wraiths  can 
lead  units  of  the  Undead.  Rise  up  and  lead 
your  dark  legions  to  blood  and  victory! 


SBTTinMES  WURKSHUF  CIUALUG 


tfflMPIRLCDIfflIS 


f^rge  regiments  of  Skeleton*  form  the  fmekhone  of  the  Vampire  Ctwnf  tinny.  Skeletons  time  -‘hi-  shmdiiid 
Undead  tro  up  a.  You  eon  either  hay  bis  of  them  without  equipment  or  Hike  fewer  mrll-vquiptml  ones  anti 
to  raise  some  mme  daring  the  game  with  magic  xpeth. 


This  80'pttfi? 
rttiehooi,  contains 
painting  c nui 
moifefing  .whirs, 
background,  ami 
the /nil  rttiet  for 
fielding  ti  Vampire 
Count  arms. 


Warhammer  Armies 
Vampire  Counts 

60030207002 


Skeleton  Warrior 
Regiment  Box  (20) 

99120207002 


The  Skeleton  Regiment  boxed  set  is  a  great  place  to  start  building  your 
Vampire  Count  army.  Included  in  the  box  is  everything  you  need  to 
make  any  one  of  two  different  regiments:  a  warrior  regiment  with 
hand  weapons  and  shields  or  a  warrior  regiment  with  spears  and 
shields.  The  box  also  includes  a  plastic  command  group  consisting 
of  a  Champion,  Musician,  and  Standard  Bearer, 


Right:  Skeleton  US tirriors  armed 
with  Sprat",  ami  shields. 

Below:  Skeleton  Warriors  armed 
with  hand  weapons  and  shields. 


The  tHifttefields  it/  the  ( ftd  World 
ure  strewn  with  the  graves  of  muny 
nuimd Cvs  wan  tors  who  have  fallen 
m  combat  and  hern  consigned  to  n 
has  pc  resting  phne  ru  left  upon  the 
ground  mind  the  carnage.  h  vat  in 
death,  then1  is  no  rest  for  the  fallen 
war  rims,  for  they  an  i  he  summoned 
fat i  i-  to  the  world  of  the  living  hy 
black  sorcery.  AH  that  these  once - 
dead  fighters  can  read!  of  their 
tfiorkd  it/e  me  faint  memories  of 
fa  titles  fought  long  ago.  AH  tha) 
they  feel  is  the  compulsion  to  fight 
unit  to  obey  their  musters, 
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DRAGON  WING 
SET  SPRUE 

&938G290D02 


ZOMBIE  DRAGON 
HORNS 

S94702Q71Q107 


ZOMBIE  DRAGON 
CLAW 

9947020710104 


ZOMBIE  DRAGON  LEFT  ARM 

9947020710109 


ZOMBIE  DRAGON 
RIGHT  ARM 

934 7020V 10 106 


ZOMBIE  DRAGON  LEFT  FOOT 

9047020710114 


Zacharias  the  Everlfving  Box  (1) 
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99110207101 


ZACHARIAS  BAT  8  BOOK 

9347020VI0113 


ZOMBIE  DRAGON  BODY 


ZOMBIE  DRAGON  TAIL 


ZACHARIAS  CLOAK 


ZACHARIAS  BODY 


ZOMBIE  DRAGON 
LOWER  JAW 

9947020710100 


ZACHARIAS  ARM 

9947020710103 


ZACHARIAS 
HEAD  &  STAFF 


994702071 01 01 


9947020710102 


994702071OI12 


9947030710111 


9947020710110 
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Wight  Army 
Standard  Blister  (1) 

99060207106 


WIGHT  LORD 
STANDARD  BODY 

994708071  Q®02 


WIGHT  LORD  STANDARD 

994702071 DEO I 
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Wight  Lord  Blister  (Random  1) 


WIGHT  CHAMPION 
SHIELD 

M47D0D7O8BO3 


WIGHT  CHAMPION  SWORO  ARM 


99060207088 


9e-4702t>7Ct9SC£ 


KRELL  BODY 

034 702070 1701 


KRELL  BANNER  POLE  WIGHT  CHAMPION 

0947020701702  99470207O&aO1 


Mounted  Wight  Lord  Blister  (1) 

99060207029 


Wight*  we  htty  dead  furor.',  it/uj  me  lied  to 
die  hunt  of  the  tWiny  by  mayie.  Same 
Vampires  nde  near  entire  regiments  **f 
warriors  u'toc#  dared  rbatfenye  them 
in  fifi-  and  tune  serve  them  in  death. 


WIGHT  LORD  SKELETON  STEED  LEFT 

99*7020702903 


WIGHT  LORD 

994 7020702901 


WIGHT  LORD  SHIELD 

9947020702902 


WIGHT  LORD  SKELETON  STEED  RIGHT 

9&47O2&702904 
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NECROMANCER  1  N&CROMANCEtt  2  NECROMANCER  3  MOUNTED  NECROMANCER 

994703)0701001  &947Q2G7010Q2  9947079301011 

Necromancers  Blister  (1  Mounted  &  Random  1  on  Foot) 

99060207090 


CAPARISON  HORSE  HEAD  SPRUE  (RANDOM  1) 

993B99990 1 2 


MOUNTED  NECROMANCER  BODY 

9*047020701201 


MOUNTED  NECROMANCER  LEGS 

994703070 1202 


CAPARISON  HORSE  BODY  SPRUE  (RANDOM  1) 

B93S999900? 
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W  RAiTH  SCYTHE  1  WRAITH  SC  VTH  E  2 

S947Q207D77B6  9947020707706 


Wraith  Blister  (Random  1) 

99060207077 


WRAITH  £ 

3947020707702 


WHALtH  3 

9947020707703 


WRAITH  4 

534 7020707 704 


WRAITH  1 

9947020707701 


Strigoi  Vampire  Blister  (Random  1) 

99060207100 


STRIGOI  VAMPIRE  1 

534702071 0001 


STRIGOI  VAMPIRE  2 

9947O2071 0003 


STRIGOI  VAMPIRE  3 

9947020710004 


STRrQOI  VAMPIRE 
ARM 

3947020710002 


STRIGOI  VAMPIRE 
HEAD  2 

9947020710000 


STRIGOI  VAMPIRE 
HEAD  1 

9947020710005 


STRIGOI  VAMPIRE 
HEAD  3 

9947020710007 
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PAINTING  ZOMBIE  FLESH 

When  flesh  is  Urrttead*  it  fakes  on  a  vastly 
different  color  (and  odor)  lhan  livrng  flesh 
Therefore,  when  painling  the  skin  on  your 
Zombies,  keep  in  mind  lhat  almost  any  color 
can  be  used.  Here  are  a  lew  examples  with 
greys,  purples,  browns,  and  whites, 
Experiment  with  other  colors  to  see  what 
puirid  looks  you  can  create  by  mixing 
paints  and  inks. 


PURPLE  SKIN 
Step  1.  Basecoal  the 
model  with  a  thinned  coat 
ol  Codex  Grey  and  lei  il 
dry.  Give  the  skin  a  wash 
Ol  5Q/SD  Codex  Grey  and 
Li che  Purple. 

Step  2.  Use  thinned 
Codex  Grey  for  the 
first  highlights, 


Step  3.  Add  Fortress  Grey 
to  the  Codex  Grey  and 
pain!  the  final  highlights. 


ROTTING  FLESH 
Step  1.  Pa  ini  all  the  skin 
with  Rotting  Flesh  and  let 
it  dry,  Give  the  skin  a 
wash  ol  a  50/50  mix  of 
Vermin  Brown  and  Dark 
Angels  Green. 

Step  2r  Paint  the  lirst 
highlights  with  thinned 
Rotting  Flesh,  Aim  to  keep 
the  highlights  suhtle 


Step  3,  Paint  (he  final 
highlights  with  a  mix  of 
50/50  Rotting  Flash  and 
Skull  White- 


Mannfred  Von  Carsteln  Blister  (1) 

99060207078 


MANNERED  VON  CARSTEIN 
NIGHTMARE  HEAD 

3347020707603 


MANNFHED  VON  CARSTEIN 

M47G207QTM1 


MANNFPED  VON  CARSTEIN  SWORD  ARM 

9947020707602 


ARMORED  HORSE  BODY  &  HEAD  SPRUE 
41  HEAD  &  1  RANDOM  BODY) 
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Vtm  Curstew  Vowpitcs  intitule  the  Annoral  Nurse  Butty  A  Ikwi  Sprues  mM)2WXm\  dum  v  on  the  ophite  jMRe 


UflMFIHE  CQUtllS 


Von  Carstein  Vampires  Blister  {Random  1 

99060207104 


of  1  Mounted  &  1  on  Foot) 


VON  CARSTEIN  1  ON  FOOT 

9947Q2C7104D3 


VON  CARSTEIN  2  SWORD 

9947020710408 


VON  CARSTEIN 
NIGHTMARE  HEAD 

994702071040® 


MOUNTED  VON 
CARSTEIN  2  LANCE 

9947020710407 


VON  CARSTEIN 
2  ON  FOOT 

394702071 [1405 


MOUNTED  VON 
CARSTEIN  2  BODY 

9947020“ 104C4 


MOUNTED  VON 
CARSTEIN  1  BODY 

994 702071 0401 


MOUNTED  VON 
CARSTEIN  1  HEAD 

9947020710402 


ARMORED 
NIGHTMARE  TAIL 

9947020707003 


Uthtuhm  \%mpitvs  meittik  the 
fiiettrtwhiu  iitn.se  Unify  Sprue 
tVVlxWWHNl  shown  with 
rite  Neemn-h  Vampires.. 


LAHMIAN  VAMPIRE 
1  ON  FOOT 

9947020709601 


Lahmian  Vampires  Blister  (1  Random  Set  of  1  Mounted  &  1  on  Foot) 

99060207098 


LAHMIAN  vampire 
2  ON  FOOT 

9947020703803 


SRETONNIAN  HORSE 
EAD  SPRUE  (SHOWN 
50%  ACTUAL  SI  EE) 

99330399014 


MOUNTED  LAHMIAN  VAMPIRE  W7  STAFF 

9047023709804 


MOUNTED  LAHMIAN  VAMPIRE 

9947020709802 


LAHMIAN  VAMPIRE 
HORSE  HEAD 

3947020709305 
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BLOOD  DRAGON  1  SWORD 

S&47d207tMS03 


BLOOD  DRAGON  2  SWORD 

984702070990$ 


BLOOD  DRAGON  3  SWORD 

g3.i70a&7D95Q& 


BLOOD  DRAGON  3 
SHIELD 

9947020709906 


Blood  Dragon  Vampires  Blister  (Random  1  Set  of  1  Mounted  &  1  on  Foot} 

99060207099 


Hltknt  Oration  Yanif?t>r.\  mi  tiuifihe  \rmnru*t  Horse  Utah  heat}  Sprue*  f  W.WOI&AKM)  shnwn  with  Muntifivd  Von  Cummin. 


MOUNTED  BLOOD  DRAGON  t 

9947020709901 


MOUNTED  BLOOD  DRAGON  2 

994T02Q7099EM 


MOUNTED  BLOOD  DRAGON  3 

99470207099 tl 


BLOOD  DRAGON  1  ON  FOOT 

9947020769902 


BLOOD  DRAGON  2  ON  FOOT 

9947020709906 


BLOOD  DRAGON  3  ON  FOOT 

99470207099 !  6 
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BLOOD  DRAGON 
VAMPIRE  HORSE  HEAD 

9947020709912 


BLOOD  DRAGON  3 
LANGE 

9947O267099Q7 
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Blood  Dragon  on  Winged  Nightmare  Box  (1) 

99110207095 


NIGHTMARE  JAW 

9947020709512 


NIGHTMARE  RIDER  SHIELD 

9947020709502 


NIGHTMARE  RIDER  LANCE 

93J 7020709504 


NIGHTMARE  RIDER  HEAD 

9947020709503 


NIGHTMARE  RIDER  8QDV 

9947020709503 


NIGHTMARE  RIDER  CLOAK 

934702Q7G9S01 


nightmare  LEFT  LEG 

094702070950b 


NIGHTMARE  RIGHT  LEG 

9947020709506 


NIGHTMARE  BODY 

9947020700513 


nightmare  left  arm 

9947020709507 


NIGHTMARE  RIGHT  ARM 

9947020709508 


nightmare  left  wing 

99470(20709510 


NlGHTMAHE  RIGHT  WING 

3947020700511 


NIGHTMARE  HEAD 

904702070951-1 
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NEC* ARCH  FAMILIAR 

9947G2Q7 1 02GE5 


NECRARCH 1  ON  FOOT  NECRARCH  1  MOUNTED 

9-9470207 1020  2 


.W'rrntrlr  Vitmpi/t's  int  lmit'  fhr  A/titnu'ti  ,\ii>tutnurv  fitii 

f 70207(171 HfJf  •itimvii  with  tfw  Vvw  CfirMcin  Vampltvs. 


NECRARCH  SON  FOOT  NECRARCH  2  MOUNTED 


NECRARCH 
NIGHTMARE  HEAD 

9947020710209 


MOUNTED  NECRARCH  2  BODY 

9947020710203 


NECRARCH  2  ON  FOOT  BODY 

9947020710204 


MOUNTED  NECRARCH 1 

9947020710291 


Necrarch  Vampires  Blister  (Random  1  Familiar  &  Random  1  Vampire  Set  of  1  Mounted  &  1  on  Foot) 

99060207102 


NECRARCH  2  HAND 

9947020710205 


NECRARCH  2  ON 
FOOT  DAGGER 

994702071 9206 


MOUNTED 

NECRARCH  FAMILIAR 

9947020710207 
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Skeleton  Warrior  Regiment  Box  (20) 

99120207002 


CORE  UNITS 


SKELETON  WARRIOR  SHIELD  SPRUE 
(SHOWN  70%  ACTUAL  SiZE) 

99960233001 


SKELETON  WARRIOR  SPRUE  (SHOWN  AT  70%  ACTUAL  SIZE) 

9938020700 1 


REGIMENT  COMMAND  SPRUE  {SHOWN  AT  70%  ACTUAL  SIZE) 

@938029901)1 
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CORE  UNITS 


Zombie  Regiment  Box  (20) 

99120207001 


ZOMBIE  SPRUE  (SHOW hi  AT  ACTUAL  SIZE) 

993-00207002 
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Tin1  Artiwrfit  Sh:hrlrnt 
hUz  i tnr  f»tfy  {tvaihthlt? 
via  Spec iuf  Offer* 


Armored  Skeletons 

Available  as  Bitz  Only 


ARMORED  SKELETON 
STANDARD 


G947Q20703SD1 


ARMORED  SKELETON 
MUSICIAN 

9947020703303 


LARGE  SHIELD  SPRUE 

99369980006 


ARMORED  SKELETON 
CHAMPION 

39.17020703701 


armored  skeleton 

W/ SPEAR  1 

9947020703601- 


ARMORED  SKELETON 
W/ SPEAR  2 

99 4 7O207O3602 


ARMORED  SKELETON 
W/  SPEAR  3 

9947020703803 


ARMORED  SKELETON  ARMORED  SKELETON 
W7  SPEAR  4  W/ SPEAR  5 

9947030703803  9947020703605 


Bat  Swarm  Blister  (Random  2  Swarm  Bases) 

990602071 26 


BAT  3 

9947920703103 


BAT  1 

9947020703101 


BAT  2 

9947020703102 


BAT  4 

9947020703104 


BAT  5 

9047020703105 
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GHOUL  5 

9947020706705 


GHOUL  4 

9947020706704 


Ghouls  Blister  (Random  3) 

99060207067 


ghouls 

9947020706706 


GHOULS 

9247020706 70S 


GHOUL  9 

9347020705709 


GHOUL  ID 

9947030706710 


DIRE  WOLF  HEAD  1 

£347020707501 


DIRE  WOLF  HEADS 

9947020707503 


□ire  Wolves  Blister  (Random  2) 

99060207075 
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Doom  Wolf  Blister  (1} 

99060207079 


DOOM  WOLF  FRONT  LEG 

£947020707902 


DOOM  WOLF  HIND  LEG 

9947020737903 


DIRE  WOLF  HEAD  2 

994702D707502 


WOLF  HEAD  &  BODY  SPRUE  -  RANDOM  1  <SHOWN  70%  ACT.  SIZE) 

&93S0299IK5 


DOOM  WOLF  BODY 

994702G7079D1 


l 
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FELL  SAT  HEAD  1 

9947030710505 


FELL  BAT  HEAD  3 

9947020710504 


Fell  Bats  Blister  (Random  2) 

99060207105 


Tf-r 


FELL  BAT  HE  AO  3 

994702D7T05M 


FELL  BAT  BODY  1 

9947030710501 


FELL  BAT  BODY  2 

994 702071 0503 


FELL  SAT  BODY  3 

9947020710505 


HU.  BAT  CON  VERSION 

To  make  Fell  Bats  into  even  darner  creatures 
that  stalk  ihe  night  and  hunger  after  the  biood 
of  the  living.  Rob  Hawkins  did  a  Wile 
converting.  For  a  more  dynamic  pose.  Rob 
added  Wyvern  wings  from  our  Warm  aster 
range  to  Ihese  already  monstrous  Fell  Bats. 


CONVERTING 

Cut  the  wings  off  a  Fell  Bal  and  glue  ihe  body 
(o  a  40- mm  base  with  a  length  ol  wire  Once 
the  giue  dries,  pin  and  glue  (he  Warmaster 
Wyvern  wings  to  the  back  ol  the  creature 


PUTTY 

Fill  in  any  gaps  between  ihe  wings  and  the 
body  with  pelty.  Using  a  sharp  tool,  texture  the 
putty  to  blend  m  with  the  rest  ol  the  model 


BASING 

Base  Ihe  model  with 
sand  and  other 
•appropriate  bilz  This 
model  uses  plastic 
tombstones  from 
Mouse  Models,  a 
company  lhat  makes 
cemetery  models. 

PAINTING 

Prime  the  model 
black  and  start  with 
a  basecoat  of  Scorched 
Brown.  Highlight  the  skin 
and  fur  wjlh  Bestial 
Brown.  Finish  with  a 
highlight  of 
Bleached  Bone 
over  ihe  fur. 


MOUNTED  WIGHT 
CHAMPION 


MOUNTED  WIGHT 
HORN  BLOWER  ARM 


MOUNTED  WIGHT 
HORN  BLOWER  80 DY 


Black  Knight  Command  Blister  (Random  1) 

99060207092 


MOUNTED  WIGHT 
STANDARD  BODY 


Hell  Knight  Blister  (1) 

99060207033 


Black  Knight  Blister  (Random  1)  & 

99060207032 


MOUNTED  WIGHT 
HELMET  WINGS 

9947020703402 


MOUNTED  WIGHT  SWORD 


'/Vi ‘r  Mack  KtU'jftJ.'-  iurhtth* 
the  Sktrh'ittu  Hurst  Sprue 
t  vgjxywmxi?)  Hkmh  m 

the  <  'ppo  s  it i  ■  fvi  ijT. 


9947020703301 


0947O2O7Q3SOS 


9947020703601 


9047020703401 


99470207027 1 1 


A* 


MOUNTED  WIGHT  SPEAR  1 

9947020702705 


MOUNTED  WIGHT  SPEAR  2 

9947020702706 


MOUNTED  WIGHT  SPEAR  3 

9947020702707 


MOUNTED  WIGHT  SPEAR  4 

9947020702700 


MOUNTED  WIGHT  STANDARD  POLE 

9947020703403 


MOUNTED  WIGHT 
STANDARD  TOP 

9947020703404 


MOUNTED  WIGHT 
SHIELD  1 

9947020702709 


MOUNTED  WIGHT 
80DY  1 


MOUNTED  WIGHT 
BODY  2 


MOUNTED  WIGHT 
BODY  3 


MOUNTED  WIGHT 
BODY  4 


9947020702701 


994702D7D270G  9947020702703  9947020702704 


MOUNTED  WIGHT 
SHIELD  2 

99470207027 TO 


CHIMPS 
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SKELETON  NORSE  SPRUE  [RANDOM  1} 

99389999007 


The  dead  da  rri ‘>1  irsi  favv  in  fin  Old 
\Vf>r!tl.  ( t in ■' in' xiltidrs,  mu!  specters  of 
dead  men  return  to  haunt  the  land  0.1 
the  tiring.  Some  Vampires  and  the  mo  a 
twisted  tif  \c<Toni(tucers  fit  rid  the 
knowledge  ta  summon  these  miserable 
t  reo lures  and  unleash  them  upon  iheit 
enemies.  li'Ar'/j  stnntnoned,  spirits 
inn  tier  nwi-ther  nun  east  hosts  amt 
tuh  mtrc  art  the  enemy,  They  are  silent 
and  incorporeal  hut  no  less 
frighteninx,  because  their  touch  r,v 

emus  i'll  to  freeze  the  hearts  of  mt  trials. 


SPIRIT  HOST  1 

99470.207071  Qi 


SPIRIT  HOST  3 

9947020707103 


SPIRIT  HOST  2 

9947020707 1 02 


Ethereal  Host  Blister  (3) 

99060207071 


PAINTING  SPIRIT  HOSTS 

Some  say  that  spirits  are  white,  while  others 
describe  them  appearing  in  many  different 
shades.  Try  these  haunting  schemes  to  liven 
dp  your  Spirits, 

SHADOW  GREY  UNDERTONE 

Step  1,  Prime 
the  models  with 
Skull  White  and 
paint  them  with 
Shadow  Grey 

Step  2.  Drybrush 
the  entire  model 
with  Codex  Grey. 

Step  3,  Highlight  with  a 
dry  brush  of  Fortress  Grey. 

Step  4.  Finish  with  a  light 
dryhrush  of  Skull  White, 


GREY  UNDERTONE 


Step  1,  Prime 
the  models  with 
Skull  White  and 
pamt  Them  with 
Shadow  Grey. 

Step  2.  Dry  brush 
(he  entire  model 
with  Codex  Grey. 


GRAVE  GUARD 
CHAMPION 

9947020710303 


Grave  Guard  Regiment  Box  (10)  &  Grave  Guard  Command  Blister  (3) 

99110207096  99060207103 


? 


i 


t 


r 


FIGHTER  SHIELD  SPRUE 

993^9939003 


Lfi 


RARE  UNITS 


Hmbt 


GRAVE  GUARD 
STANDARD  BEARER 

99^7020710301 


BANSHEE  1 

9947020703001 


BANSHEE  2 

99470207&M02 


BANSHEE  3 

994702070G003 


GRAVE  GUARD  2 

9947020709602 


Banshee  Blister  (Random  1) 

99060207030 


GRAVE  GUARD 
SHIELD 

&947Q207 10304 


GRAVE  GUARD  STANDARD 

9947020710302 


GRAVE  GUARD 
HORN  BLOWER 

9947920710305 


GRAVE  GUARD  1 

9947020709601 


GRAVE  GUARD  3 

9947020709603 


GRAVE  GUARD  9 

9947020709604 
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BLACK  COACH 
WRAITH  LEGS 

994 70207063 13 


©LACK  COACH  SIDE  1  (LEFT] 

9947Q307D60O4 


BLACK  COACH  CUSHION 

99470207O6&1Z 


BLACK  COACH  AXLE 

9947020706306 


BLACK  COACH  BANNER  POLE 

9947020706307 


Black  Coach  Sox  (1) 

99110207068 


SLACK  COACH 
STEED'S  PLUME 

904702070681 Q 


BLACK 
COACH  SEAT 

gg47G30706«l I 


7-SPOKED  WHEEL  SPRUE 

99399999001 


BLACK  COACH  WRAITH  BODY 

3947020706014 


BLACK  COACH  YOKE 

99*7030706815 


BLACK  COACH  SIDE  2  I  RIGHT} 

9947030706605 


BLACK 
COACH  BELL 

9947020700806 


BLACK  COACH 
BRAZIER 

9347020796003 


BLACK  COACH  AXLE  &  HAFT 

9947020700802 


BLACK  COACH  FLOOR 

99470M706B01 


BLACK  COACH  ROOF 

9947020706603 


BLACK  COACH 
COFFIN 

994702070601 6 


BLACK  COACH 
COFFIN  LID 

994702070601 7 


COLORS  OF  WAR 


KEY 


Top  Box(es)  Basecoat  Colors  8  Ink  Washes 


Bottom  Box{es):  Highlights 


Mixed  Colors 


□ 

□ 


Shields  {Right  anti  Wffcw'J.1  Hiving  f  i  nnttlef  in  ti  tmil  the  itimr  .xhicltl  ik'Xii'it  h  till  easi 
amt  I'ifi'i  thr  'ifj.v  tr>  make  if ie  regirwnl  bvk  like  a  (ft  Mi  tiff  whtrfe,  This  rffift-t  wilt  be 
fwialih'imt  if  vott  rru1  the  niwe  cult  if  *  tm  huh  the  shields  m  well  a*  the  framer. 
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Hiatt  liVlrte 
ffAKA  fM 


CfaQS  flUjlrt 

Btttttfwi}  SlU.'L'  drybmstl 


Be$VaS  Brov/ri 
fctw  &MC  MyDiijit) 


□ 


□ 

□ 


Sh  wti  White 
Brov/ti  \)tk 


$k uN  IWi (,'!?,  Brawn  tub 
&te, vefted1  tanw  rttyhtmft 


Shut!  While 

Ctminui  m 


$kwit  HrV.i 1 1' ; *  Gft$sSrlut  Jfofr 
Bkacftei  8~om  mbwsti 
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TACTICS 


UPS  FOB  WINNING  wmt  VAMPIRE  COUNTS 

A.  A  Von  Carstein  Vampire  Thrall  wilh  a  great 
weapon,  the  Wolf  Form  bloodline  power,  and 
Ihe  Flayed  Hauberk  can  lead  a  unit  of  Dire 
Wolves  as  an  extremely  potent  champion  This 
character  15  deadly  m  challenges  and  excellent 
against  Chariots  or  Monsters.  He  and  the  unit 
are  bolh  very  maneuverable 

B.  A  Stngoi  Vampire  with  the  Bat  Form  bloodline 
power  can  accompany  (but  not  join)  a  unit  of 
Fell  Bats  to  create  an  exlremely  poiens  Hying 
fighting  force.  These  models  can  move  around 
the  battlefield  very  quickly  and  bring  a  largo 
number  of  Attacks  to  hear  on  nearly  any  unit 
you  choose. 

C.  A  Blood  Dragon  Vampire  Lord  mounted  on  a 
Zombie  Dragon  with  Ihe  Cursed  Book  and  the 
Blade  master  bloodline  power  can  be  a 
terrifying  opponent  in  combal.  He  is  extremely 
difficult  to  hit  (-2  to  hit  rolls.  -1  Attack  lo  one 
enemy  model),  much  less  hurt-  Add  in  the 
Zombie  Dragon's  fighling  ability  and  the 
Vampire  Lord's  own  Attacks,  and  you  have  one 
very  impressive  Lord  character. 
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A,  This  character  can  be  problematic,  but  this  unit 
is  rather  vulnerable  to  shooting.  A  reasonably 
strong  unit  can  charge  the  Dire  Wolves  and 
lake  them  out  with  combal  resolution 
Alternatively,  send  in  a  Hero  with  a  weapon 
that  ignores  armor  saves  to  remove  the  Thrall 
before  he  can  swing, 

B,  This  combination  is  very  powerful  but 
vulnerable  as  well  Since  the  Stdgoi  is  not  pod 
ot  the  Foil  Bat  unit,  he  will  stiller  Wounds  if  the 
Undead  are  beaten  in  combat. 

C,  Although  this  model  is  dLNicoh  to  kill,  it's  very 
much  an  “all  the  eggs  in  one  basket"  approach 
Once  you  slay  Ihe  General,  Ihe  rest  of  the 
army  crumbles  very  quickly1  Target  this 
character  wilh  war  machines,  particularly 
Cannons,  to  remove  the  threat. 


t  fleck  *m  tuner  wwhw 

irf  tft r  ctiliiitifi  Jin'  mme 
t'tHiYftvtn n  it  ten*  ft/> 
Compicl/flff  Vttut 

■Iv  tftwrtt  SkeietuH  writ 


99380207002  Zombie  Sprue 
99380203002  Bretonnian  Men-at-Arms  Epiuc 
9947020706301  Collin  Shield  Sprue 


Armored  Skeletons  Conversion  (4) 

12345678901 


A'trr  rite  i  tlhifax  itltrfiitnrtirrrt  fur 
tJtftrc  nsfiyr/ntififtn. 


UNWtTA J>  itoiZib 


COFFIN  SHIELD  SPRUE 

99470207{je3Q1 


.-I.  i.-i".-  .1  .  rWJL't  fhrrti  Jit  to  if  i  Meyer''. 

2tXKi  Minnenptrih  (imml  Ttntrtwftivttf  urtus 


99369999003  Fig  ht$r  Shield  S prne 

99389999002  Caparison  Horse  Body 
99390202003  Empire  Knights  Sprue 
9947020706001  Skeleton  Champion  Head 
9947020710209  Necrarch  Mightmare  Head 
99471 101 00906  Plague  Carl  Horse  Head 


Black  Knight  Conversion  (1) 

1 234567890 1 


See  the  i'oHtfaj:  infrtithirfifriT  fin 
metre  tfijtirfwtlifrif- 


SKELETQN  CHAMPION  HEAD 

9947020709001 


•ibtnvi  Ame  fmaester  n't  at  \ eurnt  place  at  tin 
2W2  ( 'citutithm  Uittttcs  Pay  (h>hlm  Pcnttm. 
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The  Dwarfs  marched  in  goad  order  down  the  recently  cleared  forest  road < 

Although  no  enemy  had  been  seen  in  the  area,  the  Dwarfs  regarded 
everything  hut  their  own  tunnels  as  potentially  dangerous.  Thus,  the  rugged 
mountain  folk  were  always  ready  for  battle.  If  was  essential  for  the  new 
mining  colony  to  establish  a  good  logging  camp,  and  this  road  cut  into  the 
very  center  of  the  forest  would  supply  fuel,  timber,  crossbeams,  and  more , 

Singing  harshly  in  their  own  gruff  language,  the  Dwarfs  passed  within  arm's 
length  of  the  Wood  Elf  archers.  As  the  column  of  troops  passed  a  prearranged 
part  of  the  road ,  the  forest  air  hummed  with  sounds  of  released  bowstrings.  Arrows 
whistled  from  the  undergrowth  and  seemed  to  sprout  out  of  the  Dwarfs'  bodies, 
missiles  stuck  into  chests ,  protruded  from  beards,  and  even  pierced  through 
helmets.  Grasping  the  arrows  in  amazement  as  their  life-blood  ran  out  of  them, 
many  Dwarfs  dropped  to  the  ground.  The  battle  for  the  forest  was  begun,  and 
already  half  of  the  Dwarfs  had  fallen. 

Wood  Elves  are  a  rustic  and  secretive  race  tt™  Rlximpwun  the  sfowr  Swnl  atth?  2tM 
that  dwelt  for  the  most  part  in  the  f  ‘h& vsv  Ca»tr >  Dwv  Gnkfert  iJamn  pnim fiijj 
Loren  forest.  Throughout  the  Old  nmiperinon  wtjh  ttoh  Arid model, 

World  there  are  additional 
enclaves  of  Wood  Elves,  always 
centered  around  large  forests. 

Strangers  or  intruders  are  not 
welcomed  into  these  sylvan 
kingdoms,  and  unwary  travelers 
who  wander  past  the  often 
unmarked  boundaries  are  likely  to 
be  met  with  a  hail  of  arrows. 


Fighting  Style 


The  Wood  Elves  have  mastered 
the  art  of  the  hit-and-run  attack.  As 
the  entire  army  may  discount  any 
penalties  for  moving  in  a  forest,  a 
standard  Wood  Elf  tactic  is  to 
harass  encroaching  enemies  with 
missile  fire,  and  then  as  the  foe 
closes,  the  sylvan  folk  fade  back 
into  the  safety  of  dense  terrain.  A 
tactical  Wood  Elf  commander  can 
use  several  units  to  provide 
enfilading  fire  against  an  enemy, 
while  She  Elves  prepare  to  scamper  further 
into  the  woods  if  they  are  threatened.  Just 
when  an  enemy  is  whittled  down  and 
confused,  the  Elves  launch  a  fierce  charge  by 
hard-hitting  specialty  units  like  Warhawk 
Riders,  Wardancers.  Dryads,  and  Treemen, 

Collecting  a 
Wood  Elf  Army 

The  place  to  start  with  any  new  army  is  a  few 
Gore  selections.  Not  only  are  such  units  a 
mintmal  requirement,  for  the  army,  but  they 
can  form  the  center  for  any  larger  force  you 
choose  to  build.  For  Wood  Elves,  it  is  hard  to 
pass  up  Glade  Guard.  Wilh  a  Ballistic  Skill  of 
4  and  a  special  rule  thal  enables  them  to  fire 


their  longbows  at  Strength 
4  at  short  range.  Wood  Elf 
Glade  Guard  are  easily  among 
the  most  feared  missile  troops  in 
the  game.  Other  Core  choices  are 
Glade  Riders  (Wood  Elf  cavalry). 

Eternal  Guard,  and  Dryads-, 

After  a  Wood  Elf  commander  has  painted  a 
few  Core  units,  it  is  time  for  him  to  look  at  a 
few  of  the  more  exotic  choices.  Wardancers 
are  not  only  colorful  and  fun  to  paint  but  have 
a  variety  of  excellent  close  combat  special 
abilities.  Warhawk  Riders  are  like  cavalry  but 
have  the  ability  to  fly.  Scouts  am  excellent  at 
slowing  down  the  enemy.  Waywatchers  are 
equally  talented  small  bands  of  archers,  but 
I  hey  are  even  more  experienced  at  using  the 


woods  to  set 
ambushes.  The  Wild  Riders  of  Kurnous  are 
the  personal  guards  of  Orion,  Lord  of  the 
Forest  These  riders  are  Fast  Cavalry  and 
have  several  special  rules  that  make  them  a 
force  to  be  reckoned  with  on  the  battlefield. 
Treemen  and  Tree  Kin  are  powerful  creatures 
of  the  forest  that  are  vast  in  Strength  and 
Toughness.  Continuing  the  nature  theme, 
Great  Eagles  can  also  be  called  upon  to  aid  a 
Wood  Elf  army. 
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Wood  Elf  Banalion  Box 

99120204005 

*  24  Giade  Guard 
*12  Dryads 

*  8  Glade  Riders 
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Warhammer  Armies: 
Wood  Elves 

60030204002 


MOUNTED  LORD  BODY 

994702CMG8801 


LORD  HORSE  HEAD 

9947020406804 


MOUNTED  LORD  ARMS 

9947000406803 


MOUNTED  LORD  SPRUE 

0*4 702040 &fl  02 


Mounted  Lord  Blister  (1) 

99060204068 
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WOOD  ELF  STEED  SPRUE  (RANDOM  1) 

99360299010 
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SPELLSINGER  1 


SPELLSlMGER  2 


Wardancer  Lord  Blister  (1) 


99060204071 


SPELLSINGEH  3 


S  PELLS  I  MGE  R  4 

9&470204065GJ 


BIT  NAME:  WARDANCER  LORD 

BCT  CODE  9947020406602 


Waywatcher  Lord  Blister  (1) 

99060204072 


WAY  WATCH  Eft  LORD 

93-1 7020406603 


Spellsingers  Blister  (Random  1) 

99060204065 


SPELLSINGER  2 

0947020406502 


SPELLS!  MGER  1 

994702M  0&50 1 


Lord  w/ Great  Weapon  Blister  (1) 

99060204073 


LORD  W/ GREAT  WEAPON 

99-1 707041:6601 


OFMGN  rack 

99470304057(12 


ORION  CLOAK 

9947020405735 


ORION  BODY 

9947020405731 


OfitON  HORN 

9947020405703 


Orion  Box  (1) 

99110204057 


ORION  SPEAR 

9947020405704 


ORION  QUIVER 

B947ft2KM(]S7fl5 


ORION  HOUND  I 

9  34 70 204  05707 


ORION  HOUND  2 

99470204057-08 


DRYCHA  BODY 

DB470204QE201 


DRYCHA  ARM 

99 47 02 04 062 02 


Branchwraith  Drycha 
Blister  (1) 

99060204062 
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DRAGON  HEAD 

9&47O2MG5401 


Sisters  of  Twilight  on  Forest  Dragon  Box  (1) 

99110204054 
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DRAGON  TAIL 


DRAGON  SPRUE 

994702040540D 


DRAGON  NECK 

9947(120405403 


DRAGON  LEFT  LEG 

£947050405410 


DRAGON  RIGHT  LEG 

99470204D54O7 
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DRAGON  BODY  DRAGON  RIGHT  CLAW  DRAGON  LEFT  CLAW 

9947020405404  99470504 05405  994 7020 4 054 06 


DRAGON  TAIL  END 

9947020405411 
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WflDD  ELITES 


DRAGON  WING  SPRUE 


U* 


DRAGON  BASE 


99H7Oa04«llS 


SISTER  OF  TWILIGHT  2 

89470(30405414 


SISTER  OF  TWILIGHT  1 

9947G204Q5413 


SISTER  SPRUE  1 

9947020*054 15 
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LORDS  6  HEROES 


WASHES 

Use  washes  to  mane 
random  shapes  that  you 
will  then  detail  further  in 
later  stages,  For 
instance,  paint  the  cloak 
Camo  Green  and  I  hen 
wash  with  thinned 
Green  ink.  Paint  Brown 
Ink  siripes  and  then  detail 
them  Further  to  suggest  bark 

or  woodgrain. 


CLOAK  CAMOUFLAGE 

Since  Wood  Elves  are  a  force  That  specialises 
in  ambushes  and  sitrprise  attacks,  you  may 
want  to  paint  cam  on  (tags  patterns  on  your 
models.  Here  are  a  lew  pointers. 

PAINTED  PATTERNS 

Some  Wood  Elf  models  already 
have  leaves  and  foliage 
sculpted  as  part  of  their 
doaks  and  other 
details.  Cloaks 
that  have  a 
few 
leaves 
on  them 

are  a  good  place  to  add 
Ireehgnd  painted  leaves. 

Spirals  are  another 
good  pattern  to  use.  They 
break  up  the  shape  of  the 
model  and  also  tie  the 
army  together*  as  the 
spiral  is  a  common  motif  in 
Wardancer  tattoos  and  on 
Dryad  bodies. 


STJPPLJNG  &  SPLATTERING 

To  make  smal  and  random  areas 
of  colon  try  stippling  and 
Spattering.  To  make  a  snow 
cloak,  use  an  old  dry  brush 
whose  bristles  have  fanned 
out  over  time,  tnslead  of 
painting  by  drawing  the 
brush  across  the  model, 
use  a  quick,  repeated 
stabbing  motion  to 
paint  the  model.  You  Jr 
can  use  a  simifar  f 
"splattered  paint" 
technique  to  create  an  autumn 
cloak  tike-  the  one  shown  here 
Use  an  old  toothbrush  to 
Splatter  the  paint  onto 
the  model.  When 
splatter  painting,  mask 
off  ocher  parts  ol  The 

model  io  prevent  them 

from  being  splattered 
or  simply  start  with 
the  cloak. 
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Glade  Guard  Regiment  Sox  (16) 


99120204002 


GLADE  GUARD  SPRUE  (SHOWN  75%  ACTUAL  SJZE} 

933B02W01 
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Glade  Riders  Regiment  Box  (8) 

99120204004 
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Dryads  Box  (12) 

991 20204003 


DRYAD  SPRUE  <  SHOWN  60%  ACTUAL  SIZE) 
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CORE  UNITS 


Eternal  Guard  Sox  (10) 

99110204055 


ETERNAL  GUARD  t 

5947020405501 


ETERNAL  GUARD  2 

9947029405502 


ETERNAL  GUARD  3 

9947020405503 


ETERNAL  GUARD  4 

9947020405504 


ETERNAL  GUARD  5 

9947020403506 


ETERNAL  GUARD  G 

99470^0405500 


ETERNAL  GUARD 
CHAMPION  1 

9947020407001 


ETERNAL  GUARD 
CHAMPION  2 

9947Q2Q407002 


ETERNAL  GUARD 
MUSICIAN 

9947020407005 


Eternal  Guard  Command  Blister  (Random 


99060204070 


ETERNAL  GUARD 
STANDARD  BEARER 


ETERNAL  GUARD 
STANDARD  BEARER 

9047020407003 


ETERNAL  GUARD 
STANDARD 

9947020407004 
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Wardancers  Box  (tO)  &  Wardancers  Command  Blister  (Random  2) 

99110204059  99060204069 


WAR  DANCER  CHAMPION  1 

994702040690 1 


WAR  DANCER  CHAMPION  2 

9947020406902 


WARDANCER  MUSICIAN 

H4702D4  06303 


WARDANCER  1 

9947020 40590 i 


WAROANCER 2 

9WG20J059Q2 


WARDANCER  3 

9947020405903 


WARDANCER 4 

9947020405B04 


WARDANCER  5 

9947020405905 
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Warhawk  Rider  Blister  {Random  1) 

99060204064 


WARHAWK  1  SPRUE 

9 94702040640? 


WARHAWK  2  SPRUE 

9947Q204O6414 


WARHAWK  1  HIDER 

9947020406404 


WARHAWK  2  RIDER 

S9470204064tE 


WARHAWK  2 
RJDFR  SPRUE 

9947Q204C64 1 3 


WARHAWK  1  WINGS 


WARHAWK  2  WINGS 

99470204064  IS 


PAINTING  FEATHERS 

There  are  all  sorts  ol  ways  to  paint  feathers. 
Below  are  some  quick  techniques  that  will 
allow  you  to  get  your  Great  Eagles  and 
Warhawk  Riders  onto  the  tabletop  in  no  time, 


DARK  BROWN 

Over  an 
undercoat  of 
Chaos  Black 
Spray  Primer, 
dry  brush  With 
Scorched  Brown. 
Next,  efrybrush 
more  lightly  with 
Bestial  Brown 
end  then 
Bleached  Bone. 


LIGHT  BROWN 

Over  a  Chaos 


Black  undercoat, 
paint  the  model 
Codes  Grey.  Next, 
apply  a  Ihinned- 
down  wash  of 
Black  Ink.  Finish 
the  feathered 
areas  by 
drybrushing  with 
Fortress  Grey  and 
then  more  lightly 
with  Bleached 
Bone  only  on  the 
outer  edge. 


DARK  GREV 


Paint  a  basecoai 
of  Bubonic 
Brown  over  a 
Skull  While  spray 
undercoat.  Wash 
the  fealhered 
areas,  with  with 
thinned'down 
Flesh  Wash. 
Once  Hie  wash 

dries,  drybaish 
lightly  with 
Bleached  Bone 

LIGHT  GREV 


Prime  the  model 
with  Skult  While 


spray  and  then 
apply  a  basecoal 
of  Shadow  Grey. 
Drybrush  with 
Space  Wolves 
Grey  and  then 
with  Skull  White, 
Finally,  apply  a 
very  light 
drybrush  ol 
Bleached  Bone 
to  bring  a  little 
warmlh  to 
the  colors. 
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CONVERTING  TREEMEM  AND  TREE  KIN 

Various  parts  from  a  number  of  ranges  were 
used  in  Ihe  cons* ruction  of  these  Treemen. 
The  fat  Treeman  uses  the  torso  of  the  Great 
Unclean  One,  while  the  skinny  Tree  man  uses 
Durthu's  torso  and  the  Blond  Bowl  Tree  mans 
hips  Both  use  legs  from  Durthu  and 
Wat  mas  ter  Carrion  bite  for  branches. 


Test  fit  the  pieces  before  you  glue  anything. 
You'll  need  to  do  some  sanding  and  shaping 
tor  tne  pieces  to  Tit  together  well.  Pin  the 
pieces  together 


Add  a  tew  more  details  like  the 


larger  branch,  which  was 
originally  the  club  from  ihe 
Albion  Giant,  and  Ihe  crow 
from  the  Nurgle  Lord’s 
signpost.  Use 
g  reen  stuff  to 
rill  gaps 
and  create 
smooth  transitions 
from  piece 
to  piece. 


The  Treemen 
created  in  this  way 
are  great  for 
representing  Treeman 
Ancients.  Similar 
techniques  can  be 
used  to  make 
alternate  Tree  kin 
and.  Branch  wraiths 
Just  scale  the 
figure  down  to  the  1 
appropriate  size, 


Tree  Kin  Blister  (Random  1) 

99Q6Q2Q4Q61 


TREE  KtN  1  BODY 

9947020406101 


TREE  KIWI  SPRUE 

9S47O204Q61Q2 


TREE  KIN  1  ARM 

99*7020406 103 


TREE  KIN  2  BODY 

M470204M10* 


TREE  KIN  2  LEGS 

9947020406105 


TREE  KIN  2  ARM  1 

99470204C6106 


TREE  KtN  2  ARM  2 

8947020406107 


TREE  KtN  3  BODY 

90470204061  D£ 


TREE  KIN  3  SPRUE 

99470204061 09 


TREE  KtN  3  ARM  2 

9947020406111 
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WILD  RIDER 
BODY  3 

^&47020i0580G 


WILD  RIDER 
BODY  2 

9347oao4osefl6 


WILD  RIDER 
BODY  1 

9547020405004 


WILD  RIDER 
MUSICIAN  60 DY 

9947020405803 


WILD  RIDER 
STANDARD  BODY 

5*547020405002 


WILD  RIDER 
CHAMPION  BODY 

9947O0WflS8Ol 


WILD  RIDER 
LEGS  1 

094702C405807 


WILD  RIDER 
LEGS  2 

9947020405508 


WILD  RIDER 
LEGS  3 

9&47020405«09 


WILD  RIDER 
HORSE  HEAD  1 

994702 0405&1D 


WILD  RIDER 
HORSE  HEAD  2 

9S470204-05B 1 1 
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RARE  UNITS 


TREE  MAN  HEAD 

9947Q2O40&B0t 


TREEMAN  BODY 

9947020405602 


Treeman  Box  (1) 

99110204056 


TREEMAN  LEG  1 

BM7D2IHMW3 


TREEMAN  SPRUE  1 

9947020405604 


TREEMAN  LEG  2 

S947020405605 


TREEMAN  SPRUE  2 

S-947020405&06 


WAV  WATCHER  1 


99470^0405001 


WAY  WATCHER  2 


WAY  WATCHER  3 


WAYWATCHER  4 


9947020406002 


9947020406003 


9947020406004 


Way  watchers  Blister  (Random  3) 

99060204060 


WAY  WATCHER  5 

9947020406005 
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TACTICS 

TIPS  FOR  WINNING  WITH  WOOD  ELVES 


A.  With  almost  every  unit  in  the  army  being 
Skirmishers.  Fast  Cava  fry,  or  Flyers,  the 
Wood  Elves  are  easily  the  most  maneuverable 
army  in  the  game  of  Warhammer.  Players  lhat 
have  a  strong  command  of  these  three  troop 
types  will  be  able  to  run  circles  around  their 
opponents,  Avoid  combat  when  it  does  not 
suit  you,  surround  your  enemy,  and  spring 
trap  after  trap  to  defeat  armies  that  are  larger 
and  tougher, 

B.  It's  possible  to  field  an  entire  army  of  nothing 
but  Treemen,  Dryads,  and  Tree  Kin  While  this 
all-Tree  army  will  be  few  in  numbers,  very  few 
opponents  will  expect  to  face  an  army  of  close 
combat  monsters  when  preparing  to  do  battle 
with  Wood  Gives,  The  element  of  surprise  is 
your  ally  here  Move  quickly  (o  engage  the 
enemy  in  combat  before  he  has  a  chance  to 
adjust  his  formations  to  face  your  combat- 

oriented  force. 

C.  With  high  maneuverability,  the  Wood  Elves  are 
great  at  slowing  down  the  enemy  to  give  their 
accurate  missile  troops  time  to  take  their  toll  on 
the  enemy.  Use  Scoffs,  Sktrmishars,  Fast 
Cavalry,  and  other  maneuverable  troops  to 
slay  within  S"  of  enemy  troops,  prevent  them 
from  March  moving,  and  fire  away. 


A.  One  of  the  Wood  Elves  strengths,  the  high 
number  of  Skirmishing  units,  can  also  be  one 
of  their  greatest  weaknesses,  Ff  you  can  catch 
these  units  with  a  block  of  infantry  or  some 
hard  cavalry,  their  lack  ot  a  rank  bonus  will 
almost  ensure  Iheir  defeat  In  combat,  however, 
beware  of  traps!  Catching  one  small  unit  can 
resuk  in  being  surrounded  by  three  others  -  not 
a  good  trade-off. 

B.  It  a  Wood  Elf  player  surprises  you  with  an  alf- 
Tree  army,  do  your  best  to  take  advantage  Of 
ihe  army's  weaknesses.  The  all -Tree  army  will 
have  few  numbers.  Try  to  gang  upon  small 
units  and  lone  Treemen.  with  powerful 
characters  and  fully  ranked  units  of  your  own, 
With  the  rank  and  outnumbering  bonuses,  you 
should  be  able  to  counter  the  powerful 
Treemen,  Tree  Kin,  and  Dryads, 

C.  Most  units  that  will  be  assigned  the  duly  of 
slowing  down  your  troops  and  preventing  you 
from  marching  will  be  small  and  relatively  weak 
in  combat.  Use  whatever  you  have  at  your 
disposal  that  can  effectively  threaten  these 
enemy  units:  your  own  Skirmishers  or  Fast 
Cavalry,  heavy  cavalry,  accurate  missile  troops, 
some  spells,  and  some  artillery  pieces. 
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WOOD  ELVES 


Goblin  Shield  Sprue  (*2) 
Glade  Guard  Sprue 
High  Elf  Spearmen  Sprue 


99360209001 

33330204001 

93330210001 
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9938020700 1  Sketeloo  Warrior  Spn 
9947020113706  MgrgSe  Lord  Signpost 
99630204002  Dryads  Sprue  " 
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Captain  von  Blitter  stein  gazed  out  over  the  parapets  and  fought  hack 
despair :  Although  cloaked  in  night,  the  enemy  bore  torches*  and 
their  lights  were  beyond  counting.  The  harsh  shouting  of  Ores 
could  be  heard  just  outside  of  cannon  range ,  More  ominously,  the 
distant  hammerings  sawing,  and  cursing  could  only  mean  that 
the  greens  kins  were  building  siege  machines.  Tomorrow's  light 
would  undoubtedly  reveal  hastily  assembled  battering  rams , 
ladders,  and  siege  towers.  The  devices  would  be  crudely 
constructed,  almost  comical,  but  von  Blitterstein  knew  the 
dangers  of  such  devices  and  had  no  intention  of  laughing. 

Before  the  morning  assault,  the  catapults  would  be  assembled 
and  pushed  forward  into  range  under  the  cover  of  darkness. 

The  timbers,  groaning  and  straining  under  severe  tension ,  would  soon 
heave  great  boulders  to  smash  into  the  castle  walls.  The  Empire  cannon  crews  had 
already  been  assembled  and  briefed.  Each  cannon  would  have  to  attempt  to  out-duel  and 
destroy  the  enemy  machines  before  damage  could  breach  the  wall ,  A  single  well-placed 
cannonball  could  smash  the  green  ski  a  catapults  info  a  ruined  pile  of  broken  kindling  -  but 
there  were  so  few  cannon  that  defeat  seemed  inevitable. 


By  morning,  the  overn 
the  walls,  wheeled  battering 

forward  to  unleash  hordes 
going  to  be  a  hard  fight. 


ing  numbers  of  Ores  would  be  revealed.  Dozens  of  ladders  would  be  flung  up  against 
rams  would  smash  info  the  gates,  and  enormous  siege  towers  would  be  pushed 
of  troops  on  the  battlements,  Sigmar  preserve  us,  thought  the  Empire  Captain,  it  is 


lido  hv  Rob  KcmI-U'  \  nmuziitx 
.•ctvita'h-lwiit  Hrawnnhitt  t ft!, tR 
has  far  morv  flttir  wui  miv 
tf/tm  ft rr  fttipud  '‘Uorly'tiohtx 
vj  the  Empire* 


AluH'e;  With  a 

amihmtfihm  of  ptuu'a 
ymtr\  urnt  Warrant  ter 
im.str\,  th{‘  i'.xm'urr  of  rhn 
i  wsitk  ha\  het'i j 

itt  rc'prrxrrrf 

ith*  fine  keep  of  o 
f it  rti'h  duke. 


One  of  the  ultimate  challenges  For 
Warhammer  players  is  the  siege  battle.  Sieges 
are  also  a  chance  for  modelers  and  terrain 
makers  to  have  some  Fun  as  well. 

Very  simply,  a  siege  battle  takes  place  when 
the  Defenders  are  protected  by  defensive 
terrain.  The  defensive  terrain  could  represent 
protective  walls,  hedgerows,  or  natural  barriers. 
Most  often,  however,  defensive  terrain  means 
specially  constructed  fortifications  to  ward  off 
enemies  The  castle  or  fortress  is  the  pinnacle 
□f  all  defensive  structures. 


SIEGES  IN  WARHAMMER 

The  rules  lor  playing  sieges  in  Warhammer 
can  be  found  in  the  Warhammer  rulebook 
There  is  an  entire  Appendix  section 
dedicated  to  the  rules  for  scaling  walls, 
battering  down  gates,  bombarding  castle 
walls,  and  more.  Additional  rules,  scenarios, 
and  army  upgrades  (like  camouflaged  Wood 
Elt  towers  and  Ironclad  Dwarf  fortresses)  can 
be  Found  in  The  Generals  Compendium, 

On  the  following  pages,  you  wifi  find  the 
Warhammer  Fortress  and  Siege  Tower  for 
conducting  your  own  siege  battles. 

The  Warhammer  Fortress  is  an  easy  way  to 
have  a  castle  in  an  in slant.  The  fortress  is 
also  a  fantastic  base  lor  modelers  to  start 
From  when  creating  their  own  defensive 
works.  Really  ambitious  terrain  makers  can 
check  our  the  Games  Workshop  web  site  for 
more  castle- making  ideas. 

A  siege  game  can  be  as  simple  as  a  small 
band  of  warriors  trying  to  throw  down  a  lonely 
watchtower  or  can  be  as  vast  and  elaborate 
as  an  assault  to  capture  a  sprawling 
enemy  fortress, 

Whether  you  are  reducing  the  focal  Vampire 
Counts  castle  to  rubble  or  attempting  to 
storm  a  walled  Empire  city,  a  good 
Warhammer  game  can  be  transformed 
into  an  amazing  siege  battle  with  the 
right  materials.. 
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Warhammer 
Fantasy  Rulebook 

60040299004 
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Warhammer  Fortress  Towers  (1)  Warhammer  Walls  (1)  Warhammer  Fortress  Gateway  (1) 

9922029901 4  99220299015  99220299016 


Warhammer  Fortress 

99220299001 


Warhammer  Siege  Tower 

991 20299001 


Here  is  a  siege  tower  dedicated  to  the  foul 
plague  God  Nurgle.  This  tower  was  scratch- 
built  out  of  balsa  wood  by  Kenny  Goodman  A 
fantastic  model  like  ihe  one  pictured  here  is 
just  one  example  of  the  siege  engines  that 
you  could  make  tor  your  army? 


Above,  the  siege  engine  prepares  to 


unto  the  ramparts. 


A  little  modeling 

putty  goes  a 
long  way  in 
creating  cool 
extra  bitz  for 
your  custom- 
built  siege  tower. 


f  NIIFGLE  SIEGE  TOWER 


One  Ring  to  rule  them  all.  One  Ring 
One  Ring  to  bring  them  all,  and  in  the 


Middle-eartfi  on 
Your  Tabletop 

The  Lord  of  The  Rings  Strategy  Battle  Game 
allows  players  to  re-create  all  the  action  of 
Middle-earth  Begin  the  journey  as  the  four 
Hobbits  set  out  across  the  Shire,  join  l he 
Fellowship,  and  dare  lo  enter  ihe  murky 
dangers  of  Moria,  You  can  charge  with  she 
Riders  of  Rohan  lo  rid  the  tand  of  Ores  or  help 
stem  the  tide  of  Saruman’s  LFruk-hai  at  Ihe 
Siege  of  Helm’s  Deep.  From  small  skirmish 
games  revolving  around  the  well-known 
heroes  to  ihe  massive  battles  of  the  Las! 
Alliance  or  Pelennor  Fields,  The  Lord  of  The 
Rings  game  puts  the  excitement  right  onto 
your  tabletop. 

The  Range 

The  Lord  of  The  Rings  range  of  Citadel 
Miniatures  contains  all  the  figures  a  collector 
will  want  to  represent  his  or  her  favorite 
character,  monster,  or  troop  type  from  the 
movies,  Even  better,  gamers  will  find  the 

iielaw:  The  Teihnnfjip  of  The 
in  JtrJlfWV'iUH  WfJiU  fir.xi  phiee  in 
The  f.ord  of  T/ie  RiugJi  (Iranp  ur 
t j/ii'i'  Mtwxli'r  t’ttU'iforv  tit  iht' 

jCrW  Atlanta  Gurney  Duv  (ioldeti 

Demon  [Hunting  etmipetititm. 


extensive  range  and  variety  of  figures  ideal 
for  gathering  models  to  play  all  the  scenarios 
from  the  action  scenes  of  Ihe  movies.  It  is 
even  possible  to  build  up  great  armies  for 
larger  and  more  glorious  battles. 

The  Lord  of  The  Rings  Strategy  Battle 
Game  was  available  originally  in  three 
separate  sets,  one  lor  each  film.  However,  a 
complete  rule  book  that  encompasses  all 
three  sets  is  now  available  for  you  to  re-enact 
the  adventures  of  the  film  trilogy.  For  those 
who  want  lo  expand  their  games  of  The  Lord 
of  The  Rings,  Ihere  are  a  number  of 
supplements  that  allow  you  to  explore 
Middle- earth  beyond  the  story  presented 
in  the  movies.  Travel  deep  into  the  Mines 
ol  Mona  with  Shadow  &  Flame,  ride  with 
the  Rohirrim  to  The  Battle  of  Refer  nor 
Fields,  defend  ihe  gates  of  Minas  Tfrlth 
with  Siege  of  Gondor,  or  defend  the 
lands  of  the  Hobbits  in  The  Scouring 
of  the  Shire.  The  possibilities  for 
games  in  Middle-earth  are  endless  with 
The  Lord  of  The  Rings  game! 


Alnivv?  Jtifin  ,\!nr\inStn  'v 
Jtvchi'cint  won  first 
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A bnrtrr  i.ifiuimu  Tyt?x  ■,  (linth  11  v?rr 
>ee*md  place  in  f  he  Lord  of  The 
yfininiitre  caU'gufy  at  the  2004  1..A 
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77jf  ijtrd  of  The  Hi  rips  Srraieps  Hattie  (hum*  h  different  from  Witthanttner  and  Waciumuner  dUJhKl  in  that  it  /ch  um's 
less  im  conflict  between  far##  armies  tutJ  mote  on  stars  ^driven  scenarios.  A  ptmi  place  to  start  is  with  the  ha  sic 
hayed  gum?  shown  Mt>w.  tl  contains  the  /nil  rules  for  phtyin} i  and  scenarios  hosed  tm  the  final  chapter  tn  the  Thi 
hmd  of  The  Miffis  tnloyx  from  finite,  van  cun  purchase  rules  supplements  ami  special  minitmtres  for  use  to  the 
multitude  of  scenarios  and  battles  from  either  the  hooks  or  vmtr  own  himpototimt  r 


Getting  Started 
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The  Lord  or  The  Rings:  Ibe  Mines  or  Moria 

60011499004 

*  112-page  rulebook  for  getting  started 

*  The  Fellowship  of  The  Ring,  24  Mona  Goblins,  &  1  Gave  Troll 

*  Bal in's  Tomb  Terrain 
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The  Lard  o!  The  Rings: 
Strategy  Rattle  Game 
Rulebook 

60041499012 

*  240-page  complete  rulebook 


The  Lord  of  The  Rings: 

The  Fellowship  of  The  Ring 
Journey  book 

60041499013 

'  96-page  book  covering  gaming,  collecting, 
and  hobby  material  centered  around  the  first 
chapter  In  The  Lord  of  The  Rings  trilogy. 


The  Breaking  of  The  Fellowship  Box  (9) 

99111499052 
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The  Fellowship  of  The  Ring  Box  (9) 

99111499002 
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Attack  at  Weathertop  Box  (10) 

99111499001 
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Isildur  Blister  (2) 

99061464074 


Giant  Eagle  Blister  (1) 

9911 1499048 


Ambush  at  Amon  Hen  Box  (24) 

99111499004 
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Mounted 
Gandalf 
the  Grey 

Model  coming 
soon! 

Picluie  naC  avtaloLHt  al  pre-ss  nine 


Gandalf  the  Grey  (2) 

99061464093 


Boromir  Blister  (2) 

99061464000 


Elrond  &  Gil-Galad  Blister  (1) 

99061463015 


Lorien  Elf  Bowmen  Blister  (Random  3) 

99061463007 


Legolas  Blister  (2) 

99061463021 


Haldir  &  Celeborn  Blister  (2) 

99061463020 


The  Lord  of  The  Rings 


Warriors  of  the  Last  Alliance  Box  (24) 

99121499002 


99061463006 


Gondorian  Bowmen  Blister  (Random  3) 

99061464002 


99061464003 
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The  Lord  of  The  Rings 


Gandalf  Blister  (2) 


Aragorn  Blister  (2) 


99061464077 


99061464079 


FaramirTs  Rangers  Blister  (Random  3) 


99061464023 
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Faramir  &  Damrod  Blister  (2) 

99061464031 


Riders  of  Rohan  Box  (6) 

99121499004 


Treebeard,  Mighty  Ent  Box  (1) 

99111499011 


(jtiilmii  Sutw  Frinftt 

Gotlum,  Sam  &  Frodo  -  The  Two  Towers  Blister  (3) 

99061499014 


Warriors  of  Rohan  Box  (24) 

99121499007 
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Rings 


The 


The 


Lord 


Theoden  Blister  (2) 

99061464082 


Gamling  Blister  (2) 

99061464083 


Eowyn  Blister  (2) 

99061464008 


Aragorn,  King  of  Gondor  Blister  (2) 

99061464078 


Homer  Blister  (2) 

99061464087 
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Haldir  on 
Foot 

With  Bow 

Model  conning 
soon! 

Picture  nai  available  ;U  fKctwi  I* 


Haldir  on  Foot  w/  Bow  (1) 

99061463024 


Faramir  Blister  (2) 

99061464085 
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Knights  of  Minas  Tlrith 
Standard  Bearer  Blister  (1) 

99061464040 


Elendil  &  Isildur  Blister  (2) 

99061464027 


Denethor  &  Armored  Boromir  Blister  (2) 

99061 4640BS 


Dunedain  of  the  North  Blister  (Random  3) 

99061464090 


Ranger 


Guardians  of  the  Shire  Box  (6) 


99111499056 

The  Guard hm,\  of  the  Shire  boxed  s-et  f  ! 

i  amain*  Gifttor  and  S  different  nnurmored  Routers. 
tiUhrtttxU  only  one  Ranger  h  ahwYf i  here. 


King  of  the  Dead  Blister  (t) 

99061466011 


The  Army  of  the  Dead  Blister  (Random  3) 

99061466012 
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Arwen  on  Foot 
and  Mounted 

Model  coming  soon! 

PipLiire  not  avflflfttHe  Hi  press  lime 


Arwen  (2) 

99061463022 


Sam  &  Bill  the  Pony  {2) 

99061461015 


Rohan  Royal  Guard  Blister  (3) 

99061464020 


Armored  Merry  &  Pippin  {2) 

99061461007 


Mounted  Rohan  Royal  Guard  Blister  (Random  1) 


99061464033 


Warriors 


The  Lord  of  The  Rings 


of  Minas  Tinth  Command  Blister  (Random  2) 

99061464036 


Guard  of  the  Fountain  Court  Blister  (Random  3) 

99061464017 


Warriors  of  Minas  Tirith  Box  (24) 


99121499008 


HaldtrTs  Elves  with  Bows  Blister  (3) 


99061463013 


Haldir's  Elves  with  Swords  Blister  (3) 


99061463014 
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The  Lord  of  The  Rings 


Sauron  Box  (3) 

99111466007 


Sbarku  Blister  (2) 

99061462032 


Gorbag  &  Shagrat 
Blister  (2) 

99061462024 


Sarurnan  &  Grima  Blister  (2) 

99061464076 


Gothmog  Blister  (2) 

99061462033 
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Goblin 
Captain 
With  a  Bow 

Model  coming 
soont 

Pidgin  nm  AMiulatsle  al  prrjss  ii nw- 


Goblin  Captains  (2) 

&9 061 462034 
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Ringwraitti  Blister  (Random  1  Mounted  &  1  on  Foot)  Ringwraith  Box  {Random  9  on  Foot) 

99061466019  99111499049 


Witch-king 
of  Angmar 
Mounted 

Model  coming 
soon! 

Ficluru  iiQl  rivdiliitile  al  press  Simfi 


Witch-King  of  Angmar  Blister  (2) 

99061466021 
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Suladan  Blister  (2) 

99061 4640S9 
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Lu  rtz 

With  a  Bow 

Model  coming 
soon! 

FiCiairr*  nnl  available  a  I  tmifl 

Lurtz  (1) 

99061 4-62035 


Lurtz  &  Grishnakh  (2) 

99061462030 
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Balrog  Box  (1) 

99111499050 
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Moria  Goblins  Box  (24) 

99121499003 
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Ringwraith  on  Fell  Beast  &  Frodo  Box  (2) 

99111493027 
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Uruk-hai  Battering  Ram  Blister  (1) 

99061462016 


Uruk-hai  Command  Blister  (Random  2) 

99061 462014 
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Uruk-hai  Siege  Ballista 

99111499009 


Uruk-hai  with  Crossbows  Blister  (Random  3) 

99061462012 


Uruk-hai  Berserkers  Blister  (Random  3) 

99061462013 
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The  Fighting  Uruk-hai  Sox  (24) 

99121499005 
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Uruk-hai  Siege  Troops  Box  (10) 

99121499006 
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Witch-king  on  Fell  Beast  Box  (1) 

99111499032 
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The  Lord  of  The  Rings 


Mordof  Ores  Box  (24) 
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Easterlings  Command  Blister  (2) 

99061464045 


99061 462020 


99061464044 
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Cave  Troll  with  Spear  Blister  (1) 

99061 46600B 


Cave  Troll  Blister  (1) 

99061466004 


Wildmen  of  Dunland  Blister  (Random  3) 

99061464025 
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The  Lord  of  The  Rings 


Mordor  Troll  Box  (1) 

99111499030 


The  Mouth  of  Sauron  Blister  (2) 

99061466010 


Shcttih 


Ftinia 


In  the  Clutches  of  Sheiob  Box  (3) 

99111499029 


The  Lord  of  The  Rings  Terrain  Pack 

99221499007 
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Shadow  sc  Flame 


Maria.  You  fear  to  go  into  those  mines.  The  Dwarves  delved  too  greedily  and  too 
deep.  You  know  what  they  awoke  in  the  darkness  of  Khazad-diim: 
shadow  and  flame. 

-Sitnmiim  tilt  While 

The  Shadow  &  Flame  supplement  is  an  invaluable  guide  to  more  gaming  in  Middle- earth.  Inside,  you 
will  find  rules  tor  Batin  and  his  Dwarves  who  dared  to  attempt  to  reclaim  Moria  from  the  darkness.  Four 
linked  scenarios  re-create  the  struggle  of  the  Dwarves  versus  the  Goblins  and  the  mighty  Balrog. 
Additional  rules  cover  Tom  Bombadit,  the  Barrow  Wights.  Glorfindel,  Radagast  the  Brown,  and  more. 
Three  more  scenarios  explore  battles  in  Rivendell,  the  Barrow  Downs,  and  Fartgorn  Forest.  Also 
included  are  painting  lips,  scenery,  and  more. 


Shadow  &  Flame 
Ruiebook 

60041499004 


Dwarf  Lords 
Dain  &  Balm  Blister  (2) 

99061465012 


Khazad  Guard  Blister  (Random  3) 

99061465006 


Dwarf  Warriors  Blister  (Random  3) 

99061465006 


Dwarf  Bowmen  Blister  (Random  3) 

99061465007 


Moria  Goblin  Drummers 

Blister  (3) 

99061462010 
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Goblin  King  of  Moria 
Blister  (1) 

99061462009 


Moria  Goblin  Shaman 
Blister  (1) 

99061462017 
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Radagast 
the  Brown 


Unik-hai 

Shaman 


Blister  (1)  Blister  (1} 

99061462019  99061464034 
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Barrow  Wights  Blister  (2) 


99061466005 


99061499041 
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This  wilt  be  the  end  of  Condor  as  we  know  it. 

Here  the  hammer-stroke  will  fall  hardest 

i  amt  jilt'  the  White 

Throughout  the  colorfully  illustrated  pages  of  this  supplement  to  The  Lord  of  The  Rings  Strategy  Battle 
Game,  you  will  find  essential  rules,  information,  and  inspiration  to  bring  even  more  detail  to  the  battles 
of  Middle-earth  on  your  own  tabletop.  Included  inside  are  the  complete  gaming  rules  for  fighting  sieges 
throughout  Middle-earth,  new  warriors  for  the  forces  of  Good  and  Evil  ,  six  linked  scenarios  to  re-create 
the  desperate  battle  for  Gondor  as  Sauron  sends  forth  his  legions,  and  two  additional  scenarios  to  play 
out  the  tense  and  dramatic  siege  of  Helm  s  Deep.  In  addition,  you'll  also  fine  detailed  advice  on 
preparing  your  fortifications  and  siege  towers,  together  with  inspiring  photographs  of  all  the  new  models 
and  scenery  that  have  been  designed  for  this  book. 


Siege  of  Gondor 
Rulebook 

60041499007 


Gondor  Battlecry  Trebuchet  Box  (1) 

99111499022 


Beregond 
Blister  (1) 

99061464051 
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Gondor  Avenger  Bolt  Thrower  Blister 
(1  War  Machine  &  3  Crew) 

99061464049 
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Siege  of  Gondor 


Mordor  War  Catapult  Box  (1) 

99111499040 


Ore  Trackers  Blister  (3) 

99061462095 


Ore  Shaman  Blister  (Random  1) 

99061462027 


Mordor  Siege  Bow  Blister  (1  War  Machine  &  3  Crew) 

99061462026 


Morannon  Ores  Blister  (Random  3) 

99061462029 
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The  Battle  of  Pelennor 
Fields  Ruiebook 

60041499008 


A  day  may  come  when  the  courage  of  men  fails ,  when  we  forsake  our  friends  and 
break  all  bonds  of  fellowship,  hul  it  is  not  this  daw 

“Aragorn 

This  supplement  for  The  Lord  of  The  Rings  Strategy  Battle  Game  brings  new  characters,  warriors,  and 
war  machines  for  both  the  forces  of  Good  and  Evil  to  the  front,  including  the  amazingly  huge  Mumakil! 
The  first  half  of  the  book  charts  the  progress  ol  the  armies  of  Ha  rad  as  they  march  northward  to  the 
great  widow -making  fields  of  Gondor,  while  the  second  half  of  the  book  is  given  over  to  reprising  those 
evocative  moments  from  the  films  and  the  books  where  the  warriors  of  Harad  have  a  key  role.  There 
are  rules  for  new  Warriors  and  Heroes,  as  well  as  the  Mumakil  to  use  in  your  games.  There  are  also  11 
new  scenarios  that  stretch  across  the  arid  land  of  Harad,  and  travel  northward  across  the  Pores  and 
Harnen  rivers  until  they  reach  the  Pelennor  Fields  themselves.  In  addition,  you1!!  find  modeling  and 
painting  advice  for  bringing  your  warriors  to  life. 


Prince  Imrahii  of  Dol  Amroth  Blister  (2) 

99061464058 


Knights 


of  DoJ  Amroth  on  Foot  Blister  (Random  3) 

99061464063 


Knight  of  Dol  Amroth  Mounted  Blister  (Random  1) 

99061464062 


Halbarad,  Captain  of 

the  Dunedain  Blister  (1) 

99061 464060 
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Rangers  of  the  North  (Random  3) 

99061464061 


Warriors  of  Harad  Box  (24) 

99121499011 
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Haradrim  Horsemen  Chieftain  Blister  (2) 

99061464070 


Haradrim  Raider  Blister  (Random  1) 

99061464069 


Hasharii  Blister  (1) 

99061464065 


Mumak  Mahod 
Blister  (I) 

99061464075 


Troll  Chieftain  Box  (1) 
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Haradrim  Command  Blister  (2) 

99061464066 


Mumakil  of  Harad  Box  (24) 

99121499010 
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reaffy  are  awaziH#  creatures !  You  can  learn  all  lhal  there  is  to  know 
about  their  ways  in  a  month,  and  yet  after  a  hundred  years, 
they  can  still  surprise  you * 

-Gan  da  If  to  Frodo 
Tin.*  Fellowship  of  The  Ring 


The  newest  supplement  for  The  Lord  of  The  Rings  Strategy  Battle  Game  contains  the  requisite  new 
assortment  of  warriors  and  heroes  for  both  Good  and  Evil,  but  this  time  the  focus  shifts  from  the  vast 
expanses  of  Middle-earth  lo  the  relatively  small  confines  of  the  once-peaceful  Shire.  The  nefarious 
Sharkey  and  his  recruited  band  of  ruffians  infiltrate  the  home  of  the  Hobbits  and  begin  to  wreak  havoc. 
The  Half  lings  are  left  with  no  choice  but  to  fight  to  protect  their  home  and  drive  the  evil  out  Bring  this 
struggle  to  life  with  the  new  rules,  scenarios,  and  modeling  projects  contained  within  this  book. 
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The  Scouring  of  the  Shire 

Rulebook 

60041499011 


Shirks 


The  Scouring  of  the  Shire  Box  (6) 


Fatty  /irj/jjj  y  lit  an  Bltmer  Ptiitithu  fimk 

Hobbits  of  the  Shire  Blister  (3) 

99061461011 


99111499046 


Farmer  Maggot  &  Hounds  Blister  (4) 

99061461012 


Hobbit  Archers  Blister  (4) 

99061461009 


Hobbit  Militia  Blister  (4) 

99061461010 


Ruffians  &  Slavers  Blister  (Random  3) 

99061464071 


Hobbit  Shinffs  &  Bounders  Blister  (4) 

99061499047 


Bandobras  <hBullroarer,T  Took  Blister  (2} 

99061461013 


Golfimbul  Blister  (2) 

99061466017 


Lobelia  Sackvilte- 


Baggios  Blister  (1} 


99061461016 
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Warg  Riders  Box  (6) 
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Showcase 


AArtsv.'  /If  Xfttf  2WW  £*w  Angeles  Gamex  Day 
Golden  Demon  fltfhuing  rainpetitkin  Angelo 
f nine's  Etrvntt  (Ri\f hi)  won  first  place  ami  Jtorwif 
Lff  >  ftmw  IVfjf/i/  tjjefti  won  third  phwe  iff  The 
D  mt  of  The  Rings  Shift  tv  Miniature  eufeftOrv. 
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m  7'Atf  L**nl  itf  The  Rinpx  Group 
or  La trge  Monster  category  at  the  2004  (Ttiragh 
Games  Day  Golden  Demon  painting  competition 


Abovei  Marik?  Reimers  (Jtthiherry  mm  jh  st 
place  in  The  Ton!  qf  Thr  Ritt  l;.v  Single  Motif! 

i  iiicftorx  at  the  2004  Chicago  Games  Day  4 

G ohh-H  Demon  planting  competition.  I 


Left?  iiwn  vn,  (mated  hy  Ztsek  Lumen  wan 
first  place  in  Tip:  Lntd  of  The  Ritigs.  Singh: 
Model  Ctifegot  v  til  the  2004  CatHtcihin  Games 
Dav  Go  then  DenlOtt  painting  vwMfH'lititn J. 


At  the  2004  iJafltnerte  Games 
Da  v  Galilei i  Dentmr  painting 
i  ’affipeiiiiati,  Andrew  Ow wit  'v 

{jLe/ifJ  n  v/if  //unf  place  amt 
Brett  f)i'\Vahf\  C hlmlriet  (Above} 
wan  second  plate  hi  The  tax'd  of 
The  Ri fifty  Slagle  Model  eftfegary 


Above;  Zaek  Lanier  S  On  Shaman  won  first  place  in 
The  fjwl  iff  the  Rings  Single  Model  category  tit  the 
2004  Haiti  more  Golden  Demon  painting  t  imipetitiott. 

I-eff:  Keith  Rmhs  \  Elves  won  third  place  in  The 
taint  of  I  he  Rings  Group  or  Dirge  Mtm.sirr  category 
at  the  2004  Atlanta  Games  Day  Gulden  Detmw 
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of  The  Rings  Film  Scene  catenary  at 
/he  2003  UK  (fames  Day  Gulden 

Dcinttn  painting  eompetititni. 


ihfttw;  Juttfu-  “ChttrfSf 

ttf  the  fioltirrim"  u'/ju  fit's i  place  in  flic  fiutih 

Scene  cate^ore  m  the  2004  Chico  Gatne.t 

t)nv  Gulden  Datum  pnintiiifi  Caltipeltihrn. 


m 

3! 

m 

-  Jf 

*  7 

!  f 

•  , 


Specialist  Games  is  a  division  of  Games 
Workshop  that  produces  its  own  line  of 
games,  gaming  supplements,  miniatures, 
and  magazines.  In  addition  to  showing  off 
some  of  the  awesome  model  ranges,  this 
section  explains  what  the  Specialist  Games 
division  is  all  about,  how  you  can  get  the 
models,  and  how  to  find  out  more. 

What  Games  Are  in  the 
Specialist  Games  Range? 

The  Specialist  Games  range  includes 
miniatures  and  materials  for  Battielfeet 
Gothic.  Blood  Bowl,  Epic  40.000,  Inquisitor, 
Mordheim,  Necromunda.  and  Warm  aster. 

How  Can  I  Get  My 
Hands  on  Atl  That  Great 
Specialist  Games  Stun? 

The  entire  range  of  Specialist  Games  is 
available  via  special  order  from: 

■  ANY  participating  Independent  Retailer 

*  ANY  Games  Workshop  Hobby  Center 

*  Through  Games  Workshop  Direct  Services' 
Mail  Order 

■  The  Games  Workshop  Online  Store 

Thus,  if  you  want  any  Specialist  Game, 
model,  bit,  or  supplement,  you  can  get  it.  Just 
ask  the  staff  of  your  favorite  store  how  to 
place  the  order. 

Why  was  the  Specialist 
Games  Division  Set  up? 

The  success  of  the  main  Games  Workshop 
games  -  Warh  a  mirier,  Warhammer  40,000, 
and  The  Lord  of  The  Rings  -  has  made  it 
difficult  for  (he  main  Games  Workshop  design 
studio  to  provide  support  for  the  other 
fantastic  gaming  systems  that  Games 
Workshop  has  produced  over  the  years,  The 
Specialist  Games  branch  is  dedicated  to 
supporting  these  fine  additions  to  the  Games 
Workshop  gaming  worlds. 

Keep  Tabs  on  What's  Going 
on  with  Specialist  Games 

The  best  way  to  stay  on  top  of  all  the 
happenings  and  releases  far  Specialist 

Games  is  to  keep  an  eye  on  the  Specialist 
Games  web  site,  which  can  be  found  at: 

www.speciajist-games.com 

This  web  site  is  a  must-see  for  fans  of  any  of 
the  Specialist  Games  ranges.  This  is  a  great 
place,  in  addition  to  White  Dwarf,  to  see  new 
releases  and  upcoming  new  supplements. 


You  Can  Contribute!!! 

The  support  for  Specialist  Games  is  written 
for  fanatical  GW  gamers  and  by  fanatical  GW 
gamers.  If  you  {yes,  YOU!)  are  really 


enthusiastic  about  a  Specialist  Game,  then 
why  not  submit  some  work?  A  contributions 
link  on  the  Specialist  Games  web  site  details 
the  information  lhat  freelancers  require. 
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Exciting  New  Challenges  For  The  Experienced 

Gamer 
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Sanctioned  Blood  Bowl  Tournament  ■ 
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Fanatic  Online 
Issue  10 
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C  \  There  is  no  peace  among  the  stars.  In  the 
K 1  void  of  space,  massive  baltlefleets  pierce 
H  the  darkness  to  enforce  the  will  of  the 

I  •,  .  »•  .  „* 

Jq  Emperor.  Vast  warships  maneuver  and  fire 
*!  at  each  other;  fighters  and  bombers  are 
w  launched  in  waves;  and  torpedoes  race 
It  toward  thetr  targets  in  a  life  and  death 
km  struggle  for  domination  of  the  Gothic  sector. 


Battlefleet  Gothic  allows  you  to  command 
fleets  of  warships  in  deadly  conflict  in  She 
voids  of  space.  The  Gothic  war  was  a  grim 
time  when  the  Imperium  of  Mankind  battled 
for  survival  in  the  hostile  depihs  of  space. 
The  system  was  plagued  by  Qrk  pirates, 
Eldar  corsairs,  and  the  most  dangerous  foe 
of  all,. .Chaos. 


The  original  Battlefleet  Gothic  game  came 
with  rules  for  four  fleets  -  Imperial,  Chaos, 
Orks,  and  Eldar.  Since  that  time,  the  hard¬ 
working  guys  In  the  Specialist  Games 
Division  have  made  rules  and  models  for 
Necrons,  Tau,  Space  Marines,  Dark  Eldar, 
and  other  space  phenomenon  like  mines 
and  more. 


Many  ttfihe  rarer-  m  Wm'tmmmer  4t)jOOQ  are 
refine H’nli'd  in  Balitcjtect  ( iiflhir  perferf  far 
titled  Cftmpilifin*  iitmMfJf;  u'ltaie  star  system: % 
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The  Game  of 


Fantasy  Football 


"Welcome,  sports  fans,  to  the  hardest-hitting 
section  ol  the  catalog!  In  these  hallowed 
pages,  you  will  find  all  the  teams  fit  to  lake 
the  field  (and  probably  some  that  are  a  bit 
questionable).  Additionally,  you  will  find 
coaches,  cheerleaders,  and  some  of  the 
most  famous  Star  Players  ever  to  play  ihe 
game,  grace  the  pitch,  or  mangle  an 
Opponent.  But  whaTs  that?  You  don’t  know 
the  game  of  Blood  Bowl?  Before  the  match 
starts.  I'd  better  band  you  over  to  the  color 
commentator.  Bob?" 


’'Thanks  Jim.  Hard  to  believe  there  are  any 
fans  out  there  who  have  not  heard  of  Blood 

Bowl.  This  sport  pits  two  teams  of  heavily 

armored  and  quite  insane  warriors  against 
each  other.  Players  on  each  team  may  pass, 
throw,  or  run  with  the  ball  in  order  to  get  it  to 
the  opposite  end  of  their  field  into  the  End 
Zone  to  score  a  Touchdown  (1  point).  Of 
course,  it's  true  that  some  players  (or  whole 
teams)  prefer  to  ignore  the  half  and  just 


pummel  and  stomp  the  opposition  into  the 
turf  -  but  hey,  that's  only  one  strategy! 
Getting  the  ball  into  Ihe  End  Zone  is  plenty 
tough,  as  Ihe  other  team  is  trying  to  crush 
the  bail  carrier,  take  the  ball,  and  start 
streaking  off  in  the  opposite  direction. 

“The  team  with  the  most  Touchdowns  at  the 
end  of  the  match  is  declared  the  winner. 
Over  Ihe  course  of  a  season,  teams  will  hire 
new  team  members,  recruit  Star  Players, 
replace  dead  players,  deal  with  injuries,  and 
more.  It  takes  a  lot  of  training  and  hard  work 
to  reach  the  finals!  Of  course,  a  titlE© 
treachery  never  hurt  anybody's  chances  for 
victory,  either  Well,  it  looks  like  tonight's 
game  is  about  to  begin,  but  before  we  gei 
underway  with  the  kickoff,  we  have  a  special 
interview  with  ex- player  Stu  McGore  who 
has  just  dropped  by  Ihe  booth,  Good  to  see 
you,  Stu,  What's  your  opinion  on  the  type  01 
game  we’ll  see  tonight?” 

“Get  'em!  Stomp  on  ’em)  Crump  'em!" 

"Er... thanks  for  that,  Stu.  As  I  thought,  hit  in 
the  head  and  thrown  off  the  playing  pitch  too 
many  times,  Now  back  lo  you,  Jim.,.’’ 
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League  Play 


Blood  Bowl  can  be  played  as  an  enjoyable 
one-off  game  over  the  course  of  few  hours. 
To  experience  the  full-till,  bone-crunching 
joys  of  Blood  Bowl  fully,  you  have  to  play  a 
league  or  season  of  games! 

In  most  leagues,  all  players  (How  many?  As 
many  of  them  as  you  can  round  up!)  enter 
their  teams  in  a  quest  for  a  particular  Cup  ot 
Championship.  Wins  and  losses  are 
tracked,  and  so  are  Star  Player  points  and 
the  amount  of  gold  crowns  earned  from  fan 
attendance.  Each  player  builds  up  his  team, 
fan  base,  and  player  skills.  Rivalries  are 
established;  pEayers  gain  notoriety:  and 
irades,  bribes,  and  more  ensue. 

Depending  on  how  gamers  structure  their 
league,  the  matches  can  last  over  the 

COUrSO  of  a  weekend,  a  few  weeks,  or  even 

months  and  longer.  At  Ihe  end  of  the 
season,  a  playoff  round  is  battled  out  by  the 
top  players,  with  ihe  overall  winner  taking 
the  cup  and  being  declared  Champion. 
Glory,  prestige,  and  poorly  hidden  ire  are 
heaped  upon  the  winner. 
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Squad  after  squad  of  Infantry  file  into 
combat,  vast  columns  of  armor,  super  heavy 
tanks  fire  devastating  barrages,  and 
massive  Titans  tower  over  the  battlefield  in  a 
combined  arms  effort  to  win  the  day.  Epic: 
Armageddon  ss  warfare  in  the  deadly  41  st 
millennium  but  on  a  whole  new  scale. 


commander  or  warlord.  Where  a  game  of 
Warhammer  40,000  might  have  a  few  tanks 
per  side,  the  size  of  Epic:  Armageddon 
allows  for  dozens  upon  dozens  of  such 
vehicles  of  destruction  to  be  under  the 

need  that  kind 


Longtime  hobbyists  will  recognize  much  in 
Epic:  Armageddon,  as  it  combines  many  of 
the  prevrous  Epic-Scale  models  and  concepts 
with  the  War  hammer  40,000  Battle  for 
Armageddon  Campaign,  Serious  veterans  will 
even  recall  board  games  about  the  many 
struggles  on  this  key  Imperial  planet. 

Epic:  Armageddon  includes  a  history  of  the 
major  wars  fought  on  Armageddon  and 
details  the  military  units  that  took  place  in  the 
ferocious  lighting  that  occurred.  The  new 
Epic:  Armageddon  rules  are  designed  to 
reflect  the  kinds  of  battles  that  were  rampant 
on  the  planet  during  the  last  Ork  invasion, 


control  of  each  player.  You 
of  firepower  to  take  on  the  enemy!  Mighty 
Titans,  Immense  war  machines  the  size  of 
skyscrapers,  stride  Into  the  fray.  Flyers 
streak  overhead,  and  squad  alter  squad  of 
infantry  hole  up  in  cover  to  offer  support  or 
launch  assaults  to  swarm  over  enemy 
armor.  The  game  is  all  about  artillery 
barrages,  swift  scouting  vehicles,  and  the 
kinds  of  battles  that  any  gamer  would  truly 
deem  EPIC, 


The  Epic:  Armageddon  rules  allow  players 
to  fight  battles  with  Epic-scale  models 
(about  6  or  7  mm  tall  for  a  man-sized 
creature).  This  fantastic  scale  allows  access 
to  the  full  spectrum  ot  units  and  all  manner 
o!  war  machines  available  to  a  futuristic 
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H  otto  tit:  fmpctmf  ArbiiruUH 


at  Welcome  to  the  shadowy  world  of  the  ||l||||iSjt0r-SC3l6  MOdelS 

to  Inquisitor!  This  narrative  wargame  allows  you 

y,  to  play  the  part  of  a  bold  hero  or  cruel  villain  in  Games  Workshop  has  designed  an  extensive 

n.  the  horrifying  universe  of  the  41st  mil lennium.  ran9'e  o(  Inquisitor  models  for  all  of  the 

ie  Each  playei  controls  one  or  more  characters  characters  detailed  in  the  Inquisitor  ruJebook 

of  who  are  represented  by  large-scale  many  more  besides.  These  large-scale 

sS  miniatures  that  move  and  tight  over  a  tabletop  models  are  much  bigger  than  the  majority  of 

battlefield.  This  skirmish-level  narrative-  Citadel  Miniatures.  Man-sized  models  In  the 

ie  driven  game  adds  a  whole  new  level  of  detail  other  GW  games  are  approximately  26  mm 

St  to  gaming  in  the  41st  millennium.  high,  whereas  I  hose  for  Inquisitor  are  roughly 

The  Inquisitor  ruts  book  contains  all  the  rules  mm  to  mrr] 

■d  needed  to  play  as  well  as  a  comprehensive  GonURrsiOll  IfftROS 

it,  armory  and  details  of  many  special  talents, 

re  abilities,  and  psychic  powers.  Extensive  tips  With  aH  the  individuality  of  characters  in 

and  guidance  for  Games  Masters  can  be  Inquisitor  and  the  hyper-detailed  skirmish 

■s  found  as  well  as  15  fully  detailed  sample  rules,  many  players  find  themselves  doing 

K\  characters.  Inquisitive  minds  will  also  find  conversions  on  their  large-scale  models.  Of 

ie  plenty  of  background  for  the  character  types  course,  it  is  possible  to  use  all  the  bitz  in  the 

ht  as  well  as  painting  and  modeling  tips.  So,  Inquisitor  range,  but  cunning  converters  will  be 

to  tor  those  of  you  ready  for  more  character  able  to  find  a  host  of  parts  Ihroughout  the  rest 

in  and  roleplay  in  your  tabletop  gaming,  of  ibis  catalog,  especially  with  large  monsters 

Inquisitor  is  for  you.  and  even  some  war  machines  or  vehicles! 
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lists  rules  for  weapons  as  well  as  a  lull  array 
of  useful  equipment,  like  bio- scanners,  auto- 
repairers,  bionic  eyes,  medi-paeks. 
Screamers,  and  more.  The  excellent 
campaign  system  and  scenarios  really  add 
a  challenge  for  gangs  to  live  and  survive  the 
long  haul  of  ihe  hard  iFfe  in  the  Underhive. 

The  Hives 

In  the  41st  millennium,  many  planets  that  were 
once  fair  and  supported  many  life  forms  have 
been  choked  and  dogged  with  vast  populations 
and  ruinous  pollution.  Necromunda  is  just  such 
a  planet.  The  populace,  minus  vagabond 
drifters  who  somehow  survive  rn  the  Ash 
wastes,  live  in  enormous  Hives,  The  Hives  of 
Necromunda  tower  cut  of  the  wastelands  like 
mountains.  The  vast  spires  reach  above  the 
poisoned  cloud  cover  and  pierce  the 
atmosphere.  In  addition  to  going  upward,  these 
vast  Hjvos  spread  out  and  downward  to  far 
below  Ihe  surface, 

Built  up  over  thousands  of  years,  the  many 
different  Hives  have  sprawling  level  after 
level.  Some  levels  are  new  while  others  hide 


long  lost  technology  or  mysteries  that  were 
better  left  undiscovered. 

The  topmost  layers  of  the  Hive  are 
spacious,  with  domes  looking  down  on  the 
clouds.  These  upper  hive  dwellers  are  the 
rulers  of  the  Hive  and  of  the  very  planet 
itself.  Nobility,  such  as  it  isf  dwells  on  the 
next  lowest  levels.  Far.  far  below  the  cloud 
level,  where  the  light  of  Ihe  sun  is  never 
seen  the  Hive  City  throbs  with  life  crammed 
into  every  nook  and  cranny.  Massive 
Industrial  complexes,  honeycombed 
sewers,  venting,  and  air  filtration  systems 
spread  throughout  the  cramped  and 
polluted  uneferhive.  Here  dwell  the  majority 
of  the  people  -  Hlvers,  as  they  are  called. 
Still  further  down,  far  below  the  planet's 
surface  is  the  Hive  bottom,  which  houses 
unbelievable  horrors  that  have  long  been 
forgotten  by  those  fortunate  enough  to  rise 
above  them  The  discharged  filth  and 
pollution  from  alt  the  upper  levels  eventually 
finds  its  way  to  a  putrid  lake  ol  radioactive 
matter  called  ihe  Sump.  Here,  at  the  very 
base  of  the  spire,  dwell  (he  mutant  dregs, 
denizens  of  darkness  and  pollution, 


Necromunda  is  a  game  that  allows  players  to 
take  part  in  the  rival  gang  wars  (hat  occur  amid 
the  ruined  buildings,  gantries,  and  multi-level 
walkways  of  the  futuristic  Hive  cities.  Players 
must  not  only  outmaneuver  and  outfight 
opponents  on  the  tabletop  but  also  learn  how 
to  equip  and  expand  their  gangs.  The  weak  do 
not  survive  long  in  the  Underhive. 

Battles  in  the  Under  hive 

Necromunda  is  a  fast -playing  and 
atmospheric  game  that  takes  place  in  the 
vast  and  horrible  Hive  Cities  of  the  future.  As 
a  player,  you  control  a  gang  that  seeks 
riches,  powerful  weaponry,  the  wonders  of 
age-old  technology,  territory,  or  anything 
else  that  will  help  put  you  on  top  ot  your  own 
corner  of  Ihe  slag  heaps  and  tunnels  that 
make  up  Ihe  Underhives  of  Necromunda. 

This  skirmish-level  game  es  heaped  with 
detail,  like  having  your  gang  members  gain 
skills  and  experience,  run  out  of  ammo  at  a 
critical  lime,  climb  up  ladders,  leap  off 
balconies  into  combat,  or  hire  bounty 
hunters  to  assist  your  missions.  The  armory 
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Warmaster  is  a  game  of  conflict  on  a  grand  scale 
in  the  Warhaminer  world.  The  smaller  scale  oi 
the  models  allows  for  a  more  abstract  rules  set 
and  larger,  more  sweeping  strategies  and 
tactics.  Indeed,  it  is  more  the  general's  ability  to 
command  that  will  win  the  day  over  brute 
strengih  or  individual  heroics.  Vast  armies  of 
infantry,  cavalry,  artillery,  and  monsters  are 

arrayed  on  the  fields  of  battle,  and  the  opposing 
generals  lock  wits.  Warhammer  tans  will  be 
thrilled  to  see  their  armies  and  troop  types 
brought  to  life  on  a  different  scale,  but.  the  scope 
of  Warmaster  makes  it  a  whole  new  game 
altogether  Breaking  an  army’s  center, 
destroying  the  enemy's  command  and  control, 
and  enticing  the  foe  to  overextend  his  battle  line 
are  Ehe  "grand  level"  tactics  that  are  part  and 

parcel  of  Warmaster, 

Bold  Sweeping  Maneuvers 
and  Mighty  Battles 

The  design  theme  for  the  game  of  Warmaster 
is  plain  and  simple:  big  battles.  The  game 


firmly  places  the  player  in  the  role  of  the 
general  making  plana,  issuing  orders,  and 
maneuvering  his  vast  army  into  an 
undef  eatable  position.  The  emphasis  on 
command  control  means  that  it  is  possible  for 
troops  to  undertake  sweeping  flanking  moves 
in  a  single  turn,  white  other,  Eess  fortunate 
troops  just  sit  back  in  their  Deployment  Zone 
and  wait  tor  instructions  that  never  arrive. 
Certainly,  luck  plays  its  part,  but  a  good 
commander  makes  use  of  all  the  tools  at  his 
disposal  -  heroes,  wizards,  and  others  along 
the  chain  of  command  —  to  issue  orders 
across  the  far-flung  battle  lines  to  make  the 
best  luck  possible. 

To  accommodate  the  grand  scale  oi  the 
battlefield,  the  models  themselves  are 

relatively  small  A  man  is  about  1G  mm  tall 
compared  with  a  man-sized  model  from 
Warhammer  or  War  hammer  40,000,  which 
is  approximately  28  mm  tall,  This  small  size 
enables  the  miniature  designers  to  craft 
most  combatants  in  whole  ranks  or  -:strips,: 


that  fasten  to  rectangular  20-mm  x  4G-mm 
bases  or  "stands.'  Warmaster  models  are 
cast  in  metal,  and  most  are  designed  to  fit 
onto  the  plastic  bases  supplied,  A  few  large 
models  require  you  to  modify  the  bases  or 
make  your  own  from  scratch,  In  order  to 
distinguish  character  pieces,  many  players 
like  to  substitute  the  standard  rectangular 
bases  for  round  bases  made  from  coins  or 
washers,  Infantry  and  cavalry  units 
generally  consist  of  three  bases  or  stands 
as  shown  in  this  catalog.  Some  units  consist 
of  fewer  Stands,  and  most  large  monsters  fit 
onto  just  one.  In  all  cases,  the  model  range 
has  been  designed  so  that  you  buy  one 
whole  unit  at  a  time.  The  character  sets 
include  a  variety  of  pieces  including  extra 
hitz  (the  designers  like  doing  characters!) 
but  always  contain  enough  pieces  to  make 
at  least  one  general,  one  hero,  arid  one 
wizard  stand.  Once  exception  is  the  Slann 
Mage-Priest  for  the  Lizardmen.  He's  so  fat 
that  we  had  to  put  him  in  his  own  pack, 
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A  Vast  Hobby 

The  majority  of  this  massive  catalog  is  taken 
up  by  page  alter  page  of  the  best  miniatures 
ever  produced,  but  of  course,  the  hobby  is 
bigger  than  the  models  This  section  is 
dedicated  to  all  the  painting  and  hobby 
supplies  that  can  help  you  get  the  most  out  of 


heights  -  tightly  packed  hive  cites.  Dwarf 
mines,  and  more,  Really  inspirational  high- 
end  games  like  siege  battles,  city  fights, 
underground  warfare,  or  even  starship 
boarding  actions  are  the  kind  of  scenarios 
that  gamers  dream  of  playing  and  require  the 
kind  of  terrain  that  hohbyists  aspire  to  design 
and  create. 


good-natured  camaraderie  of  playing  a 
tabletop  wargame  remains  unmatched  by 
any  other  experience.  You'll  find  extra  bases, 
movement  trays,  see-through  templates  for 
area  effect  weapons,  and  more  to  make  your 
gaming  experience  fast  and  fun, 

Painting  &  Hobby  Supplies 


ULTRAMARINES 
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this  fantastic  hobby. 

Painting 

There  is  no  denying  the  appeal  of  painting 
and  painted  models.  There  is  an  entire 
spectrum  of  painting  -  from  exquisitely 
detailed  models  that  can  take  weeks  ol  work 
to  complete  to  simple  and  clean  basecoated 
soldiers  pleasingly  ranked  up  for  battle.  From 
contestants  in  the  Golden  Demon,  the 
ultimate  GW  painting  competition,  to  the 
more  humble  speed  painter  who  just  wants 
some  color  on  his  models  for  an  upcoming 
battle,  many  types  of  hobbyists  enjoy  (his 
oxciting  aspect  of  the  hobby. 

In  this  section,  you  will  find  the  Citadel  Colour 
line  of  water-based  acrylic  paints  as  well  as 
brushes,  spray  primers,  and  more. 

Modeling 

In  addition  to  cleaning  up  mold  lines  and 
preparing  models  to  paint,  some  hobbyists 
like  to  convert  models.  A  converter  will  hack 
off  a  bit  here,  add  a  bit  there,  and  suddenly  a 
unique  figure  or  pose  is  created.  New 
weapons,  peg  legs,  battle  scars,  and  all 
manner  of  new  alterations  can  be  made  by 
the  model  converter  to  bring  a  unique  piece 
to  life.  Even  larger  pieces,  like  tanks  or 
Dragons,  can  really  let  a  modeler  go  all  out. 

To  aid  the  hobbyist  in  modeling,  Games 
Workshop  sells  all  manner  of  tools  such  as 
files  and  pin  vises  as  well  as  essentials  iike 

glue  and  puUy. 

Diorama  Making 

Some  hobbyists  combine  painting  and 
modeling  to  create  life-like  dioramas  that  are 
striking  to  behold.  A  well-painted  model  looks 
even  better  in  a  realistic  vignette  -  perhaps 
an  Empire  Knight  entering  the  Drakwald 
forest  or  a  Lictor  waiting  to  spring  onto  an 
unsuspecting  victim.  A  great  diorama  tells  an 
interesting  story  and  brings  life  to  the  models. 

Terrain  Making 

Where  are  your  armies  going  to 
Nothing  will  make  a  wargamer  yearn  tor 
battle  like  an  evocative  gaming  table  with 
interesting  terrain. 

It  may  start  with  simple  hills,  forests,  or 
defensible  emplacements,  but  soon  the  rich 
environments  of  Games  Workshop’s  worlds 
will  inspire  a  terrain  builder  to  soar  to  new 
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in  this  section,  you  will  Sind  some  very  useful 
tools  for  building  terrain,  like  the  wonder 
cutter  as  well  as  some  great  starter  terrain 
like  hills  and  trees, 


Gaming 

And  the  whole 
Win  or  lose,  the 
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It  doesn't  matter  il  you  like  all  aspects  of  the 
hobby  equally  or  if  you  only  participate  rn  one 
particular  aspect,  this  section  can  add  to  your 
enjoyment.  On  the  following  page,  we've 
wedged  in  loads  of  examples  of  tools  in  use, 
modeling  techniques,  and  types  of  projects. 
Loads  more  can  be  found  each  month  in 
White  Dwarf  magazine  or  on  the  GW  web  site. 


How  to  Make 
Wargames  Terrain 
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How  to  Paint 
Citadel  Miniatures 
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How  to  Paint 
Space  Marines 
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Shadow  Grey 
Spray  Paint 
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Stood  Red 

Spray  Paint 

13209999021 


BLEACHED  bone 
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Bleached  Bone 
Spray  Paint 

13209999014 


Dark  Angels 
Green  Spray  Paint 

13209999015 
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Ultramarine 
Blue  Spray  Paint 

13209999022 


Boltgun  Metal 
Spray  Paint 

13209999025 
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CITADEL  COLOUR  PAINTS 


SCAB  RED 

991009W1(n 


SUNBURST  YELLOW 

99189999107 


VOMIT  BROWN 


ELF  FLESH 

991 89993120 


ULTRAMARINES  BLUE 

99169999130 


SCORPION  GREEN 

$91 89399 137 


SPACE  WOLVES  GREY 

99 1699991  -16 


GRAVEYARD  EARTH 

39 1 099991 78 


RED  GORE 

99189999102 


SAD  MOON  YELLOW 

991 399991  OB 


BLEACHED  BONE 

99100999114 


LLCHE  PURPLE 

99 1 09999 I 24 


ENCHANTED  SLUE 

99189393131 


GOBLIN  GREEN 

99189999135 


CHAOS  BLACK 

991 89999 140 


KO  MM  ANDO  KHAKI 

991 099991 7-9 


BLOOD  RED 

991 099901 03 


SCORCHED  BROWN 

991S99991Q9 


DARK  FLESH 

33 1 83999 1 1 5 


WARLOCK  PURPLE 

99109999125 


LCE  BLUE 

99189993133 


ROTTING  FLESH 

99139999140 


CODEX  GREY 

99189999149 


DESERT  YELLOW 

99139909180 


BLAZING  ORANGE 

99 1 69999 1 04 


BESTIAL  BROWN 

9916999911;:; 


VERMIN  BROWN 

99189999115 


TENTACLE  PINK 

991 399991 26 


HAWK  TURQUOISE 

99139993134 


CAMO  GREEN 

93109999141 


fortress  grey 

99109999150 


FIERY  ORANGE 

99189999105 


SNAKEBITE  LEATHER 

99133339111 


DWARF  FLESH 

99109999110 


MIDNIGHT  BLUE 

901 69999 12? 


DARK  ANGELS  GREEN 

99169999135 


SCALY  GREEN 

991 699591 M2 


Ml  999991 51 


GOLDEN  YELLOW 

99183999106 


BUBONIC  BROWN 

99189993112 


BRONZED  FLESH 

99169999H9 


REGAL  BLUE 

931S0993129 


SNOT  GREEN 

99189999136 


SHADOW  GREY 

99I09999U5 


TERRACOTTA 

991 09999177 


CATACHAN  GREEN 

39183939181 


TANNED  FLESH 

39189933176 


93189999174 


METALLIC  PAINTS 


MITHRIL  SILVER 

99 1839991 52 


CHAINMAIL  BOLTGUN  METAL 

991899931  S3  93189999154 


TIN  BlTZ  DWARF  BRONZE  BRAZEN  BRASS 

991 699991 &5  901 099991 S7  99189399153 


BURNISHED  GOLD 

991 33909 159 


SHINING  GOLD 

391 899991 63 
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CITADEL  COLOUR 


CITADEL  COLOUR  INKS 


L 


RED  INK 

39169959161 


MAGENTA  INK 

&9 1899991 62 


YELLOW  INK 

99169599164 


PURPLE  INK  GLUE  INK 

99169999167  991S999916B 


DARK  GREEN  INK 

99169959171 


BROW  N  INK  CHESTN  UT  I N  K 

99169999165  99169939166 


BLACK  INK  FLESH  WASH 

99189999172  98T&9999173 


Mixing  Pot  (1) 

99189999182 


Games  Workshop  Paint  Set 

99179999003 


Games  Workshop  Mega  Paint  Set 

99179999004 

Cttmiiining  the  entire  range  of  Citadel  Colour  jwint\.  the  Mega  Paint  Set  i.\  sumrthirig  no  wrintts  hobbyist  should  be  wUInwt,  H-Vf/r  PVA  f winter 
glue  to  apply  itun/elini{  fiork  tMtl  \tirnl /or  enharu  ittg  yanr  ti  painting  guide,  hrUJthex,  am!  ft'pjr  empty  pa  h  to  mix  vfflfr  favorite  rotors  as, 

this  kit  ix  an  invaluable  anti  rump  retentive  resource  far  fwhttmg  yanr  armies. 
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JEU  DE  PtNCEAuX 
PIW3&U6T 

Mmwwmm 

SET  EM  PEN  NIELLI 

pprnmnv  h 


7  ffV  t  H '4- *■ 


If  34-1 


Wbm £  7 1 


SUPER  detail 

DETAIL 

STANDARD 

BASECOAT 

LARGE 

SMALL 

LARGE 

TANK 

BRUSH 

BRUSH 

BRUSH 

BRUSH 

BRUSH 

ORYBRUSH 

DRYBRUSH 

BRUSH 

35135939013 

59193959014 

99199393015 

99159599616 

99199939017 

99199999018 

501 99995009 

5919939901? 

3EK& 

ft  ^fJt 

¥D  ffBHO 


Citadel  Brush  Set 

99239999019 
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Pin  Vise  Drill  Bits 

99239999024 


Craft  Knife  Blades 

99239999023 


Cutting  Set 

99239999014 


Saw  &  Blades 

99239999013 


Pin  Vise  Set  Tweezers 

99239999010  99239999017 
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MODELING  TOOLS 


Painting  Station 

99239999018 


Hot  Wire  Too! 

99239999012 


MODELLING 


CAhES 

WORKSHOP 


Modeling  Putty  {Green  Stuff) 

99219999005 


Citadel  Tape  Measure 

99239999009 


D  I  j  QKC 

99239999016 


Side  Cutters 

9923999900B 


File  Set 

99239999011 


Sculpting  Tool 

99239999015 
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Modeling  Flock 

99229999020 


Static  Grass 

99229999021 


Modeling  Sand 

99229999023 


Modeling  Gravel 

99229999024 


40 K  Walls  &  Barricades 

99220199008 


Hills 

99229999048 


Hedges  &  Walls 

99220299004 
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Woods 

99229999027 


CITADEL 
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HOBBY  EXTRAS 
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Citadel  Super  Glue 

13219999004 


Citadel  Plastic  Glue 

13219999011 


Citadel  PVA  Glue 

99219999006 


r 


Figure  Case  (1) 

99239999007 


1 


A  1 


Movement  Trays 

99229999013 


Figure  Case  Trays  (3) 

1323999009 


Battle  Dice 

99229999051 


WWW  GAMES- 


\U  ITT  r-.ii"iiix*pr  mpplcit  ■  r. r-i  IiPa  ti4  ^in  off  *11  *  jmI’  iitf  nilltn  tdwl *  fri- 1  MIUM  miY  I  .l-iU  Ittijfr  Ili*r4i*l 


BASES 


J 


40mm  Square  Bases  (16) 

99229999031 


BIT  NAME:  40MM  SQUARE  BASE 

BIT  CODE:  93379939011 


\ 


20mm  Square 
Bases  (60) 

99229999034 

BIT  NAME:  2Gr.TM  SQUARE  QASE 

BIT  CODE  99379999004 


20mm  Square 
Parallel  Base  (4) 

99379999005 


20mm  Square 
Solid  Base  (4) 

99379999007 


Small  Regiment  Bases  (15) 


99229999039 

BIT  NAME:  SMALL  REGIMENT  BASE 

BIT  CODE'  993799990?1 


50mm  Square  Bases  (15) 

99229999035 


BIT  NAME:  5QMM  SQUARE  BASE 

BIT  CODE'  99379999^2 


Cavalry  Solid  Base  (1) 

99379999015 


Cavalry  Bases  (30) 


99229999030 

BIT  NAME:  CAVALRY  BASE 

BIT  CODE:  S&379M&02D 


\ 


25mm  Square  25mm  Square  25mm  Square 

Bases  (60)  Parallel  Base  (4)  Solid  Base  (4) 

99229999029  99379999006  99379999019 

BIT  TJAM£;  25MM  BASE 

BIT  CODE'  993799090O& 


Large  Regiment  Bases  (15) 

99229999038 


BIT  NAME:  LARGE  REGIMENT  BASE 

BIT  CODE  90379399E?? 


Chariot  Base  (1) 

99379999030 
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HOBBY  SEIPFUES 


60mm  Round 
Bases  (15) 
99229999043 


SIT  NAME;  60MM  ROUND  BASE 

SIT  COPE:  99370399001 


60mm  Round  Base  (1) 

99379999031 


40mm  Round 
Bases  (25) 

99229999042 


BIT  NAME:  40 MM  BOUND  BASE 

81 T  CODS:  99379599023 


25mm  Round 
Bases  (56) 

99229999033 

SIT  NAME:  25MM  ROUND  BASE 

SIT  CODE:  95379999009 


25mm  Round 
Solid  Base  (4) 

99379999010 


60mm  Dreadnought  Base  (1) 

993901 01 008 


tone:  Thf  60mm  fit  mini  /W  W.m.t99Q0l  <:■ 
UpprtwiimHi'fy  2mm  iftiek,  whit?  the  fiOtttm  Rurmi 
hue  $*>*7 ^yyVfJ,?/  r.t  apprwimah'ty  >mm  thief,. 


Warm aster  Bases  (3) 

99371299001 


Large  Flying  Bases  (16)  Small  Flying  Bases  (12)  Epic  Bases  (4) 

99229999036  99229999032  9937999901 6 
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With  our  Direct  Order  Service,  Games 
Workshop  is  only  a  phone  call  av^ay,  Whether 
you  are  ordering  products,  trying  to  get  a 
customer  service  issue  sorted  out,  or  just 
asking  a  hobby  question,  give  us  a  call,  What 
else  can  our  Direct  Services  department  do 
for  you?  Read  omv 

What  Gan  We  Do  for  YouP 

The  Direct  Services  Department  at  Games 
Workshop  is  here  to  serve  you,  the  hobbyist. 
Here  is  what  we  can  do  for  you. 

Mail  Order  Sendee 

All  the  products  in  the  Complete  Catalog  are 
available  to  you  through  Direct  Services.  Just 
let  us  know  what  you'd  like,  and  we'll  get  it 
shipped  to  you  quickly  and  efficiently] 

Customer  Service  issues 

Did  your  last  order  include  a  miscast  model? 
Are  you  missing  a  shield  off  your  plastic 
regiment  sprue?  Give  us  a  call,  and  well  tel! 
you  how  we  can  get  the  problem  solved! 

Hud  the  Store  Nearest  you 

Supporting  your  local  store  is  always  a  great 
idea,  After  all  where  else  are  you  going  to  go 
to  play  join  leagues,  and  trounce  everyone 
with  your  army?  Give  us  a  call,  and  we  can 
search  the  database  for  the  shops  nearest 
you.  You  can  do  this  yourself  on  the  internet, 
but  should  you  be  unable  to  reach  the  World 
Wide  Web,  we're  glad  to  help. 

Remember  this  handy  feature  next  time  you 
travel  as  well  -  what  a  great  opportunity  to 
check  out  some  hot  gaming  spots  on  your 
next  business  trip,  family  outing,  or  vacation! 


Subscribe 

Lock  in  a  year  (or  more)  of  White  Dwarf] 

Got  Hobby  Questions??? 

The  members  of  our  Direct  Services  staff  are 
all  hobbyists.  They  will  be  glad  to  explain  to 
you  what  green  stuff  is  [and  why  it  is  called 
that),  how  to  get  started  with  any  of  our 
games,  or  what  troops  qualify  as  Core  in  a 
Dark  Elf  army. 

Each  Hobby  Specialist  has  ugh l  in  front  of 

him  a  huge  stack  of  old  issues  of  White  Dwarf 
(what  issue  had  the  battle  report  of  Guard 
vs.-?)  as  well  as  all  the  latest  rulebooks  and 
army  Codices.  It  we  don't  know  the  answer, 
well  do  our  best  to  took  it  up  for  you. 

Ordering  from 
Direct  Services 

There  are  three  easy  and  convenient 
methods  you  may  use  to  order. 

Call  us  at  1 -800-394-GAME. 

Fax  us  at  410-689-2330. 

Order  by  mail  (see  address  below). 

Games  Workshop  accepts  Visa,  Mastercard, 
American  Express,  and  Discover  When 
ordering  by  mail  or  fax.  please  be  sure  to 
include  a  complete  mailing  address  where 
you  would  like  your  order  shipped  (including 
your  phone  number  and  e-mail  address). 
When  ordering  by  mail.  Games  Workshop 
accepts  Checks  and  Money  Orders. 

Please  note  that  Maryland  and  Virginia 
residents  must  add  5%  tax. 


US  DIRECT  SERVICES  INFORMATION 

Phone,  1  800  394-GAME  Fax,  1-410-689-2330 

Call  7  days  a  week,  10:00  a.m.  -  9  p.m.  Monday  through  Sunday  (Eastern) 

Games  Workshop  Direct  Services 

6721  Bay  meadow  Drive 
Glen  Burnie,  MD  210G0-6401 


G62  GAMES  WOKKKHUP  UAIfllOE - 

y||  m,HI  fiTlTT^  ih  -fc.-ipi,-.:  M  -lr  h  I  W#  ~  **  *-I  -il  U-!.  hit  fc-rHliriB  **  pjilfil  I  J«*.lriiil  ill 


Shipping  &  Handling 

Orders  may  take  up  to  3  to  5  business 
days  to  arrive  at  any  address  in  the 
continental  US. 


Games  Workshop 
Shipping  &  Handling 


Orders  to  $20.00 

$6.50 

$20.01  to  $40.00 

$7.50 

$40.01  to  $60.00 

$8  50 

$60.01  to  $80.00 

$9.50 

$80.01  to  $100.00 

$10.50 

$100.01  to  OVER 

FREE! 

P.O.  Boxes,  APO,  FPO  - 
sent  via  US  Postal  Service, 

Orders  are 

PR.  AK.  Ht  Orders  are 
UPS  2nd  Day  Service 

sent  via 

additional  services 

Next  Day  Delivery  -  Add  $10.00. 


Foreign  Shipping  Charges  Please  call 
for  detaits. 

SPRAY  PAINTS  AND  PRIMERS 

Due  to  Federal  regulations,  no  spray 
cans  may  be  shipped  via  any  form  of  air 
carrier.  We  can  only  send  spray  cans  via 
ground  service.  This  limits  us  to  selling 
spray  paints  and  primers  lo  continental 
US  and  Canadian  addresses  only  [NO 
P.O,  Boxes), 
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Open  24  hours  a  day,  7  days  a  week,  the 
Games  Workshop  onfine  store  is  stocked  with 
everything  Games  Workshop  sells.  Whether 
you  are  looking  tor  a  conversion  bil,  a  missing 
paint  color,  or  a  whole  new  army,  shopping 
online  with  Games  Workshop  is  safe,  fast, 
and  easy.  From  back  issues  of  I White  Dwarf  to 
new  releases,  the  Games  Workshop  Online 
Store  has  it  alb 


Bitz  Orders 

Ordering  individual  bitz  and  components  for 
conversions  couldn’t  be  easier!  Wherever 
possible,  each  game,  boxed  regiment  or 
model,  and  blister  pack  fs  broken  down  into 
component  parts,  each  with  its  own  code  and 
price  for  easy  individual  purchase  with  just  a 
few  clicks  of  a  mouse- 


Advanced  Orders 
&  New  Releases 

These  regularly  updated  sections  are  more 
complete  than  ever  in  the  Online  Store.  You 
can  see  all  the  new  cool  jazz  that  GW  is  about 
to  release  and  place  pre orders  for  up  and 
coming  items  so  that  you  can  be  the  first  one 
on  your  block  with  all  the  newest  swag, 
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Welcome  to  the  Games  Workshop  1JS  Online  Store 


Whfn  p^n 


$*  f!  refi 


iN i?\v  in  fhe  online  Store: 


DEEP  STRIKE!!! 


Upcoming  Even  is  Now  On  Sale: 


NirifilrtHf; 


Rialuf*d  Btm: 


Garret  OwBaftmorw  -  ^-av  ia 


riarr-s  s  Day  Chicago  ~  Jury  3D 
TpcKe^s  go  gh:  sale  Apm  25.  20&£. 


■  Nvw  to  th#  ©nlinn  Sun?  Taht  otir  lufwml 


»SuburlH  K  WhH*.  Owarf  Mjaailrt#! 


■  Dg  y w  have  e^usi Item 7  Can'd  find 
Infr-ormafikm  about  shij^ung^  Lo ah  for  llw 
aMwen  In  41m  FAQ. 


Black 


SPACE.  MARINE  TERMINATORS 


rt you  n«E Ed  iita  *g  fn>lDrma&an  about  Games 
Day  make  sure  you  check  oul  Ihe  200-  US 

Garres  Pay  sire 


Ncwi  and  Announcements.! 

SiXCMI  EfflkHlW7l4lurfB  ife  new 

avalla  t4»  Isa  T  b?r_  SiC«ll  =all3  J 


Advanced  Orders! 

¥¥ar  ham  m  e  r  Re  a  km* :  Lustrra 


-Your  liiretifDf  older  miniatures  h&  over  in 
our  ClJijUcVCaflectbfJ'i  iKttofl  df  tt» 
Online  Sl«reE 


^ 

Y^u  can  $ee  ana  purchase  all  gl^ur  cufrens 
.Advanced  Orders  in  me  Ad  vanced  Ode n 
secUon  of  ihe  Dhllne  Stan 


THE  U.S.  ONLINE  STORE 


Whether  vy.'jj  need  ti  etttnplefe  kit  t*r  u  few  bin  to  JinLsh 
ti  ctmi'erthw,  yon  etiffjhut  it  rm  the  Ontine  Store,  any 
time  cf/  the  dtiy! 
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Games  Workshop  Hobby  Centers  are 
springing  up  all  over  North  America,  They  are 
the  premier  location  to  find  everything 
associated  with  the  Games  Workshop  hobby. 
Jf  you  haven't  been  to  one  yet,  here’s  the 
scoop  on  just  what  they’re  all  about. 

Friendly  &  Expert  Stair 

Games  Workshop  Hobby  Centers  are  staffed 
exclusively  by  hobbyists  Thus  staff  members 
are  more  than  qualified  to  answer  any  of  your 
questions  about  any  of  the  following  topics. 

*  gaming 

*  assembling  your  models 

*  painting 

*  choosing  or  building  an  army 

*  beating  your  buddy  in  a  game 

*  terrain  building 

*  model  converting 

Exactly  What  You  want 

Games  Workshop  Hobby  Centers  are  stocked 
with  everything  that  is  in  the  current  range. 
They  are  at  the  forefront  of  all  the  new 
releases  - 1  lit  is  in  the  current  range,  you ’ll  find 
it  in  our  Hobby  Centers. 

In  addition,  you  can  visit  our  Hobby  Centers 
to  place  special  orders  for  models  from  older 
ranges  and  for  Specialist  Games,  including 
any  of  the  Special  Offer  items  you  can  find 
throughout  the  catalog.  Ask  the  staff  to  help 
you  and  to  check  on  the  availability  of  models 
from  older  ranges. 


Every  Level  of  Gaming 

Games  Workshop  Hobby  Centers  have 
something  for  every  level  of  gamer. 

Introductory  Games.  We  are  always  glad  to 
teach  newcomers  how  to  play  Warhammer, 
Warhammer  40,000,  and  The  Lord  of  The 
Rings,  Just  walk  in  and  ask  us!  Bring  a  friend 
or  play  against  staff.  It  is  an  awesome  and  fun 
opportunity  to  give  our  games  a  test  run. 

Advanced  Gaming.  Our  Hobby  Centers 
have  a  wide  variety  of  gaming  events,  from 
mega-battles  to  special  veteran  nights  for 
more  serious  competitors.  There  are  always 
tournaments,  leagues,  and  campaigns  that 
allow  you  to  join  in  the  fun. 

If  you  are  interested  in  any  of  the  special 
events,  just  ask  the  staff  about  (he  next  event 
and  how  you  can  get  involved. 

Painting  Clinics 

Lots  of  hobbyists  are  daunted  by  painting  at 
first,  but  we've  found  that,  with  a  little 

encouragement  and  a  little  advice,  anyone 

can  turn  out  nice  looking  paint  jobs.  Hobby 
Centers  run  formal  Painting  Clinics  (ask  for 
the  hours),  and  staff  members  are  always 
available  for  advice  on  brushwork! 

Terrain  Making 

While  anyone  can  attend  the  gaming  events 
at  our  Hobby  Centers  and  use  our  terrain, 
many  hobbyists  want  to  build  their  own 
gaming  table  but  are  daunted  by  the  task. 
Stop  by  a  Hobby  Center  and  get  some  tips. 
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Arizona 

Arizona  Mills 
Temps  (480)  756-8759 

California 

Westfield  Shopping  lawn  Santa  Anita 
Arcadia  (626)  294-0510 

Sunvalley  Shopping  Center 
Concord  [925)  609-9450 

Glendale  Galleria 
Glendale  (818)  242-4433 

Northridge  Fashion  Center 
Northridge  (818)  993*0853 

Ontario  Mills 
Ontario  (909)  5S1-0G0T 

The  Block  at  Orange 
Orange  (714)  769-3189 

Stonaridge 

Pleasanton  (925)  463-1481 
Metreon 

San  Francisco  (415)  369-6136 

Westfield  Shopping  town  Oak  ridge 
San  Jose  (408)  226-6325 

Pacific  View 
Ventura  (80S)  658-8924 

Los  Angeles  HO 
Westminster  (714)  893-7666 

i  Colorado 


Connecticut 

The  Shoppes  at  Buckland  Hills 
Manchester  (860)  644-9333 

Georgia 

Arbor  Place 

Douglasville  (770)  577-5599 

Mall  of  Georgia 
Buford  (770)  904-0601 

Illinois 

Westfield  Sboppingtown  Fox  Valley 
Aurora  (630)  535-9913 

Chicago  HQ 

Downer’s  Grove  [630)  426-0120 

The  Shoppes  at  Geneva  Commons 
Geneva  (630)  232-2929 

Gurnee  Mills 
Gurnee  (847)  856-0885 

Grland  Square  Shopping  Center 
Orland  Park  (708)  226-9563 

Maryland 

Westfield  Shoppingtown  Annapolis 
Annapolis  (410)  266-5667 

The  Festival  at  Bel  Air 
Bel  Air  (410)  569-7488 

Glen  Burnie  HQ 

Glen  Burnie  (410)  590-8675 

Arundel  Milfs 
Hanover  (443)  755-1660 

The  Avenue  at  White  Marsh 
While  Marsh  (410)  933-2008 

Massachusetts 

Harvard  Square 
Cambridge  (617)  864-0510 

Liberty  Tree  Mall 
Danvers  (978)  646-9355 

Holyoke  Mall  at  Ingle  side 
Holyoke  (41 3)  539-6974 

Natick  Mall 

Natick  (508)  653-3730 

Michigan 

Great  Lakes  Crossing 
Auburn  Hills  (248)  454*7708 

West  Oaks  II 
Novi  (248)  348-9433 

Missouri 

St.  Louis  Mills 
Hazelwood  (314)  227-5485 

New  Jersey 

Cherry  Hill  Mall 
Cherry  Hill  (856)  663-3303 

Jersey  Gardens 
Elizabeth  (908)  354-1500 


Colorado  Mills 
Lakewood  (303)  384-3534 


New  York 

Walden  Galleria 
Cheektowaga  (716)  651-9440 

Forest  Hills 

Forest  Hills  (718)  263-7574 

Greenwich  Village 

New  York  City  (212)  982-6314 

Upper  East  Side 

New  York  City  (212)  744-1 390 

Upper  West  Side 

New  York  City  (212)  362-0726 

Carousel  Center 
Syracuse  (315)  476-7786 

Palisades  Center 

West  Nyack  (845)  348-1739 

Pennsylvania 

Franklin  Mills 

Philadelphia  (215)  501-0230 

Tennessee 

Memphis  HQ 
Memphis  (901 )  541 -7700 

Gpry  Mills 

Nashville  (615)  514-3150 

Texas 

Grapevine  Mills 
Grapevine  (972)  691-3744 

Marq-E  Houston 
Houston  (713)  957-9244 

Rice  Village 

Houston  (713)  526-2276 

Wlflowbrook  Plaza 
Houston  (281)  897-8600 

Katy  Mills 

Katy  (281 )  644-6644 

Virginia 

Potomac  Mills 

Prince  William  (703)  492-4555 

Stony  Point  Fashion  Park 
Richmond  (804)  560-8030 

Springfield  Mall 
Springfield  (703)  719-9300 

Washington 

Supermall 

Auburn  (253)  288-3904 

Seattle  Bunker 
Bellevue  (425)  562-2300 

Alderwood  Mall 
Lynnwood  (425)  640-5155 
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All  across  North  America,  hobbyists  can  find 
Independent  Retail  shops  (also  cal  fed  Rogue 
Trader  stores)  that  carry  Games  Workshop 
products  Your  local  shop  isn't  only  a  place  to 
purchase  your  games  and  miniatures  but  also 
a  place  to  play  some  games  and  befriend 
new  opponents.  Some  Rogue  Trader  stores 
even  run  tournaments,  leagues,  painting 
clinics,  and  more. 


&  SOUTH  AMi.iHC,",  WD  » I 
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Above:  A  ermpfele,  up -to ’date  list  of  mares  in  Worth 
unit  Sottfil  America  i \  inritnicd  in  every  other  issue  of 
While  Dwarf  magazine-  \o  mutter  where  yon  are  oit 
either  continent  Tukwilu,  Washington.  or  Paducah, 
KeittUi  ky,  nr  Santiago,  t  'htlc  you  run  u*t  die,  Hsu  to 
fir l(t  it  teal  hohhy  shops  that  r  tit  r'.V  GW  f/rmfuels. 


Finding  a  Rogue  Trader 

There  are  several  ways  to  find  Independent 

Retailers  dose  to  your  home. 

*  Every  odd-numbered  issue  of  White  Dwarf 
magazine  contains  a  Retailer  List.  This 
insert  lists  every  Rogue  Trader  &  Hobby 
Center  by  state.  From  Alaska  to  Hawaii  to 
everywhere  in  the  continental  U.S..  you  can 
find  the  shops  near  you, 

■  The  Games  Workshop  web  site  has  a 
great  Store  Locator.  Under  ‘"Shopping" 
there  is  a  link  to  FIND  A  STORE  NEAR 
YOU.  Type  in  your  address,  and  you  can  get 
a  listing  of  stores  within  50  miles  ot  your 
home  as  well  as  phone  numbers,  driving 
directions,  and  more. 

♦  Call  our  Mail  Order  number  at  1 -800 -394- 
GAME  and  tell  them  you  are  trying  to  lind  a 
store  in  your  area. 

,\ji 


Rogue  Traders  Can  Carry 
the  Entire  Catalog! 

No  matter  how  large  or  small  a  Rogue  Trader 
shop  is.  it  can  carry  the  entire  line  of  games 
and  miniatures  featured  in  this  catalog.  In 
addition,  any  models  from  older  ranges  and 
from  the  Specialist  Games  range  can  be 
special  ordered  through  the  Rogue  Trader, 
Just  tell  a  staff  member  at  your  local  shop  that 
you  are  interested  in  these  extended  ranges r 
and  he  or  she  will  check  on  availability  and 
help  you  place  your  order,  it's  easy]?! 

Find  Your  Local  Hot  Spot! 

Finding  a  game  shop  with  events  as  awesome 
and  can  be  topped  only  by  getting  involved 
with  a  regular  gaming  group.  Many 
Independent  Retailers  have  one  or  more 
such  groups  that  regularly  attend  gaming 
nights,  Often,  these  groups  run  their  own 
events.  Stop  by  and  ask  a  staff  member  when 
the  next  battle  is  and  how  you  can  get 
involved.  If.  by  chance,  your  local  Rogue 
Trader  doesn't  have  a  lor  of  gaming 
opportunities,  perhaps  you  can  offer  to 
organize  a  regular  game  night?  After  all, 
anyone  with  an  army  or  an  urge  to  play  is 
probably  waiting  for  the  same  thing  1 

It  iff  tit:  Jeff  Mitchell  \  Grex  Knights  won  Best  Unit  at 
the  World  of  hot  tie  RTT  painting  competition. 

Below:  Dustin  M  a  \zshr  't  entries  in  the  World  of  Battle 
RTF  painting  mimpeliiion  ami  the  RTT  Trophic*, 


RTT  Events 

An  Rrr  Event  is  an  officially  sanctioned  GW 
event  that  stores,  conventions,  and  clubs  can 
run.  These  events  can  include  tournaments, 
gaming  leagues,  and  painting  competitions 
and  give  local  gamers  a  chance  to  pit  their 
armies  against  others'  forces  in  a  competitive 
but  fun  atmosphere.  In  tournaments,  players 
are  judged  not  just  by  wins  and  losses  but 
also  on  sportsmanship  and  painting. 
Everyone  gets  to  play.  While  everyone  may 
not  take  home  an  award,  having  fun  is  a 
victory  in  itself.  You  can  find  out  who  is  having 
an  RTT  event  near  you  by  baking  under  the 
Events  section  online  or  by  checking  out 
White  Dwarf. 


it 
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Every  year,  a  dedicated  central  team  and 
hundreds  o!  staff  and  volunteers  in  the  field 
strive  hard  to  bring  you,  the  Games  Workshop 
hobbyist,  the  finest  in  participation  events. 

locations 


In  order  to  spread  the  celebration  of  the 
Hobby  to  as  many  folks  as  possible,  we'll  be 
running  FOUR  Games  Days  across  the 
country  in  2005.  For  details  of  each  event, 
head  to  the  Games  Day  web  site: 

ga  m  es  day,  u  s .  ga  m  es~  work  s  hop.com 


Celebration  of  the  Hobby! 

Whether  you  just  started  painting  miniatures 
or  you've  been  wargaming  for  decades, 
Games  Day  has  something  exciting  to 
offer  everyone. 


*  Registered  gaming,  club  gaming,  open 
gaming,  mega -battles,  introductory  gaming, 
and  tournaments  -  every  kind  of  gaming  you 
could  hope  for,  all  over  evocative  battlefields. 

*  Wacky  speed  painting,  introductory  painting, 
structured  painting  clinics,  and  the  pinnacle 
of  painting  achievement,  the  Golden  Demon 
painting  competition.  Each  of  these 
activities  can  inspire  end  improve  your  own 
artistic  endeavors, 

*  Tons  of  special  guests,  including  many  from 
our  own  US  Design  Studios  on  hand  to 
answer  all  of  your  questions  about  new 
releases,  exciting  projects,  and  even  how  to 
build  many  of  the  fantastic  pieces  you  see  in 
White  Dwarf  and  Black  Gobbo  every  month! 


(imntr.\  Day  fvtckx  a  with-  army  of  Gtilliex  1  Vwkshop  experiences  into  tnlc  rna.wh'e  ere  til*  You  ran  do 
tliinfix  like  leant  nimk-Iittn  and  seiners  fntat  the  experts,  eheck  out  the  amazing  entries  in  die  Hidden 
Demon  Painting  Compethimt.  and  p fay  in  Ittrye-  wale  Rttnitrs  on  inttedibk'  whies! 


lii’irt nr:  Hen  SlintT-Swond- 

1 1  -iiw  inti  tti  ter/mdittif  nr  of  Ariel  from 

Chit  a x n  Games  Duv  2004 
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Every  month.  While  Dwarf  magazine  strives  to 
pack,  wedge,  cram,  and  sledgehammer  as 
much  hobby  material  as  possible  into  each 
issue-  If  you  enjoy  playing  Games  Workshop 
games  or  painting  and  converting  Citadel 
Miniatures,  then  we  have  the  magazine  for  you! 

What  You  Gan  Expect 
from  While  Dwarf 

*  Photos  of  all  the  latest  models  painted 
exquisitely  by  the  world-class  "Eavy 
Metal  Painters. 

*  Updates  &  clarifications  on  the  rules  from 
the  Games  Designers  themselves. 

*  Scads  of  suggestions  for  new  ways  to  play, 
train  warbands,  to  scenarios,  to  Kill  Teams, 
to  campaigns,  to  leagues,  to  mini-games. 

-  Hobby  news,  like  dates  for  upcoming  Grand 
Tournaments,  Games  Days,  wo  rid -wide 
campaigns*  events,  and  more! 

■  The  best  hobby  tips  anywhere  from  step-by- 
step  painting  instructions,  to  how  to  build 
terrain  artistes,  to  more  modeling  and 
converting  advice  than  you  can  swing  a 
dead  Sn oiling  at  (not  that  we  condone 
Snotling  swinging,  dead  or  alive!). 

Just  think  -  you  can  have  all  this  delivered  to 
your  door  every  month! 

Sign  up  fora  White  Dwarf  subscription  today! 


Improve  Your  Tactics! 

Each  month*  White  Dwarf  also  contains  at 
least  one  Battle  Report,  the  chronicles  of  a 
bitter  clash  on  the  tabletop.  Mot  only  are 
these  reports  entertaining  to  read,  but  keen  n 
tacticians  will  be  able  to  glean  much  from 
others’  successes  (and  failures!), 
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White  Dwarf 

Magazine 

Subscription 

]  would  like  to  subscribe  to 
White  Dwarf  for 
1  year  (12  issues)  for  S60  US! 

in  the  US: 

Games  Workshop  Mail  Order 
6721  Bay  meadow  Drive 
Glen  Bumie,  Maryland 
210613-6401 

Mainland  and  Virginia  residents 
add  5%  sates  tax. 


SUBSCRIBE  TODAY  AND  GIT  12  ISSUES  FOR  THE  PRICE  OF  10! 
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The  Games  Workshop  web  site  is  a  tiving 
extension  of  this  Complete  Catalog.  On  tine, 
you  can  find  all  the  latest  news,  new  releases, 
and  more.  Beginning  players  will  discover 
massive  amounts  of  background  and  hobby 
information,  while  even  I  he  most  gnzzled 
veteran  will  find  the  new  articles  of  (he  Black 
Gobbo  E-zine  interesting,  just  like  hidden 
chapters  of  White  Dwarf  magazine, 

w  w  w.g  a  mes*  wor  ks  hop.com 

find  It  on  the  Web! 

*  Find  the  Independent  Retail  shop  or  Games 
Workshop  Hobby  Center  nearest  you! 
Discover  who  is  running  events  in  your  areal 
After  all,  having  an  army  with  no  opponents 
to  battle  isn’t  much  good, 

*  Read  FAQs  from  the  designers  ihemselves 
for  Warhammer  and  Warhammer  40,000, 


*  Read  background  and  getting  started 
information  for  EVERY  Warhammer  and 
Warhammer  40,000  armyf 

*  See  color  schemes,  step -by -steps,  and  tips 
for  both  beginners  and  experts  to  improve 
brushwork.  speed,  and  resutts. 

*  Learn  hobby  news,  like  dates  for  upcoming 
Grand  Tournaments,  Games  Days, 
worldwide  campaigns,  events,  and  more! 

*  Delve  into  a  vast  library  of  terrain  projects. 
All  sorts  of  how-to-build  articles  complete 
with  step-by-step  photos  and  more  -  from 
Tau  escape  pods  to  mutated  Chaos  Trees. 

*  Take  part  in  periodic  worldwide  campaigns. 
While  not  always  running,  these  gigantic 
events  lei  everyone  battle  it  out  and  (og  in 
and  track  the  efforts  of  their  allies  and  foes. 
The  results  help  reshape  the  gaming  worlds! 
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What  Is  Black  Gobbo? 

Black  Gobbo  is  the  name  of  the  E-sine  that 

is  posted  every  £  weeks  on  I  he  Games 
Workshop  U.S,  web  site.  Each  ''issue1'  is 
loaded  with  new  articles  about  all  aspects 
of  the  hobby.  Below  are  some  types  of 
articles  that  you  can  exp  eel  to  find  In  each 
issue  of  Black  Gobbo „ 

*  Great  previews  of  upcoming  new  models, 
games.  Codices,  ancf  Army  books, 

•Advanced  gaming  tactics  that  delve  into 
questions  like  how  to  win  with  a  certain 
army  or  how  to  get  the  most  out  of  a 
particular  troop  type. 

*  Lots  of  great  painting  examples,  from 
different  Space  Marine  Chapters  to 
realistically  filthy  Mordor  Ores, 

*  Mew  scenarios  and  campaigns  to 

challenge  you  and  your  gaming  buddies, 

*  Lots  of  great  tips  and  step-by-step 
instructions  on  how  to  assemble  your 
models,  from  the  newest  plastic  kit  to  the 
oldest  models  in  ihe  GW  archive. 

1  Conversion  tips  and  instructions,  At  some 
point  every  hobbyists  wants  to  convert  a 
model.  Black  Gobbo  will  show  you  how, 

*  Terrain  building  kps  from  some  of  the 
best  scenery  designers  and  makers  in 
the  world. 


f.UU  I'LO,  *k  !  -TT^=-  ,1  41  j 


1 


A  PUBLICATION  OF 


CflUfil^hl  *  Wafhv'iop  Imr'nd  2035  r-uO#fWrtQ  all  mrrmnfiji 

pmrtnipmq  In  Ifir  Nnw  |  irn»  I  harmed  pn^duf-jOna:  T>,<n  FnlkyW^hip  ^ 
ihe  ^ing;  Tftg  Twa  Tbwmc-  am3  The  fitflurn  ol  Tha  K#ig  whldh  are 
MMV  New  Line  Produeiiona  Iflc  AU  fisghi*  Rescr-^fd  Tfte  Lana'  or 
Hid  ff-rip-v  T7lr«  Fi-jItJvuAhip  Tfov  fiinj,  7h#  Tivo  7hwit,r-*  Tpto  ffnhiNt 
TTw!  tfirtg  riBi.i  I  Tin  lyimtin  gf  51se  Cfugnimi.  ilflm*  ewphtB  rnt.1 

piaraa  Hrawn  tracfamarta  of  The  9nH  Zasnlz  Comp  any  «W* 
Tolkien  EnrdTifEaBa  undw  Icantw  to  Nett  Lra  Proddc;*&,i5  Inc  M 
Rights  RihSt-rvud  Ckamea  Wurkshu^  rlfcj  Giiimit  WftHXahQp  lj^?, 
Eifv>  Mum*  Dla^l  und  Iho  Cr1.v:!^j  dffwOo  stii  firfhoi  TM  iin-4.'qr 

<■  Gn-ws.  Workshop  it#  aXKhttfe,  variably  nejteaa-^d  •*  UK  *Td 

oflW  EQU'i^efi  araiiw]  ihi  ttorW  AJ!  Flights  AeaerwKl 


games-workshop.com 


P  RODUCT  CODE 

13D4§9S90Q  2 

hardback  EDITION 


CITAEIEi: 

OTNUtniKES 


T»  at -:  r 


ctiu*  **A 
o&st  nu* 


'Usttc 


The  pwnpc'elfi  rrpijel  rsrigiii 


Oampa 


'  “V- 

f 

1  1 

